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© WELCOME TO ARKEIS

Welcome to ARKEIS! Are you ready for a fabulous adventure in ancient Egypt and a killer
game at the same time? This tutorial lets you play your first game immediately. You can read
the full game rules later. To get started now, all you need to do is read these few pages out

loud with your friends and follow the instructions... Your story begins here!

Paris  (15th arrondisse-
ment), January 1936

You flash the courier
a grateful smile while
tossing him a franc. You
watch him get back on
his bike, shivering, and
then your gaze shifts to
the package he delivered.
The packaging was dam-
aged during transport,
and with good reason,
as it appears to have
originated in Egypt. You
return to the warmth of
your home, your curiosity
piqued.

As you unwrap the pack-
age, sand falls out of it. It
contains a thick old note-
book. There are bloody
fingerprints on the worn
leather cover. You care-
Sfully set it on your desk
~and unfold the letter that
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Introduction

came with it.

You set the missive back
down, now filled with
fleeting nostalgia from
the memories shared by
your old friend. Sighing,
you grab tobacco from
your vest pocket and
stuff your pipe. You walk
to the chimney to put a
few logs in the fireplace,
and then find the padded
comfort of your armchair.
You take a long drag of
peppery smoke and savor
it. You open the notebook
to the first page. You have
a hunch that the rest of
your night will be spent
reading it.

Marseille  Aerodrome,
February 1936

On the tarmac, the Phil-
eas quivers in the breeze.

R

Its balloon is inflated,
and the crew is loading
the last of the trunks and
crates. The rest of your
team has already board-
ed the rig and found their
cabins. Adjib has been
notified and is waiting
for you in Cairo. You are
sure he's caught your
fever for adventure. You
board last, looking out
at the surrounding area.
You've spent
every last
penny on this
expedition.
If it ends in )
disaster, 1t'll Gairg,
cost you your
reputation
as well! Your
eyes are sore
from reading
the mysterious
notebook, but
you're

notebook.

elude me.

gibberish.

con- into.

I must say, it would be wonderful to clink glasses

PLAYING THE GAME

Your friend,

. )

vinced it will lead you to
an astounding discovery.

With determination and
a hopeful heart, you
lean against the railing
to catch every moment
of the takeoff- Shortly af
ter, the Phileas's foghorn
rings out and the moor-
ings are cast off.

Dear Robert,

I hope this letter finds you in good health.
Three years have passed since you last came to

Life marches on without you, drearily so.
One of my contacts in the south acquired this

I've studied it thoroughly, but a number of things

Some of the notes are meaningless.
But perhaps you can discern something from the

I shall let you_form your own opinion.
Send me a telegram if you think it worth looking
with you again.

Adjib

Arkeis is a turn-based board game. In other words, you, the players, take turns
playing and performing actions until the end of the game. You play the characters

going on this "last chance expedition" and will need to explore Egyptian tombs to

collect priceless relics — and more importantly, discover secrets forgotten by history
— for your mysterious patron. The success of your mission depends on each and
every one of you. You'll win together... or be swallowed up by the burning
desert and its secrets together!
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ession often corresponds to an episode, bu

all the episc

.  The goal of each game session depends on the episode scenario. You will
~ generally discover it when you start to play. The scenario will evolve based on which
doors you open, which tokens and cards you draw, and... which monsters you




SET UP

1. Take the "Episode 0" box and set up the game as indicated in this Expedi-
tion Logbook (page 11).
Each episode is symbolized by a box, which contains the materials for the adventure.
When you set up an episode, you create a variable stock of Fate tokens °
(9 tokens for this scenario, as indicated on page 11 of this logbook). You must make
sure that your stock of Fate tokens doesn't run out! The consequences could be
disastrous... as you'll see when the time comes!

2. Everyone choose a character.
Everyone take your character's board, miniature, and corresponding backpack.
The character board lets you manage your character, the miniature lets you move
around the game board, and the backpack is used to store everything you find
(it also lets you save your progress between episodes).
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3. Put your miniatures on the game board.
To start this session, put them on the sand tile outside the tomb.

It's time to start the game...
Pass this tutorial to the player on your left. They will be the first player to take
a turn!

Your turn is summarized at the bottom of your character board. It consists of four
phases: three preliminary phases that depend on your situation at the start of the
turn, then the fourth and most important phase during which you make decisions
and perform actions.

You may perform 2 out of 4 possible actions: Move @, Search @, Fight @, or

Note that the "Support" action is not addressed in Episode 0. Consult the rulebook

< to find out how it's used. Let's get started!

4

e




* Look at the first three phases; they do not apply for this very first turn. Move
on to the fourth phase and your two actions.

At the start of the game, you haven't yet found anything or encountered any
adversaries. The "Start-ofTurn Effect(s)", "Current Enemies' Action(s)", and
"Equipment Reorganization" phases are therefore unnecessary.

Phase 4 "Your Actions" lets you choose up to 2 of the following actions: Move @
,Search @, Fight @, or Support @ You can't move yet because the door is closed,;
there are no enemies to fight; and you don't have any equipment yet. At this point,
you can only use the Search action. 1st ACTION: SEARCH

When you are in a zone that contains a Search token, you can search the area. When
you perform a Search action, you collect the card whose back matches the token. This
card tells you what the Explorer found there.

« Start by searching the zone where your character is located. Take the @) card
and read it.
| Note: Some cards will tell you to take one or more other cards based on a decision or ]
dice roll.

 Take the ﬂ card.

Cards with the same colors as the 4 basic actions (@, @, @ and @) are Equipment

cards. When you take an Equipment card, you must put it next to the corresponding

action on your character board. Most of the time, the card will improve the action in
question. If you get another card associated with the same action later on, you must _ﬁ
choose which one you keep with you and which one you put in your backpack.

‘ Note You may change equipment or give an Equzpment card to another explorer n the ‘!
same zone as you at the start of your turn during phase 3 "Equipment Reorganization”. ﬂ

* The ﬂ item is a yellow piece of Equipment associated with Support. Put it
next to your Move action on your character board.
Unfortunately, you have no idea what this head could be used for. It doesn't give you
any new actions.
« The @ card's effect tells you to take the ) card.

It is a start-of-turn effect that applies during phase 1 "Start-ofTurn Effect(s)". This
means you must now systematically take a Fate token at the start of each of your
turns. You must store them in your backpack. If the stock of Fate tokens runs out,
- follow the instructions on the @ card.

Keep the @ card in sight, on top of your character board, so you don't forget
~ to activate its effect at the start of every one of your turns!

card the ®) card and corresponding Search token.
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Note: Cards and tokens are generally discarded after they have been used, except
l when they are Equipment cards or when the card instructs you to do otherwise.

2nd ACTION: SEARCH
The search action also lets you open doors. For that: i

« Take the @ card that matches the symbol on the door. Read it to the other
explorers, then discard it along with the door token to show that the door is
open.

Note: You have opened the door, but you have not yet gone through it. You will need
y to use 1 Move action for that.

* You have performed two actions and your turn is over.
Pass this tutorial to the player on your left.

It's your turn to perform your two actions.

Phases 1, 2 and 3 do not apply in your case. Indeed, the zone where you are current-
- lylocated has been searched completely and the door to the tomb is open. Now it's
7 time to go in and find out what this introductory scenario has in store for you.
15t ACTION: MOVE

; Note: In Arkeis, the playing area is divided into zones the size of the starting area.

: Small rooms (D, E, E, and G) have one zone, medium-sized rooms (B and C) have
two zones, and the big room (A) has four zones. Moving from one zone to another
: takes 1 Move action. You can only go through doorways after the Door token has
| been removed by a Search action.

L.atjm B i
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» Move your miniature from the sand zone into the first room of the tomb.
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~ 2nd ACTION: SEARCH
In this new zone, there is a new Search token. Time to find something interesting. ..
or get hurt!

Note: When you are hurt, you must take a Scratch token and put it on the
corresponding space on your character board. Scratches aren't very serious...
What you really need to avoid are "Traumas"! But more about them later...
. I e T -
* To search the room, take the O card that matches the Search token in the
room.

~ You have not yet used the Inspection dice.

' Some Search cards let you roll Inspection dice and check off corre-
sponding boxes in your Expedition Logbook (the one you're
holding in your hands).
“ach die has four Symbol sides matching symbols found in your

S~



y logbook ( %%, €2, £, and ¥, ), one Failure side ( ¥ ), and one Fate side (). This
last side is special; with it, you can choose the symbol you want as long as you take
a Fate token from the stock and put it in your backpack. (Doing so can be useful
BUT is never mandatory. Remember that allowing your stock of Fate tokens to run
out is not a good sign for what comes next.)

¢ Roll the dice and log the results by checking off corresponding boxes in the
logbook (page 12).

When you roll symbols, check off corresponding boxes in the logbook. When
you complete a row, you get the corresponding bonus at the end of the episode:
Money (), Victory (&%) points, or Experience (@) points. When you complete
a column, immediately take the corresponding card.

Depending on the results of your dice roll, you might have the right to take a new
card.

 Apply the effect of the g or L§| card — put the rest of your team in the
room, then... pass this tutorial to the player on your left.

Now that the whole team is inside the tomb and the first room has been searched,
it's time to see what the other rooms have in store for you.

1st ACTION: SEARCH
» Open the door using a Search action and follow the instructions.

bpening the door revealed that the room is full of adversaries. You're going to have
to go in...

2nd ACTION: MOVE
» Move your character to the first zone in the next room.

When you find yourself in the same zone as an adversary, you must draw one of the
corresponding Adversary cards and put it face up in front of you.

As long as the creature has not been defeated and you are in the same zone as it, the
card alters your basic actions and indicates the effect that you must apply at the
start of each of your turns during phase 2 "Current Enemies' Action(s)". :
For example, with Scarabs, if your explorer performs a Search or Move action, they
~ must take one Scratch for each Scarab in their zone. p

o T . ) '. T g i - -
Note: As soon as there are no more adversaries in your explorer's zone, turn the
card over face down. Keep it in front of you so you can turn it face up again if you
encounter this type of creature again.
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« Take one Scarab card at random and pass
this tutorial to the player on your left.

Your colleague is in contact with adversaries. If
this is still the case when their next turn starts, the
adversary's start-ofturn effect will be triggered. It's
time to join your colleague to help them.

1st ACTION: MOVE
» Move your explorer to the first zone in the next room and take one of the
cards for the "Scarab" adversary.

2nd ACTION: FIGHT

To perform a Fight action against one or more adversaries, roll two Fight dice. The
Adversary card will tell you what effects the different sides of the dice will have. These
effects are applied from top to bottom in this order: "Success" @ sides, then "Special"
@ sides, and finally "Failure" @ sides. Just like the Inspection dice, the "Fate" )
side can be used as a success if the player decides to take a Fate token from the stock.

« Attack the Scarabs, apply the effects of the dice, and... pass this tutorial to the
player on your left.

There you go. Now you know the game's basic mechanics!
You know enough to finish this scenario.

What's that? We skipped over a few details and said we'd get back to them
later?
... Oh, right... .

TRAUMAS!

If an explorer has to take a fourth Scratch, they draw one
Trauma card instead and discard their other Scratch tokens.
This card will affect one of the player's actions in particular.
For example, a blue Trauma modifies the player's Move action.
(You can combine the effects of a Trauma and a piece of Equip-
ment in the same color.) Therefore, there are as many Trauma
categories as there are actions: four.

If one of you draws a Trauma in the same category as a Trauma you already have,
you put it back in the draw pile and take a Fate token from the stock instead.

Continue the game until a card tells you to read the Positive Epilogue or the
Negative Epilogue for this episode. Then it's time for the Interstice.

This is the part of the game that takes place between two episodes. At this point, turn
the page to continue this Tutorial.



- HOW INTERSTICES WORK '
Congratulations! You've almost completed the tutorial!

If the card told you to read the Positive Epilogue, the episode was a success! But if
you're told to read the Negative Epilogue, things could have gone better!

When you opened the Episode 0 box, you set aside some stickers. You'll need those
Now.

Find the Epilogue sticker shown on the card, and stick it on the facing page.

Read the text.

Each Epilogue will have a consequence that depends on whether the episode was a
success or not.

In any case, you'll get bonuses associated with what you checked off in the logbook.
Each completed row gives you either 1 Coin or 1 Experience point. Take the
corresponding tokens from the game box.

Now let's move on to the two-page "Camp" spread.

INJURIES AND TRAUMAS

The Explorers rest between each episode. You can discard any Injury tokens on your
character boards. Traumas, on the other hand, are serious injuries that must be treat-
ed. Players keep them until they are healed one way or another.

SETTING UP YOUR TENTS “
Your camp consists of an initial tent and several spaces that can hold
additional tents in the form of stickers.
Most of the episode boxes contain new
tents. Your first step on arriving at camp is
to put up new tents. If you want to stick
another one on, you'll have to pay for

it with the coins you earned by checking
items off in the logbook.

You can also acquire coins by discarding
Item cards bearing the @ icon. If you

decide to do so, put the card back in the
appropriate episode box; the group then
receives the corresponding number of coins.

~ Put any coins the group doesn't spend in the Camp box. These coins can be saved )
. for future episodes. i

If you read the Positive Epilogue, take the "Archives" tent sticker and stick it to one
of the spaces in your camp. ThlS tent is free. If you read the Negatlve Epilogue, you




USING TENTS .@ / \
Each tent has a specific effect. The base i,
tent gives you access to level-1 and level-2 :
Experience cards. :
These cards are provided in the box for wi
Episode 0. You may have earned Experience
points (XP) during Episode 0. A level-1 d i
Experience card costs 1 XP. A level-2 card O s

Plant, -
*hllsn of e Feincipa) Nags

up to 2 Trauma cards.

Experience points are shared by the team and
the team must agree on how they are used.
You can look at the cards associated with your
characters and decide together if you're going
to buy any. If you do this, discard the appro-
priate amount of XP and put the card in the
corresponding Explorer's backpack. You may
also decide to save your points for later.
Unspent XP and unbought Experience

cards go in the Camp box for future Inter-
stices.

3 bi dd 2 Fate tokens
tart of each episode; @
% t'he o to the stock.




Now Episode 0 is really over. You know a large portion of the game's rules.
You're ready to face the challenges waiting for you in the next 7 episodes!
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Wﬁ‘ﬁ Episod‘e 0: On the Trai of Tomb Robbers W

It has taken you many long months, but you've finally done it. You've had to spend an
insane amount of money, recruit a team with backgrounds as impressive as your own,
scout out locations, buy supplies and equipment... but the time has come. The adventure
of a lifetime has just begun!

After a mandatory stopover in Cairo to complete the last administrative formalities,
which ate up your remaining cash in bribes, you 've landed your brand new blimp, the
Phileas, near the site mentioned in the notebook. Immediately after overseeing the setup
of your camp, you find yourself in the middle of the
desert digging through the sand with your team.
Early in the morning, you uncover a curious object
and the entrance to a buried building...




Stock of Fate Tokens

Xg ' All players put their miniatures
< : on the sand zone.
‘ : ..: o - . : -”/- :’ ...‘.‘ SRR ]




When the column is complete, you discover a
MYSTERIOUS OBJECT. Take the corresponding card.




| Outcome: ||
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Stick the outcome of your
scenario here.
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| IE\’ Episode 1: The Fall W‘
A perfectionist at heart, you've spent many a long hour mapping the region's every nook
and cranny. All your hard work has paid off and you've found a new edifice that has not J
yet been documented... This small, isolated building can't help but make you curious.
However, as an explorer you know how to curb your enthusiasm and show restraint.
Therefore, you don't give in to the excitement caused by this discovery right away. First,
you set up your camp next to Phileas, you brand new blimp. Once you've verified all
your equipment, you head for the site, determined to shake up the world of Egyptian
archaeology once and for all...

Oh, misery! While digging, your entire team, including you, is literally sucked into the
sand! Yet it seems that even bad luck gets it right sometimes, because you find yourselves
in an underground chamber in the very building you were looking for...




Place your miniatures in the large room, each
one in a different zone.

The first player takes the card: @
|
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| Outcome: [ —— — Bl b -

Stick the outcome of your
scenario here.
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Ifyou haven't completed any Event
rows, place the Ev0 sticker here.

If you've completed 1 Event row, place
the Ev1 sticker here.




Access to Experience cards
l?vels 1&2










