Abstract
The New World is full of pitfalls, an
unfriendly place for explorers who
travel there. But that’s your passion.
This time, however, you may have gone
too far.

Wandering the Temple of the Sun is not
for the faint of heart, and you were not!
Yet, are you smart enough to solve the
riddles the Snake has in store for you
and get away with it?

Will you find the lost code and escape
its clutches, or will you perish to them?

Content

+ 4 cardboard logs: _

e 54 cardboard stones, from O to 8, in

6 different colors:

(number 8 stones

used for variant)
+ 7 double-sided guessing wheels of

You will also need one pencil and an
eraser (not included in the box).

Overview

In The Lost Code you have a code in
front of you, but you can only see
those of the opponents, never your
own. The goal of the game is indeed

to deduct your own code by making
progressive guesses. In each round, you
have to guess the sum range of three of
the numbers of your code, while at the
end you’ll make your final guess about
each single number in your log:

the closer the guesses the more points
you get.

The winner will be... the player with
more points at the end, of course.

How to assemble
the logs

There are 4 logs, each one consisting of:
+ 2 Dbases;

3) You can store the assembled logs as
they are in the appropriate spaces of
the tray.

When placing a stone in the log,
make sure it rests itself in the hole
of the additional floor as well. This
will ensure it does not lean too much
forward or backward.

Note: For the first few games or if

you play with kids, we advice playing

with 5 stone symbols only. Put all

the bear stones (red) back in the box. ‘

V.

Place a log 1 jin front of each player. If
there are less than 4 players, place the
remaining logs as if all the 4 players
were present. Place the game board 2
in the center of the table, easily '
accessible to everyone. Then choose

Setup fora 2

players game:

However, you should keep in mind that
one of the numbers from 0 to 7 (8 if
playing the variant) in each color is not

in the game. Now, each player takes one

stone of each color, paying attention
not to look at the numbers: place them
in your log 7, with the symbol facing
you. It’s better if you keep the same
color sequence of the deduction pad.

Important: You may NEVER look
at the numbers depicted on your
own stones. You can only see the
numbers of other players’ stones.

If two or three players are playing, fill
the remaining logs with stones (one per
color) and place them on the table so
that everyone can see them clearly.

Note: No matter whether two, three
or four players are playing, all logs
are always placed in position and

How to play

The game is played over a fixed number
of rounds depending on the number

of players (see End of the game), each
round includes 3 phases:

1. Throw the dice

The player who is last on the scoring
track throws the 3 dice. In the event of
a tie, the player whose piece is on top
throws. The player throwing the dice
may now decide whether he accepts the
roll as it is or not. If not, he may turn

/ one die into a color of his choice.

Note: When playing the
introductory version without the red
symbol, if one (or more) outcome is
red, the player who threw the dice
must turn this die (these dice) into
any other color(s) of their choice.

On their deduction sheet, each player

dice are red-yellow-pink, you guess the
sum of your red, yellow and pink
numbers). If a color appears more than
once, the number in that color is
counted that number of times.

Now let’s see how to make guesses:
Players make their guesses one at a
time, starting from the last one on the
scoring track (the one who rolled the
dice), then the second to last and so on
until the first, who will be the last to
score. In case of a tie, the player
considered behind is always the one
whose piece is on the top of the pile.
The guessing wheels are all different
and the first player to guess is also
the first to choose the guessing wheel
he thinks more suitable for himself,
gaining an advantage over the others.
What you have to guess is not a precise
number but a range which includes

lies between 9 and 15. She takes the
wheel that shows 7 numbers and sets

it on the numbers 9 to 15. The other
players also reflect on what the sum of
their own yellow, blue and red numbers
could be. Then, following the reverse
order they stand on the score track,
they each choose a guessing wheel (the
next one to go is the second to last, then
the third to last, etc.) and set it with
their range showing.

3. Check the guesses
and score points

Now, in turn order, beginning with the
player who threw the dice, each player
learns if their guesses were correct. You

Example: Jim has estimated a range
from 1 to 5. The other players tell him
that he’s right. So he moves his piece 2
spaces forward and writes the range on
his deduction sheet. g
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If the wheel is NOT set in the right
position:

If you were wrong (i.e. the sum of the
numbers is NOT within the chosen
range) the opponents have to specify if
your real number was higher or lower
than the range... and they always have
to tell the truth!

columns. In the blank space on the
right, you can write the range of values
determined by the results of your
guesses. If you are right, write down
the range you have chosen on your
wheel. If you guess wrong, write the
number range below or above your
guess instead.

The third section, on the bottom left,
will be used for the final guesses.
Example: Diana has estimated a range
from 20 to 21. The other players tell her
that the sum of her numbers is lower.
Therefore, she knows that the sum of
her numbers is Yot

between 0 and Q’&,‘%‘%?‘Q

19, and writes g RN
this on her 1
deduction sheet. #
She gets no points.
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« 1token for the “Curse of the
Temple” variant: :

For each log:
1) Place the additional floor on the two
bases, pinning it to the hooks:

y

board. Randomly stack the players’
pieces in a pile. Place a sheet from the
deduction pad in front of yourself, take
the screen in your color to hide your
notes and, finally, a pencil 4 /.

Place the guessing wheels Eu, side
without white % faced up, on and

will find a turn summary:
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1. Throw the dice. J ..?J

On the inner side of your player screen you

that do not belong to anyone, but in
which stones have been inserted and
which are visible for both players.

y.
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Now, in your deduction sheet, blacken
the numbers of the other players &

two dice twice in the same color, they
mark that color twice.

e
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same amount of points! In general, the

wider the range is, the fewer the points.

So you choose one wheel between those
still available and rotate it until it
reaches the range that you believe will
most probably include your sum.

guess was right or wrong.

Attention: Count up exactly before
you pass on the information, so that
no mistakes are made. If you make
only one mistake, a player’s

results in the most points), the other
players may not tell you whether
your guess was too high or too low,
they just say if you are right or not.

Registering information:

important to be able to differentiate
between the numbers that you
cannot have because you have seen
them and the numbers you believe
you don’t have based on deduction.
We advice to completely blacken the
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correctly must replace one stone from
their log, starting from the last player
on the scoring track (the last one first,
then the second to last, etc.). Discard a
stone of your choice from your log and
place it face up next to you, so that all
players (including you) can see it. Then
draw one new stone, face down, from
the stack of the same color and insert it
into your log, without looking at it.

Attention! You can only discard a
stone of one color if there are still
stones of the same color available in
the draw pile! If there are no more
stones available, in any color, ignore
the exchange phase.

y.

Do not forget to completely blacken the
box with the number of the discarded
stone on your deduction sheet! Also,
write this number in the corresponding
dice column of the current round.
Thus, you can draw more exact
conclusions regarding other colors

that were previously thrown together
with the color you discarded during
the game. The other players also get
additional information, since they can
see your new stone.

Once you have checked number

ranges of all players, place all the
guessing wheels back on their spaces
on the board and the next turn begins.

Note: By discarding a stone, all the
deductions already made should be
re-evaluated, because one number in
your log changed and all the
guesses involving this color now
could be different. So if you think a
deduction is no longer correct, you
better erase it.

Example: Jim discards his purple
stone. It is a 2. He blacks out the box
with the purple 2 on his deduction
sheet. Then he rubs out the crosses on
5, 6 and 7. He had marked these during
the game, since in the previous rounds
he had deduced that it was not possible
for him to have a purple 5, 6 or 7. Now
that he has discarded the 2, these
numbers are possible again.
Furthermore, for the current round he
also writes a 2 in the purple die space.
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End of the game

The game is over after:

« 8 turns if there are 4 players;
+ 9 turns if there are 3 players;
+ 10 turns if there are 2 players.

At the end, you may place guesses on
the stones you have on your log. For

your final guess use the section on the
bottom left of your deduction sheet:

3x? 2x? 1Ix? 2 "P‘

VP
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That way, he knows in which round he
discarded the 2. Following that, he can
make more exact conclusions
concerning the other colors thrown
together with the 2. He also writes a

4 in the dice column above, since in
the previous round purple was thrown
twice (2 + 2). Since his guess for that
round was correct, his numbers were
between 1 and 5, he now knows that in
any case his yellow stone is a 1.

B 15
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For each color, you can place one, two
or three guesses (one number per box).
However, even if you guess correctly,
the more guesses you make, the less
points you score.

Once every player has placed his
guesses, starting with the last player on
the scoring track, you can finally check
whether you were right or wrong and
move the players’ pieces accordingly.
For each stone you correctly guess, you
gain the following victory points (VP):
+ 5, if you placed one guess 1x? ;

+ 2, if you placed two guesses 2x? ;

+ 1, if you placed three guesses 3x? .

For every stone you did not guess (or

did not place any guess), you
lose 2 VP -zvp' .

Sum the total amount of VP you

Variant
and Expansions

The game comes with 1 variant and 2

scored and move your piece forward (or expansions that you can also combine
backward) on the board as many spaces and use all in the same game.

as the VP you scored.

Note: If the sum of your VP is a
negative number, move your pawn
backward on the board as many
spaces as that negative number.

At the end, the player standing
foremost on the game board wins the
game.

In the event of a tie, the player
standing at the bottom of the stack
wins.

Example of scoring: These are Diana’s
deduction sheet and log:

»10101]1
- 8 B2
VP l;

She was uncertain about the blue, the
purple and the green stones and placed
respectively 2, 2 and 3 guesses
(gaining 2 + 2 + 1 VP) but she was sure
about the yellow and the pink stones
(5 + 5 VP) hence she took the risk of
guessing the red number with one
attempt, unfortunately missing it (- 2
VP). She scored a total of 13 VP (2 + 5
+ 2 + 1+ 5 - 2) and moves her piece 13
spaces forward on the game board.

T

.l'..i

1. X-Race Variant

If you want a more challenging
experience, use this variant.

During the setup, add also the 8
&umbered stones (marked by an

i
Flip the wheels on the X side (they
change values according to the
addition of the 8s);
All other rules are the same!

2. Deadly Shortcut

You will need the 6 tokens showing
each one a different symbol. When
starting a new game, place them next
to the board, so that every player can
easily reach them.

When 2 or more dice show the same
symbol, the player furthest back (the
one who rolled the dice) can take the
corresponding token or leave it to the
other players (always in score order,
starting with the last one up to the
first).

When you take the token, you must
immediately fill in the space of the

same color of that token that would
normally be filled in at the end of the
game, writing 1, 2 or 3 numbers as
in the basic rules. Keep the token
behind your screen (it cannot be used
again during this game), and the game
continues normally.
At the end of the game, if these
deductions prove to be correct, you get
double the VP you would normally
score:
+ 10 VP for guessing with

one number;
e 4 VP with two;
o 2 VP with three.

If your deduction proves to be wrong,

you double your penalty and score -4.

Important:

+  Faces of the dice can not be
changed before someone decides
to take one of the tokens. This
means that who throws the dice
have to ensure no other player
wants to use the token, since this
last one has the priority over the
dice face swapping action.

+  Who throws the dice can not
change a die face and take a
token. It is either one or the
other action, never both.

+  They cannot be used during
the last 3 rounds of the game:
remove all of the unused tokens
from the game at the end of the
7th/6th/5th round in a 2/3/4
players game.

i A
Example: During the 6th turn of a 3
players game, the dice rolled by Jim
show two chameleons and an eagle.
He has the choice to take the purple
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token but he doesn’t, passing the

choice to Diana, second to last on the
scoring track. Diana chooses to take the
token and fills in the purple column
displayed in the lower left section of her
deduction sheet. She decides to write
down two numbers: 1 and 2.

On the 7th turn, the dice show two
jaguars and a bear but no one can use
the yellow token because the 6th round
is over and they are playing a 3

players game.

During the final guesses phase, Diana
finds out that she has a purple 1

and therefore earns 4 points for her
chameleon stone (2 guesses are worth

2 points, doubled due to the token she
has previously taken).

3. The Curse
of the Temple

You will need the token that shows a
skull. When starting a new game, place
it on the space number 7 of the score
track (space is marked with the skull).

During the scoring phase, the first
player to reach or overcome the space
occupied by the token, has to take it,
thus becoming cursed.

When you are cursed, if you correctly
guess your range, score just as usual.
Furthermore, you will get 1 point
every time someone else guesses
incorrectly.

When you are cursed, if you fail your
guess, you lose the points depicted on
the wheel you have previously chosen
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and move backward on the scoring

track. Exchange one stone as usual.

At the end of the scoring phase, before

the next round begins, check if at least

one player has reached space number

13 on the scoring track:

« if 50, the cursed token is removed
from the game.

+ If nobody manages to reach space
number 13, the token goes to the
player farthest on the scoring track
(in case of a tie, to the player whose
piece is on the bottom of the pile)
and you keep playing using the

cursed token. r.-‘

Space 13: {8
-

Important:

+  The token is removed from the
game before the beginning of
the last round even if no one
could reach space number 13 on
the scoring track. Remove it at
the end of the 9th/8th/7th round
in a 2/3/4 players game.

+  Cursed players get 1 point for
each player that guesses
incorrectly during the
scoring phase.

Later, in the rare event that all
players have less than 7 points
(because the cursed player loses
points), the token remains in
play and is only removed when
the 13th square is reached or
before the start of the last round
of play.

Example: During the scoring phase,
Diana earns 4 points and her piece

lands on space number 9 of the track.
By the end of the scoring phase she is

the player with the most points and,
since she also surpassed the number

7 space, she has to take the cursed
token. During the next turn she takes
the range ten wheel. When checking
the guesses, Yvonne and Jim guesses
proved to be wrong, thus making
Diana score 2 point (1 per opponent).
Even Diana herself guesses incorrectly
though, and being cursed she scores

-1 points and moves backward on the
score track of 1 space. At the end of this
scoring phase, since Christopher scored
4 points, he became the new leader on
the track and will be the cursed player
for the next turn.

At the end of the next scoring phase,
Christopher stops on the number 14
space, finally removing the cursed
token from the game.
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