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Story 
As a thief in 19th century Egypt, you’ve always found a way to make a quick coin or 
two. Unfortunately today you’ve stolen from the temples of the wrong gods. In their 
wrath, they cast you into an ever-changing dream realm. The ground shifts under your 
feet and the skies change color as you walk. You have nothing to assist you but the 
random assortment of junk in your pack and your wits. The only way to lift the curse is 
to return the stolen items to the temples. However, several other thieves have also been 
cursed, and have the same goal as you. Only one can be freed from this dream world. 
 
Goal 
Return either of the two items (not both) shown on each of your three coloured Goal 
Cards to the temples before the other players to win the game.  
 
Game Pieces 
4 Colored board segments 
4 Colored thief figures 
4 Colored temples 
4 Character cards 
6 Red attack dice 
6 Blue defense dice 
60 Goal cards (15 per god) 
60 Event cards 
25 Trial cards 
30 Item tiles 
15 Cartouche tiles 
30 Curse tiles 
1 Item tile bag 
1 Sand Timer 
 
Setup 
Each player chooses a thief and takes the corresponding Character card. The board is 
assembled in a square from the four colored segments. The matching thief and temple 
are placed on their map segments. Place the thief on the start square denoted with a 
boot icon and the temple on the large temple square. Shuffle each colored set of Goal 
cards and deal three to each player (one of each color excluding the player’s thief 
color) to each player face up. If a player’s 3 Goal cards share any of the same items, 
they may replace one of the cards with another from the deck. Return the rest of the 
Goal cards to the game box. 
 
Put all Item Tiles in the item bag, and allow each player to randomly pull three. Players 
place these tiles face up over the "1 Move" squares on their Player card. Each player 
takes one Cartouche and places it in their inventory face down (they can look at it) 
 
Place two item tiles on the space marked with a ♦ icon on each map segment. For a 5 
player game, only place one item per space. If, at the end of a player’s turn, any ♦ 
spaces do not have an item on them, take one from the item bag and place it on the 
empty ♦ space (if any items remain in the bag). 
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Stack the Event cards, Trial cards, Curse Tiles and Cartouche tiles nearby (Cartouche 
tiles face down).  
 
The player who first suggested you play Curse Reverse goes first (how convenient for 
them!) 
 
Character Cards 
Each Character card has information about your thief including several traits that can be 
used during Trials as well as a portrait, rules reminders, and pack space, which 
determines how many items you can hold, as well as your movement speed. 

 
Item Tiles 
There are 30 unique item tiles in the game (each item only appears once). Red items are 
“Offensive”, while blue items are “Defensive”. Offense and Defense is explained in the 
Robbery section (pg. 4).  
 

 
The Sharp Feather is an Offensive item. 

 
 
There are several ways to gain more items: robbing another player, stealing items from 
a temple, picking items up off the board and winning a trial. Additionally, there are also 
random Event cards or Cartouche artifacts that can provide you access to items. 
 
Taking a turn 
During a turn, you have many actions available. Some are Free Actions and some are 
Turn Actions. On your turn you may do 1 Turn Action, and any number of Free 
Actions. You may do these actions in any order. 
 
Free Actions: 

• First Move (pg. 3) 
• Drop any number of items. (pg. 4) 
• Activate a Cartouche (on any player’s turn) (pg. 6) 

 
Turn Actions: 

• Second Move (pg. 3) 
• Rob another player (pg. 4) 
• Pick up any number of items (pg. 4) 
• Turn an item in to a temple (pg. 4) 
• Cleanse all Curse tiles while in a temple (pg. 7) 
• Perform a Trial while in a temple (pg. 5) 
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• Steal an item from a temple (not one you placed) (pg. 5) 
 
All actions, including free actions, immediately end the current move action. 
  
Movement 
Your movement speed is a base of 2 plus the number of empty spaces that show "1 
Move" on your Character card. Movement is set at the beginning of each move action. 
 

 
This player has a movement of 6 

 
You must move on the paths. You cannot move diagonally or wrap your movement 
around the edges of the board (i.e. move off the right edge of the rightmost map and 
appear on the left edge of the leftmost map).   
 
Specific orientations of the four map segments will create alternate paths to Temples 
that you can use. As long as a path square fully touches a Temple, even over a segment 
border, you can use it to enter the Temple. 
 
You may move in any direction, including back over squares you have already moved 
that turn. You may end your movement early if you choose, and may pass freely 
through other players. 
 
You may move a second time in a turn, but this will count as your 1 Turn Action. 

 
You may move through a temple if there is a path leading through it. Treat the large 
2x2 temple space as one movement space.  
 
Robbery 
You may choose to rob another player when you both occupy the same square on the 
board. You may only rob one player at a time. You may not rob a player inside a 
temple. 

 
Each player starts with a base of 1 red attack die and 1 blue defense die, and each 
“Offensive” or “Defensive” item you own gives you another die of that type. 
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If more swords are rolled, the robber wins. If more shields are rolled (or it’s a tie) the 
defender wins. If the robber rolls all blanks the robbery attempt fails and their turn ends 
immediately. 
 
If the robber is successful, they may steal one item or Cartouche of their choosing from 
the defending player and peek at one face-down Cartouche that player owns. 
Additionally, if the robber has any Curse tiles in their inventory, they may transfer them 
to the defeated player. 
 
Dropping & picking up items 
You may drop any number of items onto the map space you are currently standing on. 
This is a Free Action. You may also pick up any number of items per turn from that 
space. 
 
You may not drop non-goal related items inside a temple. 
 
Turning items in to a temple 
Each player is assigned three different Goal cards. On each card are two items to be 
turned in at the corresponding temple. 
 
You only need to turn in one of the items shown on the card (Player's choice). 
 

 
Turn in either the Rusted Birdcage or the Fresh Apple to the red temple. 

 
Once an item has been turned in to the temple, place it on top, then turn the 
corresponding Goal card face down. You may also take 1 Cartouche tile as reward from 
the gods (if one is available).  
 
You may only turn in items related to the corresponding goal card to a temple. 
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Stealing items from a temple 
Items may be stolen from the temple but must not be an item you yourself placed there. 
This does not undo the progress towards winning the game any player has made by 
turning in that item. 
 
Events 
Whenever you ends your turn (not your first movement action) on a square with a “?” 
symbol, you must immediately take a card from the Events Deck. Half of the Event 
deck consists of instant effects which you read aloud to all players, then follow the 
effect. The other half of the deck indicates the gods have decided to test you with a 
Trial. 
 
Trials 
There are 25 Trial scenarios in the deck, which represent perils the angry gods decide to 
put you through as penance for your misdeeds.  
 
Trials are always done as your turn ends after all other affects have been resolved. If 
you would end your turn in a temple, the Trial is ignored. You may also choose to 
perform a trial as an Action if you are inside a Temple. 
 
Draw two cards form the Trial deck. The first is the main scenario, the root story that 
you must complete. The second adds a Modifier to the main story you must complete. 
The Modifier is on the opposite end of the Trial card. 
 

       
The Sandstorm Trial card and its Modifier. 

 
Once drawn, read the scenario and its Modifier out to all players. To succeed, you must 
come up with a creative way to fulfill the rules on the Trial and Modifier cards. These 
rules only list the must-have story elements. If something is not in the rules list, it can 
still be in your story (unless a rule forbids it). 
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Example: The Scorpion Ravine Trial says you must use one of your Traits. It does not 
say you cannot use more than one, so you may use as many as you wish as long as you 
use at least one. The Cat Swarm Trial however, says you may only use one of your 
Traits, so you cannot use more than one in this Trial. 
 
Once you read the Trial and Modifier, start the sand timer. You have 1 minute to 
complete the story. If you cannot, you fail the trial. Modifier rules always overrule 
Trial rules. 
 
Wear and tear or destruction of your items during trials does not persist once the trial is 
complete, however, physical injury or stress your character is victim of does. You may 
decide as a group to ignore this as a house rule if you prefer. 
 
Once your story is finished, the other players ensure you have successfully followed 
each rule on the Trial and Modifier cards. If you have, you successfully complete the 
trial and may look at any player’s hidden Cartouche tiles. Additionally, you may choose 
from the following options: 
 

• Take a Cartouche 
• Give any player a Curse tile 
• Take an item from the item bag 
• Rotate any number of map segments 
• Give a player an immediate free Move action 

 
Players moved onto squares with “!” icons do not trigger Events. 
 
 If the trial is deemed failed or the vote is tied, the player's turn ends immediately. 
 
Curse Tiles 
Curse tiles represent the gods’ judgement upon you. They are not item tiles. When you 
add a Curse tile to your pack, it takes up a free space, and slows your movement just 
like an Item or Cartouche tile. If you have no free spaces, you must return an item to the 
item bag to make room for it. 
 

 
Curse tile 

 
You may remove all Curse tiles in your pack by spending a Turn Action inside a temple 
OR by defeating another player in a robbery attempt. If you visit a temple, the Curse 
tiles are removed and placed back in the pile, but if you defeat another player, you 
transfer all Curse tiles in your pack to theirs. 
Cartouche Tiles 
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These are special consumable artifacts that are blessed by the minor gods to help you 
escape your punishment.  
 

 
Cartouche Tile 

 
Cartouches act like normal items except for the following differences: 
 

• Cartouches do not add to a player's attack or defense score 
• Cartouches cannot be used in Trials 
• Cartouches cannot be returned to the item bag 

 
They still take up space in your pack, slow your movement, can be stolen, dropped or 
picked up from the map, etc. 
 
You gain Cartouches by turning in an item to a god's temple (pg. 4) or by choosing one 
after successful completion of a trial (pg 5).  
 
When you gain a Cartouche, you place it in an empty space in your pack face down 
(after looking at it). Cartouches should remain face down even if placed on a space on 
the board. You may activate a Cartouche at any time, during any player's turn by 
revealing it in your pack. This is a free action. Once a Cartouche has been used, it is 
removed from the game. You may target any player (including yourself) if the 
Cartouche says so. 
 
TWO FINAL IMPORTANT RULES: 
1. You are allowed to share any secret information you have gained with any other 
player if you choose to. Everything in the game can be used to bribe or negotiate your 
way to victory. Of course, you can keep it all to yourself or even lie to other players 
about it. You're a thief, after all! 
 
2. If at any time a card or tiles rules contradict game rules, the card or tiles rules are 
given priority. The card or tiles rules always overrule the games rules. 
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Cartouche 
of Aker 

Target player may wrap movement 
around map once.  

 
(They may go off right side of 

rightmost map, reappear on left 
side of leftmost map) 

 
 
 

Cartouche 
of Apep 

The current player may take an 
additional Turn action this turn. 

 
 
 

Cartouche 
of Aten 

Remove all Curse Tiles from any 
one target player. 

 
 
 

Cartouche 
of Babi 

Target player may also take an 
item from any successfully robbed 

player. 
 

(If you are the robbing player, take 
an additional item instead) 

 
 
 

Cartouche 
of Bast 

Double or halve the current 
player’s movement. 

 
Must be used before their 

movement has begun. 
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Cartouche 
of Bennu 

 
 

Swap positions with one player on 
the same board as you. 

 
 

 

Cartouche 
of Khnum 

During a Trial, that player adds an 
additional Modifier to the story. 

 
Must be used before the timer is 

started. 

 
 

 

Cartouche 
of Khonsu 

If target player would draw an item 
from the bag, they draw three and 

pick one. 

 
 
 

Cartouche 
of Ma'at 

During a Trial, choose an item 
from your pack. That player must 

use this item in their story solution. 
 

Must be used before the timer is 
started. You keep your item. 

 
 
 

Cartouche 
of Mafdet 

Re-roll any one robbery dice result. 
(all of either red or blue dice) 
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Cartouche 
of Menhit 

Target player may move across 
non-path spaces this turn. 

 
Movement action must begin and 

end on the path. 

 
 
 

Cartouche 
of Nekhbet 

Swap an item in your pack with 
another player's item on the same 

board as you. 

 
 
 

Cartouche 
of Nut 

Target player may exchange any 
one Goal card for a new one of 

their choice from the deck. 
 

Must be the same God (color) 

 
 
 

Cartouche 
of Set 

Distribute up to 4 Curse Tiles 
among any number of players. Max 

of 2 per player. 

 
 
 

Cartouche 
of Wadjet 

When target player would be given 
curse tiles, instead give them to 
another player of your choosing. 

 
Use only as a player is being given 

the curse tiles.  
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Notes 
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