-4 Players 30:.minktes . Ages BY

You are a descendant of one of +the world's ancient
civilizations who mee+s on a remote island once a year
+0 keep the world in balance. In an wnderground
temple, you Mrst use the Board of Oppor+wnity
by placing stones with power€ul crystals that
will det+ermine what the future holds. Not only is
this a solemn duty, bt it is a dangerows one. The
More crystals you summon, +the More €avorable +hings
will be €or your nation. However, summon +00 Many of
one color and bring horrible ek wpon your people.
It's the duel that nho one ever knows abownt.
Welcome +o the island o€ Crystallia...



STEP ONE: CREATE THE BOARD OF OPPORTUNITY

Shuéfle +he 8 Chaos and 8 Regular board
tiles separately, picking 3 of each for a
173 player game and b of +he 8 Chaos tiles

€or a ¥ player game.

Randomly place t+hose tiles so
that you create a bx? square
board like +the example +o +the
right. Yow may rotate them
any direction when bRilding +he
board.

STEP TWOo: CREATE THE PYRAMID Of STONES

Shwéfle the 2¢ stone cards and
create a pyramid with a layont
like +the image +o the lef+. You
will have no cards le€+ over.

The game ends when all cards
have been placed on the Board
0€ Oppor+unity.




STEP THREE: MAKE PILES OF CRYSTALS

Set aside the
swpercrystal
in each color.

This is given +o
the player who
gets 7 crystals

in that color €irst
or S crystals on
the opposite side
0€ a platform in
Advanced Mode .

STEP FOUR: START THE DueL!

Below is an example of what your play area Might look like (¢ players):

You will be dueling other descendants €or the right 1o bring honor and
prosperity +0 your nation. The Board of Opport+unity demands €air and
wort+hhy compedtition and only one descendant can win.



&IVE EACH PLAYER ¢OUR CIRCULAR PLATFORMS

Un€lipped Plat€orms:

Each time you gain a crystal, place it on the onter ring of the circwlar
stone €irst. The platforms are used +0 track how Many crystals yow
have in each color. I€ you €ill Hhe onter ring, place crystals on the ¥
spaces in the center. Each space in the center loses one point when
covered.

The other side of
the plat€orm has
only S spaces. This
side is €or Advanced Mode only.

SET THE 3 TALTSMANS TO THE SIDE OF THE BOARD

These +alismans are available +o all players. I€ a player wishes +o skip
their turn, they May use a talisman i€ the player prior +o them in turn
order didn+ Play one or a talisman wasn '+ used on

their previous turn. When using a +alisman, choose ‘

a color. You will +ake | crystal of +that color and
Place the talisman above the matching plat€orm.
This color cannot be chosen again €or a +alisman
by any player.

ADVANCED MODE

In Advanced Mode, a player May choose at the beginning of +ke, game +0
press their ek by €lipping any plat€orms over +o their 5 crystal side.
Each crystal placed on this side is worth Z points instead of | but the
risk is higher. I€ yow would play your sixth crystal, you lose all crystals
on that platform and gain a black crystal on that plat€orm.




How To PLAY:

|. SELECT AN AVAILABLE STONE ¢€ROM THE PYRAMID

;1-:;.] B The €arther you proceed through the
":—73"?—7 ":—WQ"?—) stone pyramid, the More strategic Your
L chokes st be.

Available means a stone is not covered
by ANY other stone. Once a stone is
Wheovered, it is available 10 select.
I€ a €ace down stone is uncovered,
€lip i+ over.

2. PLACE A STONE ON THE BOARD ANYWHERE

@
T \

I€ the stone you play is not +ouching any
other (adjacenty or diagonally), pick one
color on that stone and gain one crystal
0f that color. This is called isolating a
stone.

I€ a stone is played so that it is Yonching another

ad jacently, gain crystals i€ a row or coumn of the
same color (Z or more stones) is created. This is
called matching. You do not have +o match or isolate.

In the example +o +he le€+, you wonld receive Z red
crystals. Yo gain crystals equal 40 the +otal in that
row or coluivn of the same color Minus one.

Note: Activate BOTH crystals on +he stone you played.
I+ is possible +o match multiple surrounding stones
depending on where yow place your stone. Gaining
crystals CANNOT be avoided.




SPECIAL RULES ABOVT STONE PLACEMENT

1€ a stone is placed and you cannot +ake
a crystal becanse the supply is empty,
yor gain a black erystal instead. Also, gain
a black crystal i€ yow ever +ake b or More
crystals in one turn.

These are worth Minus one point at the
end of the game and are always added

+o the plat€orm with the Most crystals

when they are collected.

When placing a stone on the board, you MUST +ake a
crystal of the color matching the space you covered
on the board.

I€ you cover an ability, you have the option +o use
that ability, unless it is the g ability. I€ directed
+0 take a second Turn, you MUST perform +wo +wrns
ina row. See pg. 8: Special Abilities.

1€ there are ever ¥ crystals of the
same cobor in a row or colMn and you
are the player that caused this, you
must take a second twrn. You cannot
take More than +wWo twrns in a row
wnless a t+alisman is activated. You
also cannot place a stone such that
it canses S erystals of one color or
 Yellow crystals on stones mateh  More, including wilds (stones with Z

(:& @ all colors in all directions. yellow crystals).

I€ an ability wonld ever canse you +0 cover another ability, you May wse +the
ability i€ you choose. When an ability canses you +o cover a space on the
board showing a crystal of a certain color, you Mst +ake the crystal.




SPECIAL ABILITIES

Special abilities

Must be used before activating a stone +o collect

crystals. You may wse as Many in a +Urh as Yok can cover.

SCORING

Move any stone already placed on +he board (not the
one you just placed) in its current orientation +o any
other area of the board where it €its legally.

Take another turn. Yow cannot skip using this ability.
However, yowu can NEVER +ake More than +wo +wurns in a
row under any circumstances. On both twrns yow must
select a stone €rom +he pyramid and place it on the
board i€ able. Note: First player may not wse this ability
10 start the game.

Rotate a stone already placed on the board (not the
one Yyou just placed) such that it uses one square €rom
its original placement. Yow must rotate the stone so
Hhat it €its legally on the board.

The ends when all stones have been placed on the board. A player
loses instantly i€ they have I3 crystals in any one color.

REGULAR MODE

(unflipped plat€orms) SUPER CRYSTALS:

Score | point for every crystal The €irst player 10 gain exactly 5

wp 40 7 in each

color. Lose | point  (Advanced Mode) or 9 (Regular Mode)

€or every crystal over 9. Lose | in any color +akes the super crystal in

point €or every

& crystal. that color.

ADVANCED MODE (flipped platorms) g4 ) supercrystal is worth Z points at

Score Z points €or every crystal the end of +the game.
on every flipped plat€orm. Lose |

point €or every

crystal.



