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e :-:- _thePercml:IleDi:eandﬂndthe square on the gameboard with thesame

{: theﬁnnmundmmfmmthesmmre onto your Soul Record.
_(Number, Element, Lunar & Zodiac) These form the player’s personal .
- Correspondences, which will help them upon the Path by giving them +10to
enge Rolls with the same Correspondences. ""i

Birthdar! Phyemgﬂnlﬂntﬂeveryumemeypassthehmmsip v

Step #2: Coin of the Realm (CotR)

ivery action taken upon the Path both requires and produces energy, whether
T s upon the Physical, Astral or Mental Plane. Each Plane, however, functions
=row th a different frequency of energy, which is referred to as the Coin of the
.«',%.-e ealm, or CotR. g

. The CotR upon the Physical Plane is Gold. Players gain 1 Gold token
al:l:'hEb-eginnjngnfeach turn upon the Physical Plane.

'I‘he CotR upon the Astral Plane are Hearts. Players gain 1 Heart token
- for each turn upon the Astral Plane, but must also pay 1 Gold per turn.

:-*:" he CotR upon the Mental Plane are Minds. Players gain 1 Mind token
f{nre-achtumupunmeMentalPlanebutmustpaﬂHEﬂrtpartum

PlayemwhnnmuutufHeartsareunahletoﬁmcﬁnnupnntheh!ental?lm,
_# 2 players who run out of Gold cannot function upon the Astral Plane. In x«-ﬂ
~ each case, the player must Descend to the lowest Stage of the gameboard that q,e
7 nuthweanﬂpenedPetalmmeEgnicLutus.

~ Step #3: Roll 1D6 & Move your Avatar L
Players roll 1D6 and move their Avatar the indicated number of squares, - :
ttﬂpping at Eﬂsis Points and Dark Nights. 4
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‘FT [; s draw 1 LIFE Card each turn unless they land upon a hhddle Square ﬂ
oint or Dark Night of the Soul. Most LIFE Cards will have a printed Challengem,
ting, followed by another number, which indicates the number of CotR thag
'|I| WagEtEli : : -
,cal d | reading “CR70/2" indicates a Challenge Rating of 70, which the player
us equal or surpass using Percentile Dice in order to succeed and gain 2 CotR *
i.mﬂ lose 2 CotR. Some cards carry a Special section which always applies -'

'ther instructions, and players may always use eligible Correspondences -
ards to help raise their die-rolls to pass Challenges and Duels.

Step #5: Teachers of the Middle Pillar

 ppportunity to study with the designated Teacher. This is simulated by a
u ‘wherein another player rolls Percentile Dice for the Teacher. If the player
Is (including Correspondences) within the stated limits of the Teacher, they
ive one PATH Card. 1f not, they are considered to have been too far nutsme_ E
sacher’s energetic aura to benefit from the interaction and their turn is
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e Step #6: Crisis Points
~ Players ““dEl'Eﬂ a difficult re-orientation known as a Crisis Point at the End of .48
-~ the Ennwledge and Love Stages of every plane where several events occur:

) Play rs draw 1 PATH Card then undertake a Soul-Assessment.
Play. s may choose to sell Magic cards.

aye mljr 'Teleport’ from one Crisis Point/Dark Night to another ]f all uf
PEtﬂlE in the Egoic Lotus have been opened in-between them. §

ssessment: To administer a Soul-Assessment, another player rolls the
it _.; t ce I:g mdlcate the assessment number ( 1+1ﬂn} If the player _=_,'.‘ Sr

egﬂence with the topic, as annotated on their Soul
P fheyjucl.;e in opening the Petal in the Egoic Lotus for that 8

rhe argun iccessful in their first Soul-Assessment, which is al -.-__':'-,a_
- ._= f,g j ser.:unqu:y. or 3 CotR fur a third atl:em |
: ither opened E!IfhElItl.lmiEEﬂ- 1ded.




mﬂmmteranarkmﬁtufﬂm Soul at the end of the Wisdom Stage of ev
: 'Iheysymbulize attempts at polarization of the Personality at the s ._
- Permanent Atom for that Plane. Inthe game, they operate the same as Crisis
. 4+H | butcanyaﬂdiﬂnnalsteps

s draw 1 PATH Card then undertake a Soul-Assessment.
mayc]mmetuse]lh'lagtc:arﬂs :
ers must roll to discover the quantity of CotR required to <
: : I ﬂmEtheri:Webhemeen Planes. ;u&‘
; al Plane: 1D6. Astral Plane: 110, Mental Plane: 1D6 + 1D10.)
s are able to pay the CotR, they must do so and continue to
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Step #8: Dweller on the Threshuld »

ﬁ&eﬂermﬂmThreshnldreferstusquares 57,58 and 59. Playersupon
squaresmay&eelyglﬁ!&aglc&ﬂiddlﬂﬂarﬂsandﬂummntherplayemu -
m- y prepare themselves for the final Test of the Antahkarana. :

Step #9: Test of the Antahkarana

,.i mdﬂleMmtalFErmmentﬂtummmutatedbyﬂmRainhﬂwunﬂm -
ameboard. All Etheric Webs and each of the lower 8 Petals in the Egoic Lotus

H{ inustprnwande:pedmeufgSuul -Assessment topics out q_#
2 maﬁnrdedﬂweeattﬂnpts{nmpermmmeachmynfm}
itm "f.,.,.]._. Descenc hunannifthegmannutmmergﬁutnfubythemdnf heir.
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