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Alluring Treasure
hello, traveler!
If, in between adventures,
you and your friends want to have a
good time or the evening finds you on
the road, and you're waiting for the
sunrise, or maybe you're surrounded
by a tribe of warlike Aborigines, and it
would be very interesting for you to
find a common language with them?

WE ARE PROUD TO PRESENT TO YOU 
ALLURING TREASURE!
A GAME FOR REAL ADVENTURERS,
CONNOISSEURS OF GOLDEN PIASTRES
AND MYSTERIOUS ANCIENT LEGENDS.

the game is designed for 2-4 brave
treasure hunters. But before you
set off on your adventure, let me
quickly tell you the rules...



Playing field - 1 pcs.
Wheel of fortune - 1 pcs.
Dice - 2 pcs.
Chips leading to the artifact - 4 pcs.
Figurines - 4 pcs.
Turn cards - 36 pcs.
Artifact cards - 15 pcs.
1000 gold - 30 pcs.
2000 gold - 20 pcs.
4000 gold - 20 pcs.

том

rules
Let's start by counting
the treasures you've gotten your
hands on in this beautiful box

Amber



rules
Before the game starts, players choose a card
of their character and by means of the “wheel
of fortune” divide into 1 “seeker” and 3 “catchers”. 
The seeker becomes the one whose arrow stops
on the division - I with the SWITCH symbol.

WHEN THE ROLES HAVE BEEN DECIDED, EACH PLAYER
DRAWS ONE ARTIFACT CARD WITHOUT LOOKING.
AND TAKES ONE OF THE FOUR CHIPS LEADING TO THE
ARTIFACT. THEN THE CATCHERS TAKE THE PLACE
DETERMINED BY THE WHEEL OF FORTUNE AT THE TOP
OF THE PLAYING FIELD, AND THE SEEKER TAKES THE
BOTTOM LEFT. 
A DECK OF “TURN CARDS” IS PLACED ON THE BOTTOM
RIGHT, FACE UP. AND THE GAME BEGINS.

PLAYER 1

PLAYER 2 PLAYER 3 PLAYER 4

Turn cards



rules

ZONES AND LOCATIONS
THE PLAYING FIELD IS DIVIDED INTO 3 ZONES
EACH ZONE HAS 3 LOCATIONS:

ACTTECs GREECEEGYPT

WARRIOR PRIEST ARISTOCRAT

SHAMAN PRINCE ORACUL

IMPERATOR PHARAON KING



the task of the seeker is to traverse all 
three zones through the locations 
marked on the Turn card 
starting with the first one.

It's the trappers' job to catch the seeker
and take the loot. 
The locations are divided
in order of location 
in their zone and bring in different 
amount of gold per turn.

1-st - 1000 gold       2-nd - 2000 gold     3-rd - 4000 gold
      
The seeker pulls out the map of the course and does not
show it to anyone.
but giving the “price” of the last location. 
The trappers in the order of the queue, determined by the
FORTUNE wheel, choose in which location to wait for the
seeker, the first can choose one of three zones and one
of 9 locations, the second of two zones and 6 locations,
the third chooses one of 3 locations in the remaining zone. 
every 4 turns the order of the catchers is changed by the
wheel of fortune, the redistribution does not affect the
seeker.
EACH ZONE CAN HAVE ONLY ONE CATCHER FOR ONE MOVE.
When trappers occupy the same location each in their own
zone, that location earns less gold, but not less than 1000
gold.

1 loc. - 1 p. 1000, 2 p. 1000, 3 p. 1000
2 loc. - 1 p. 2000, 2 p. 1000, 3 p. 1000
3 loc. - 1 p. 4000, 2 p. 2000, 3 p. 1000

rules



the seeker passes all locations marked on the
turn map in order. when no collision with the
trapper occurs, the seeker receives gold from
each location according to its order 1000, 2000
or 4000, in case of successful passage of all
three locations the next turn begins.

when the catcher manages to catch the seeker,
the fight begins, both players roll a dice,
the one who rolls the highest value wins. 

The one who wins can:

1) switch roles with the loser.
2) take the gold mined by the opponent at
   this location.
3) take the chip leading to the artifact.

rules



If a seeker is caught at all three locations during
a turn and none of the trappers have switched
roles with him, each trapper receives 10 000 gold
at the end of the turn.

The first player to collect 
40 000 gold wins the game 

rules

artifacts
Each artifact can influence the game, some
artifacts can be played only once per game, while
others can be played once every few turns, the
conditions for using an artifact are indicated on
the artifact card.

at the beginning of the game each player has one
artifact and one chip leading to the artifact,
when one of the players collects all 4 chips he
can blindly draw two more artifacts from the
deck, also one random artifact can be bought by
sending 5000 back to the bank.
If you don't need the artifact, you can sell it.
A dice is rolled to determine the price.
prices: 
1-2 - 1000
2-3 - 2000
4-5 - 4000



THE GREAT CATCHER

rules

A GREAT CATCHER IS THE PLAYER WHO NEVER
ONCE USES THE OPPORTUNITY TO SWITCH ROLES
WITH A SEEKER, WHILE OTHERS USE THIS
OPPORTUNITY. 

When all players have the opportunity to swap
roles with the seeker and he refuses it, then,
provided that all catchers have already swapped
roles, he as a great seeker receives 10 000 gold.



as john rockefeller said, “I can account for every
million I make, except the first.”

Each player's goal is to reach 40,000 gold, and it's
up to you to decide how you want to do it. 
It is possible to play quietly, not departing from
the rules, mining gold at locations, but you can
also take it from players. no one forbids you to
sell an artifact or exchange it for a more
powerful one, to then sell it already. You can take
as much gold from a captured player as he can
offer, so you don't have to swap roles with him.
team up with other players, form alliances or
spend your energy to frustrate your opponents'
plans.

In ALLURING TREASURE, it is not the luckiest player
who wins, but the one who creates his own luck and
is ready for new challenges with a cool head, the
one who will always find a way out of the
situation.
alluring treasure is won 
the true adventurer.

freedom of choice

Have a good adventure, traveler, 
and see you in the lost lands.
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