
RULEBOOK



OBJECT OF THE GAME:
Be the first player to have all of their relics escape the temple!

GETTING STARTED: 
• Take all of the components out of the box and place the 
   Temple in the middle of the play area.

• Each player takes a player board and connect it to the side of 
   the temple closest to them.  

• Each player chooses a color relic and sets them up on the top 
   step of the temple on their side. 

• Each player takes the 16 cards associated with their relic color 
   and shuffles them. Place the cards face down next to your board 
   to form your draw pile. Then, each player draws 3 cards from 
   their draw pile and places them face-up on their board where 
   indicated. 

• Your side of the board should look like the diagram below. 

NUMBER OF PLAYERS:
• Put the 3 dice with white numbers in the center of the temple. 
   If you are playing a 3 player game, add the dice with the 
   yellow numbers to the center of the temple. If you are playing 
   a 4 player game, add the dice with the red numbers to the 
   center of the temple. 

• Randomly determine who goes first, then you are ready to play!

BEFORE YOU BEGIN:
The 2nd player moves their “2” Relic down one. If there is a 3rd player, that 
player moves their “4” Relic down one. If there is a 4th player, that player 
moves their “6” Relic down one. 

COMPONENTS:

1x Temple

64x Power Cards

40x Relics (10 of each)

4x Player Boards

5x Dice
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ON YOUR TURN:

1. Roll
Roll the dice in the center of the temple.

2. Use Your Dice: 
You MUST choose 2 dice, and place them on 
the platform on your side of the temple. 
To use your dice, you may either use 
the two numbers you rolled separately 
OR you may add the two numbers 
together and use that combined 
number. (For example, if you chose 
a 4 and a 5, you may either use the 4 
and the 5 separately or you can 
combine them and use 9).

If you choose to use your numbers separately, you move the relic of 
the same number one step down the temple OR you may activate and        
discard a power card that has the same number. You may use the 
separate numbers in any order.

If you choose to add the two numbers together, you may move the relic of 
the combined number one step down the temple or activate and discard a 
power card of the combined number.    

  
3. Remaining Players Choose: 

After you have chosen and used your two dice, starting with 
the player to your left, each other player chooses 1 of the 
remaining die, places it on their platform and uses it.

 4. Ending Your Turn: 
After all of the dice have been chosen and used, your turn 
ends and the player to your left starts their turn.

WILDS:
If you choose to combine your dice numbers to form an 11 or 12, 
it becomes a wild, and you may move ANY one of your relics one step down 
the temple. You CANNOT use a wild to activate 
power cards. 

LAVA & ERUPTIONS:
Eruptions happens every time the active player chooses two dice with lava 
icons on them. When an eruption happens, the player who caused the erup-
tion can move any one relic on a lava space back UP the temple one space. 
Eruptions can also happen by activating power cards. If a card creates a 
“double” eruption, it means the player who used the card gets to choose up 
to 2 relics on lava to move back up the temple by one space. A “triple” 
eruption means the player can choose up to 3 relics on lava to move back 
up the temple by one space. 

A relic cannot move backwards if there is another relic directly behind it. If 
a player plays an eruption card, but no relics are in lava or no relics in lava 
can be moved backwards, the player may still use the card to move their 
smallest relic.

RESUPPLY:
At any time that a player (even if it isn’t their turn) cannot or chooses not to 
move ANY relics or use ANY power cards that player may EITHER: 

• Move one relic from the “camp” area of your player board into the          
   “storage room” area of your player board (see Escaping Relics rules). 
• OR Move one of your relics left one number. You can only do this if the 
   space is empty.
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ADDITIONAL DEFINITIONS & RULES:

Smallest Relic – 
The smallest Relic refers to the smallest value relic still on your side of the 
temple. If there are 2 relics on the smallest value space, “Smallest Relic” 
refers to the relic closest to escaping. 

Lava Spaces – 
Lava or Lava Spaces refers to the orange colored portions of the temple. If a 
player’s relic is placed in that orange colored space, that relic is considered 
in lava. 

Moving Backwards into Lava – 
On the 1 & 2 spaces there are two steps that have lava. If either the 1 or 
2 relic moves backwards into lava during a double or triple eruption, the 
player who caused the eruption can use either the second or third eruption 
to move that same relic back again. 

Open Spaces – 
Anytime a player is moving a relic, the relic MUST end on an open space. 
If there is another relic on that end space, than you CANNOT move that 
original relic. For example, if a relic is in lava, and directly behind that relic 
is another relic, the relic in lava CANNOT be forced backwards during an 
eruption. 

ESCAPING RELICS:
A relic escapes when a Relic takes the last step off of the 
Temple. When this happens, you immediately draw new power cards from 
your deck to replace any empty power card spots on your Player Board. 
Then, place the relic in either the Altar Room, Storage Room or Camp. 

Altar Room – 
This level has two spots that can be filled with Relics.  If both spaces are 
filled, any Wild will now move any relic down one AND move your smallest 
relic down one.

Storage Room – 
You may move a relic from this location to Camp to add +1 to a die you    
are using. 

Camp – 
This is the last place that your Relics can be placed.  It doesn’t have any 
powers of it’s own. 

POWER CARDS:
When you use a die, or combined dice, to activate a power card with the 
same number, perform the action listed on the card, and then discard it. 

WINNING THE GAME:
BE THE FIRST PLAYER TO HAVE ALL OF THEIR 

RELICS ESCAPE THE TEMPLE!

Game Design – 
Erich Weidetz 
Caroline Klimek 
Luke Peterschmidt 
Mike Mullins

Illustrations – 
Chito Arellano 
Aleasha Acevedo
Damasso Sanchez

Package Design – 
Joey Garcia

CREDITS:
©2022 and manufactured for / fabriqué pour JAKKS PACIFIC, INC., 2951 28TH ST., SANTA MONICA, CA 90405 USA.
® and/et™ designate U.S. trademarks of / désignent les marques déposées aux États-Unis de JAKKS Pacific.
Other trademarks used under license / Autres marques déposées utilisées sous licence.  MADE IN CHINA. FABRIQUÉ EN CHINE.
Imported into UK by / Importé au Royaume-Uni par JAKKS Pacific (UK) Ltd., 1 Arlington Square, Downshire Way, Bracknell, 
Berkshire RG12 1WA, GB, and EU by / et UE par JAKKS Europe B.V., Herikerbergweg 88, 1101 CM Amsterdam NL.
Importado por: JPK Holdings Mexico, S.A. de C.V., Laguna de Terminos 221, Torre B, Int B801 y B802, Col. Granada, Miguel Hidalgo, 
C.P. 11520, Ciuldad de Mexico, Mexico, RFC. JHM1508068Z9   www.jakks.com    www.jakks.com/warranty    consumers@jakks.com  
North America / Amérique du Nord: 1.877.875.2557 or 1.909.594.7771   UK & EU / Royaume-Uni et UE: 00.44(0)1344.638909
Mexico / Mexique: 52.557.1556612
Colors & decoration may vary. Retain packaging/instructions for reference. / Les couleurs et le décoration peuvent
varier par rapport aux illustrations.  Conserver l’emballage/instructions pour toute référence. 
Remove all packaging before giving toy to child. / Enlever le jouet de l’emballage avant de le donner à un enfant.
WARNING! Small Parts. Choking Hazard. / ATTENTION! Petits éléments. Danger d’étouffement. /
¡ADVERTENCIA! Contiene piezas pequeñas. Riesgo de asfixia.

3


