


LABYRINTH CHART - ACTIVITIES

The game is divided into players’ turns. During his
turn a player has 2 Actions, which he can spend like
resources. Actions are used to perform different
Activities.

ACTIVITIES FOR 1 ACTION

® Build: the active player takes the top space tile
from the Labyrinth pool, examines it and places
it on the game board. Then he places trap tokens
and item tokens on this tile (if necessary).

& Move: the active player moves his character
marker along one corridor to a corridor from
an adjacent space of the game board. Then he
explores it (i.e. checks what can be found there).

& Risky Jump from / on a Bridge: the active player
makes a Jump Check. If this check is successful,
his character descends or ascends a bridge.

& Rest: the active player discards one stun token
he currently has.

& Attack: the active player makes his character
attack another character (or characters), whose
character marker is on the same corridor.

& Set a Trap: the active player randomly draws
a face-down trap token from the trap pool and
places it on any corridor without looking at it.

& Move the Golem: the active player draws the
top card from the Golem movement deck and
resolves it based on its symbols. Important: this
activity can be performed only once per turn.

& Trigger an Event: the active player draws the
top card from the event deck, introduces it into
the game and resolves its game text. Important:
this activity can be performed only once
per turn.

ACTIVITIES FOR 2 ACTIONS
¢ Safe Jump from / on a Bridge: the active player
makes his character descend or ascend a bridge.
$ Activate a Crystal of Fate: the active player
turns his Crystal of Fate token to its active side.

ACTIVITIES FOR o ACTIONS (FREE)

® Use a Crystal of Fate: any player can use his
Crystal of Fate at any time to reroll his
check. Additionally, some character abilities
require a player to use his Crystal of Fate.

& Pick up a Key and/or an Item: the active player
can pick up any number of key tokens and/or
item tokens from the corridor with his
character marker.

& Exchange Items: the active player who has no
free slots for items (as he already has 2 items)
can exchange one of his item tokens for a new
item token his is currently picking up. He
places the exchanged item token on the
corridor with his character marker.

® Free Attack: if one character enters a corridor
occupied by another character, 1 free attack
can occur as a result of this activity.

LABYRINTH CHART
- ORDER OF EXPLORATION

Once the active player ends his move, he checks

the new corridor, resolving any encounters in the
following order: 1.Character Ability Tokens, 2. The Golem,
3. Trap Token, 4. Characters, 5. Other Tokens - ex. Key

or Item Tokens (characters can carry up to 2 items).

LABYRINTH CHART
- OTHER CHECKS

A check is a roll using 2 dice.

GOLEM CHECK (successful if the result is 12 or more):
& Successful: a character can stay on the corridor
with the Golem.
® Failed: a character returns to its starting space.
Important: characters must make the Golem check
whenever they encounter the Golem.

COMBAT CHECK
A combat may occur when one character attacks
another character or when characters encounter
each other and one of them wishes to start combat.
Starting from the active player, both players roll 2
dice and sum both dice results. The character with
the lower result is defeated and loses 1 Life. In case
of a tie, both Combat Checks should be repeated
until the combat is resolved.
JUMP CHECK (successful if the result is 8 or more):
& Successful Jump from a Bridge: the active
player moves his character token from a
corridor with a bridge to a corridor under this
® bridge on the same space.
Failed Jump from a Bridge: the active player
moves his character token from a corridor with
a bridge to a corridor under this bridge on the
& same space. Next he loses 2 Life and then takes
1 stun token.
Successful Jump on a Bridge: the active player
& moves his character token from a corridor
under a bridge to a corridor with this bridge on
the same space.
Failed Jump on a Bridge: the active player
remains on the same corridor (he fell down
when trying to jump). He loses 2 Life and then
takes 1 stun token.

CHARACTERS LOSING LIFE

Each character starts with 4 active Life tokens.
After a player loses his last Life he: immediately
drops 1 key token on his corridor (if he has any); if
the player has no key tokens, he must drop 1 item
token (if he has more than 1 item token, he chooses,
which item to drop); if he has no key tokens or item
tokens, he drops no tokens.

Finally, the player takes his character token and
places it on his starting space, where his character is
immediately resurrected - the player regains all Life
and turns all his Life tokens to their active sides.



