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OVERVIEW / COMPONENTS
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ANCIENT EGYPT FOR 1-6 PLAYERS

BY TOM CLEAVER Players are Egyptian nobles at the time of the pharaohs, Your game should include the following. If it does not, please
preparing for their death and burial in the Valley of the Kings.
In the Egyptian religion, when you die you can take it with

contact customerservice(@alderac.com for assistance.

e Rulebook (this book)
e 1 Player’s Guide
e 294 artifact cards as follows:

you. Egyptians therefore stocked their tombs with food,
canopic jars (for storing their organs), weapons, works of art,

INTRODUCTION

This premium edition of Valley of the Kings includes all three

and jewelry. They hired architects, engineers, and masons to

build their tombs. These artifacts and individuals are shown * 60 level I cards (starter cards)

on the cards of the game.You earn victory points for the from the base game Valley of the Kings

e 60 level I cards (starter cards)

previously released versions:

e Valley of the Kings (also referred to as the base game)

It also includes many extras that enhance play, such
as pharaoh cards, additional unique cards, and deluxe

Valley of the Kings: Afterlife
Valley of the Kings: Last Rites

components.

ARTIFACT CARDS

These cards represent the various statues, weapons, artisans, etc. players try to accumulate during the game.

A.
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CARD TITLE

The name of the card.

GOLD VALUE &
CARD TYPE

The gold value is used for
buying other cards. The
scarab in the upper left hand
corner also identifies the card
type (jade scarab for set cards,
and a crystal scarab for starter
and unique cards).

COST

The gold cost of the card.
Additionally, each type of
card set (starter, Weapons,
etc.) can be easily recognized
by it’s gem color. The gem’s
shape indicates which version

the cards are from (base game,

Afterlife, or Last Rites).

cards that you store in your tomb, and the player with the

You can play with any of the versions of Valley of the Kings

most victory points wins.

from Valley of the Kings: Last Rites
e 29 level II cards and 27 level III cards
from Valley of the Kings

(base game, Afferlife, or Last Rifes) or you may mix cards from e 29 level II cards and 27 level III cards

D. SET NAME &

COLOR

Each type of card (starter,
Weapons, etc.) has its own
color so that color sets can be
easily recognized. Starter and
unique cards have a number
in parentheses indicating the
number of victory points the
card is worth. The color of
the gem in the upper right
can also be used to identify
the set.

. ACTION

The action on the card can
be executed instead of using
the card for its gold value.

different versions for more variety.

GOAL

Fill your tomb with the most valuable items.

E HISTORICAL TEXT

. SET ICON &

.LEVEL

from Valley of the Kings: Afterlife
o 28 level II cards and 28 level III cards
from Valley of the Kings: Last Rites
* 6 unique cards from this premium edition
e 6 Tomb tiles
e 6 Reference cards
¢ 10 Pharaoh cards
¢ 20 Randomizer cards
e 39 Card dividers
e 350 Tarot-sized sleeves
e 1 Starting player token

This text features a story
or historical information
regarding the subject of the
card.

QUANTITY

Each set is represented by a
different icon. For color sets,
the number of different cards

Entomb a card. Each op
icon. with at least one card in their
draw deck may draw a card.

in the set is overlaid on the

Put the top card of your @}d
pile on top of your deck.

Levels are used to sort cards Approxzmately g [ 53 of
linen bandages deds 1o

into stacks during setup. o
wra, e mummy.
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| B i Grave goods suc/ )
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MY frequently packed in urns.
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SETUP

1.SELECT THE CARD SET 6.SET UP PYRAMID
Select the set of cards to use from one of the three Draw 6 cards from the stock and place them face up
versions of the game (A).The complete list of card sets starting at the top and moving downward, left to right, to
can be found at the back of this rulebook on page 8. For form a pyramid (F).
variety, you may choose to mix cards from more than one
version. Refer to the player’s guide for suggested setups. 7.SET UP BONEYARD

Furthermore, you may choose to use the starter cards from
the base game or from Last Rites. If you have more than 4
players or choose to use the pharaoh cards, please refer to

the player’s guide. 8. DETERMINE STARTING PLAYER

2.SET UP PLAYERS Select a starting player at random.
Give that player the starting player token.

Draw 1 card from the stock and place it face up next to
the stock to form the boneyard (G).

Each player takes a tomb tile (B) and a reference card (C)

i i Players are now ready to begin the game!
and places them in front of their play area.

3.SET UP STARTER CARDS

Take all of the level I cards, using either the base game
starter cards or the starter cards from Last Rites. Give each
player either:

* 4 Shabti

* 3 Urns

* 2 Boxes of Food
* 1 Offering Table

B QR nunimn

e 4 Menials

e 3 Embalmers
e 2 Kites

* 1 Medjay

When playing with fewer than six players, return any
remaining starter cards to the box as they will not be used
during this game.

4.SET UP DRAW DECKS

Each player shuffles their 10 starter cards and places them
face down to form their own draw deck (D). Then each
player draws 5 cards from their draw deck to form their

hand of cards.

5.SET UP STOCK

Take all of the level III cards and shuffle them in a face
down stack (E).Then shuffle all of the level IT cards and
place them face down on top of the stack of level III cards.
This combined stack forms the stock.
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CARD LEVELS

Each card features a level represented by 1, 2, or 3 cartouches
in the lower right hand corner. Cards are sorted by levels

during setup.
LEVEL 1 CARD

frequently packed in urns.

STARTER. (1 \VP)

LEVEL 2 CARD

’ drCco Uy
7T
ATTTTIITASA,

SARCOPHAGI

LEVEL 3 CARD

O d C i Creatio
rebirth of the sun.
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EXRMPLE GAME

1. Pyramid

2. Boneyard

3. Stock

4. Reference Card
5. Discard Pile

6. Draw Deck

7. Tomb
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CRUMBLING PYRAMID

Whenever a card is removed from the pyramid (unless the card is removed from the top row), the pyramid immediately
crumbles. A card from a row above crumbles down to fill the space left by the card that was removed. Usually, only the one card
diagonally above the empty space is available to crumble down, but if the empty space is in the center of the base, either of two
cards may crumble down. In this instance, you may choose which of the two cards fills the space. When a card crumbles down,
it may also leave an empty space that needs to be filled by the card at the top of the pyramid, causing another card to crumble
down.

CRUMBLING EXRMPLE

The Heart Scarab Amulet in the top row then crumbles down
to fill the empty space that the Statue of Bastet left.

The bottom middle card of the pyramid (Middle Sarcophagus) .
is removed, causing the pyramid to immediately crumble. ENENENENENENENENENENENENENED
Either of the cards in the center row may crumble down to
fill the space. The player chooses to fill the space with the

Statue of Bastet.

HOW T0 PLAY

The starting player takes the first turn of the game, then play
continues clockwise around the table. Players continue taking
turns until the end of the game (See “End of Game” on page

6).

TAKING A TURN

During your turn you must follow these four steps in order:

1.PLAY CARDS

Each card in your hand can be played for only one of
these purposes:

* Buy a card from the base of the pyramid.
» Execute the action listed on the card.
* Entomb the card (only one card per turn).

You may buy cards, execute actions, and entomb a card in
any order you wish during your turn.

If you are playing with pharaoh cards, you may execute
your pharaoh ability once during your turn.

2.DISCARD

When you have played all the cards you chose to play,
discard all of your cards in play and all cards remaining in
your hand. Cards may be discarded in any order you wish.
All cards go face up to the top of your personal discard
pile — not the boneyard.

3.REBUILD PYRAMID

If you have made no changes whatsoever to the pyramid
during your turn, you must sacrifice any card in the
pyramid by putting the selected card on top of the
boneyard. The pyramid will then crumble as normal.
Regardless of whether or not you changed the pyramid,
replace cards removed from the pyramid with cards from
the stock. Draw cards one at a time and fill the empty
spaces in the pyramid, starting from the base up.

4. DRAW NEW HAND

Draw a new hand of 5 cards. If at any time you are
required to draw a card and your draw deck is empty,
shuffle your discard pile to form a new deck.

After you have completed each step, the next player
clockwise around the table takes their turn.
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BUYING CARDS

Cards are bought one at a time from the base of the pyramid.
You may only buy cards from among the 3 cards in the base
of the pyramid: cards in the middle and top row cannot be
bought until they crumble down to the base of the pyramid.
You may buy any number of cards during your turn that you
can afford.

To buy a card you must follow these three steps in order:

1. Play cards with sufficient gold value to pay the card’s cost.
You may play multiple cards and add their gold values
together to buy a single card. If you overpay, no change is
given and the extra gold is immediately lost.

2. Remove the purchased card from the pyramid and place it
on top of your discard pile.

3. The pyramid crumbles to fill in the empty space in the
base.

When a card is played for its gold value, you cannot use its
action. Do not discard the cards you used for gold. They
remain on the table as part of your cards in play until the end
of your turn.

BUYING EXRMPLE

Jay chooses to buy the Statue of Bastet which has a cost of 4.

!
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He lays out an Tjyet Amulet with a gold value of 2 and a Book
of the Netherworld with a gold value of 3.

y)

This provides a total gold value of 5 which is sufficient to
buy the Statue of Bastet. Note that the 1 extra gold value is
lost and does not count towards an additional purchase.

EXECUTING ACTIONS

Place your card face up on the table and carry out its action.

If a card has more than one part to its action, you must
complete all parts. Furthermore, you must execute the parts
in order, completing one part before you move on to the
next. If one of the parts cannot be executed (for example,
because a required card is not available), you may not execute
the action. Exception: When “may” occurs in the text of

an action, you are not required to perform that part of the
action.

e When a card is played for its action, you cannot use its
gold value.

* You must complete all the action parts on a card before
doing anything else.

e Unless otherwise noted, the effects of actions end at the

conclusion of your turn.

* You may execute any number of actions during your turn.
The cards you play as actions are not discarded until the
end of the turn.

o After concluding the action, the card remains on the table
as part of your cards in play until the end of the turn.

ENTOMBING CARDS

Once per turn you may put a card from your hand into your
tomb. Some actions allow you to put additional cards into
your tomb. When a card is entombed, you cannot use its
gold value or action. The cards put in your tomb are public
knowledge. Lay out your tomb as shown in the example
image below so that all players know what cards you have.
Remember that only the cards in your tomb will score at the
end of the game!

Put the tof
pile on top

Reveal the
de gl SRR
possible. ) Take the ¢

UNIQUE (5

€ND OF GRME

The game continues until all of the following conditions
have been met:

* No cards are left in the stock.
* No cards are left in the pyramid.
e All players have taken the same number of turns.

SCORING

After the game ends, each player counts their victory points
(VP). Only the cards in your tomb count; the cards in your
hand, deck, and discard pile are worthless. There are three
types of cards: starter cards (gray cards such as Urns and
Menials), uniques (purple cards such as Astrologer, Mummified
Cat, and Calcite Cup), and sets (cards in various color sets,
such as Sarcophagi in red, Weapons in green, and Builders
in blue). Scoring of starter cards and uniques is easy — just
add up the victory points listed on the cards. For color sets,
determine how many different cards in cach set you have
(duplicate cards are worthless) and square the result
(multiply the result by itself). For example, if you have 6
different kinds of Tomb Art, you score 6X6 = 36 points. Add
up all your points.

The player with the most points wins. In case of ties, the
player with the fewest cards in their tomb wins. Further ties
result in a shared victory.

[clsly
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SCORING EXRMPLE

Jay has the following cards in his tomb: 3 Menials (1 VP
each), a Carpenter, 2 Priests of Thoth, and a Priest of Sobek. Jay
scores 3 points for his 3 Menials (1+1+1 = 3), 1 point for his
Carpenter (1X1 = 1), and 4 points for his 2 different Priests
(2X2 = 4). His total is 8 points. Note that the extra Priest of
Thoth is worthless.

# OF CARDS VICTORY
IN SET POINTS

1 1

5 4

3 9

4 16

5 25

6 36

7 49

Buy a If Carpenter is the first card you
the pyp Buya play, execute the action of the
and dr, the pyr Buy a card from anywhere in card on top of your discard pile.
and dr,  the pyramid, OR Discard a card
and draw a card.

7 ) 7 This carpenter. is shown %
using a bow drill. L

7
Peasants were often employed

as unskiﬂcd workers.

-

. <
PRIEST OF THOTH

[ PRIEST OF SOBEK.

Discard a card. Take the top card
of the boneyard if it costs equal
or less than the discarded card.

ontop Put the top card of your deck
pile. Ta  on top of an opponent’s discard
row of pile.Take a card from the middle
row of the pyramid.

- - - Frcqpcﬁﬁy the priesd:oéddo/ a
Templés had associated lands was passed from

that:werelworked by the priests.

PRIESTS

GLOSSARY

BONEYARD
This is the face up pile of cards next to the stock. Sacrificed
cards are placed on the top of the boneyard.

BUY
Play cards from your hand for their gold value to buy a card
from the base of the pyramid.

CARDS IN HAND
These are cards you have drawn but haven’t played yet.

CARDS IN PLAY
These are cards already on the table that have been played for
their gold value or as actions.

COST
This is the number in the upper right corner of the card,
which must be paid to buy it from the base of the pyramid.

DRAW
Cards must be drawn from your own draw deck unless the
action specifically states otherwise.

DRAW DECK

This is your personal draw deck. When you are required to
draw a card and your draw deck is empty, shuffle your discard
pile to create a new draw deck.

DISCARD PILE

This is your personal discard pile. At the end of your turn, all
the cards you have used will be put here, in any order you
choose. Cards you buy or take are also placed on the top of
your discard pile.

ENTOMB

Choose a card, usually from your hand, and put it into your
tomb, under the tomb tile. Only cards in your tomb at the
end of game will be scored.

HIGHEST COST CARD
This refers to the card in the pyramid (or in your hand) that
has the highest cost. In case of ties, the choice is yours.

LOWEST COST CARD
This refers to the card in the pyramid (or in your hand) that
has the lowest cost. In case of ties, the choice is yours.

MAY

When “may” occurs in an action, it means that the following
text is optional. For example, “You may draw a card” means
that you are allowed, but not required, to draw:. If it is
impossible for you to draw a card, you can still do the rest of
the action.

REVEAL
Show the appropriate card(s) to the other players. Do not
discard the card(s) you show.

SACRIFICE

Choose a card and put it on top of the boneyard face up.
Some actions call for sacrificing cards from your hand while
others for sacrificing cards from the pyramid. Cards already
in play cannot be sacrificed. Unless stated otherwise, cards are
sacrificed from your hand.

SET CARD
Set cards are non-unique, non-starter artifact cards that share
the same set name and color.

STARTER CARD
Starter cards are the gray cards that you start the game with.

STOCK
This is the general deck used to refill the pyramid.

TAKE

Unless otherwise noted, this means to take a card from
anywhere in the pyramid and place it on top of your discard
pile.

RULE CLARIFICATIONS

* You may not look at the contents of the boneyard, other
than the top (face up) card.

* You may look at your own discard pile (without
rearranging the cards) when it is not your turn. During
your turn, you may only look at your discard pile if
directed by an action.

* You may count the number of cards remaining in the
stock (without rearranging the cards) when it is not your
turn.

e Ifan action allows you to put a card into your tomb, it
does not count towards the limit of entombing once per
turn.

* Your once-per-turn allowance of putting a card into your
tomb is not an “action.”

e Ifa player has accidentally placed any extra cards in their
tomb, the cards are placed in their discard pile instead.
For all other errors, if the error is caught before the next
player plays a card, the error is corrected. If the next player
has already played a card, the error is not corrected.

* You cannot use the gold value of a card to buy more than
one card at a time. For example, if you have a card with
a gold value of 6, you cannot buy two cards at a cost of 3
each.
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CREDITS

DESIGN

Tom Cleaver

DEVELOPMENT LEAD
John Goodenough

PROJECT LEAD

Nicolas Bongiu

PRODUCTION
David Lepore

GRAPHIC DESIGN
Matt Paquette

ILLUSTRATION

Banu Andaru

PROOFING

Kaz Nyborg-Andersen, Nicolas Bongiu, Richard Edwards,
William Pell, Mark Wootton, Erik Yaple

DATA ENTRY

SET LISTS

The following is a list of sets from each of the three versions.

BASE GAME
SARCOPHAGI (3)

e Inner Sarcophagus
* Middle Sarcophagus
* Outer Sarcophagus

CANOPIC JARS (H)

* Duamutef Canopic Jar

* Hopi Canopic Jar

* Imseti Canopic Jar

* Qebehsenuef Canopic Jar

DMULETS (5)

e Djed Pillar Amulet
e Heart Scarab Amulet
* Tyet Amulet
o Wadj Amulet

AFTERLIFE
MUMMIFICATION (3)

¢ Brain Hook
e Linen Bandages
e Pesesh-kef

JEWELRY L))

Bracelet
e Brooch
e Necklace
* Ring

CHM\BERS (5)

Antechamber
¢ Burial Chamber
e Grand Gallery
* Offering Chapel

LAST RITES
PRIESTESSES 5)

* High Priestess of Bastet
* Priestess of Hathor
* Priestess of Maat
¢ Priestess of Nut
¢ Priestess of Sekhmet

PRIESTS (6)

* High Priest of Ra
e Priest of Anubis
¢ Priest of Horus
e Priest of Osiris
¢ Priest of Sobek
e Priest of Thoth

BUILDERS )

William Pell G A\ ees e e Serdab Architect
PLAYTESTERS : lémk ek
Jake Alexander, Kaz Nyborg-Andersen, Adam Austin, Ryan ¢ Carpenter
Austin, Tom “Tommy Dice” Babble, Matt Beamer, Chris BOOKS (6) WEDPOHS (6) e Engineer
Bett, Robert Booth, Nicolas Bongiu, Priscilla Borges, Walt Book of Gates ° Axe o Overseer
Brewer, Martin Campion, Harve}if 1Cliohen, Ryan Coée, + Book of Traversing Eternity o Bow i B R
Curt Crane, Ryan Dancey, Randall Drennen, David Ernst, S e T S19D)

Latricia Fahringer, Anna Fowler, Ann Fredricksen, Mark 1 Book ? f he E eah i Kiggerh * Stone Mason
Fredricksen, John Goodenough, Lisa Griesel, Adam Guay, QO Te vual : SRS

Kurt Hampton, Gonzo Joe Harrison, Sophie Harrison, John * Book of the Heavens * Sling nRTlanS (8]
Hicks, Mara Johannes, Dave Johnston, Erik Johnson, Jason * Book of the Netherworld * Spear

Kerney, John Knabel, Nhu Le, Cory Maloney, Nick Maloney, * Draughtsman
Jake Matingly, Bruce Muncher, Mai Nguyen, Matt Paquette, SEEren]
William Pell, Brian Pennington, Tim Phelps, Adam Quinn, STnTUES (1) Toms nRT (1] e jlsssmzx}:rer

Bryan Reese, Mark Reynolds, Lonny Robinson, Todd

Rowland, Eric Scheeler, Sherry Scott, Scott Shaw, Alexander e e * Leather Worker
Shvarts, Craig Springstube, Matt Stich, Ray Swan, Richard * Statue of Bastet * Burial Ceremony * Potter
Tatge, Thorin Tatge, James Taylor, Adam Warth Jr., Chris * Statue of Horus * Goddess Maat * Sculptor
Weaver, Zach Weenig, Carl Wilcoxon, Christian Wilson, Josh  Statue of Isis * Goddess Nut o Tomb Painter
Wood, Mark Wootton, Erik Yaple, John Zinser o Statue of Osiris o Harvest Bit ool
* Statue of Sobek * Judgment
COPYRIGHT S COHTDCT * Statue of Thoth » Victory UHIOUES
© 2019 Alderac Entertainment Group. Valley of the Kings and s Astrologer
all related marks are ™ and © Alderac Entertainment Group, UHIOUES UHIOUES * Jeweler
Inc. 555 N El Camino Real #A393 San Clemente, CA Hoat Caleimtun * Merchant
92672 USA * Burial Mask * Hounds and Jackals Game o Scribe
siil@enscr * Ibex Statue
All rights reserved. Printed in China. e Chariot e Mirror Case
‘Warning: Choking hazard! e Ka Figurine e Senet Game
Not for use by children under 3 years of age. * Mummified Cat * Sphinx
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