
A Roll & Write Game for 1-6 players, aged 8+, with 15 - 20 minutes of playtime.

Objective:
As part of a treasure-hunting group, you are in the hunt for unique treasures located across
India. Help your group navigate the difficult route from Mumbai to the treasure locations,
equip them with the right supplies, and find the route to the treasures.
Each player plays the game on their individual player sheets independently but uses the
same collection of dice & cards.

Components:
● Player Sheets (1 per player)
● Eighteen Bonus Cards
● Four Six-Sided Dice (D6)
● Pencils (1 per player)

Setup
1. Give each player a Player Sheet and a Pencil.
2. Shuffle the 18 Bonus Cards and divide them into 2 decks of 9 cards each. Lay them

face-down between all players.
3. Each player should write their Treasure Hunting group name on the Player Sheet.
4. Under the Stakes section of the Player Sheet, players should write any number from

1 to 6 below each treasure. Each number can be written only once. The number that
is not written should be combined as a 2 digit number and written on the first circle
on the route from Mumbai to Swarn Bhandar. For example: if the number not written
in the Stakes section is 5, write 55.



How-to-Play
Players take turns simultaneously. You take the following steps (1 to 5) until any one player
successfully finds 3 treasures. A treasure is considered as found, if all the circles on the
route to the treasure location are filled and all supply items are crossed out.

1. Reveal the topmost Bonus cards of both decks by keeping them face-up in front of
the 2 decks. If the decks run out, mix the decks and shuffle them together, and
assemble the 2 decks similar to the setup. Refer to the Bonus section for more
details of how the cards can be utilized.

2. Roll 4 dice. All players choose 3 dice that they will use as follows:
a. 2 dice to form a 2 digit number. E.g. 2 and 3 becomes 23 or 32.
b. 1 die to buy Supplies or to add to the Stakes.

Players use the chosen dice values along with any modifiers based on 1 Bonus card
effect to update their Player Sheet.

3. Complete the route to the treasure location. Write the 2 digit number on the circle
on the route from Mumbai to a treasure location. The 2 digit number should be
smaller in value to the number in the previous circle. For example: if the first circle
had the number 32, you can write the number 31 but not 32 or 33.
You need to cross off the supplies on the route before you can proceed further down
the route. For example: from Mumbai to Sri Mookambika temple, you must cross off
the magnifying glass before you can write on the 3rd circle.
If it's the first circle on the route to the treasure from Mumbai, you can write any 2
digit number. You can only complete the last circle on route if you have crossed out
all supply items near the treasure location.

4. The 3rd die value can be used to perform either one of the two actions:
a. Buy Supplies. In the Supplies section, fill the box under any one supply item.

For example: If the die value is 6, it can be used to fill the box for a Fire Torch,
Magnifying Glass or Rope. Filling 2 boxes gives you one supply item that can
be used to mark the supply near a treasure location.

b. Add to the Stakes. Stakes are a way to gain additional points for when a
treasure is first found. Based on the number written for the treasure icon
during setup, fill the box with an ‘X’ corresponding to 1x, 2x and 5x in order.
Note: If the treasure is found, additional stakes cannot be added for that
treasure.

5. If a supply item is purchased, cross out that supply item near any treasure location of
your choice in the same round.

Finally, all scores are tallied and the winner is declared.



Bonus
The face-up cards and the top-most cards (face-down) can create up to four combinations
consisting of a number and either Treasure / Die Modifier. The combinations can be used to
perform actions as explained below. Only 1 combination can be used by the players per
round.

If the face-up card is a:
1. Treasure Card (Gold, Emerald, Ruby, Diamond, and Crown cards) - Can be used

with a corresponding number to earn 10 or 20 bonus points (if the face-down cards
show either 1 or 2). If both the face-down cards show 0s, you do not get any bonus
points. This card can be used only in the round that the treasure is found. Write the
bonus points (10 or 20) in the Bonus box near the treasure location.

2. Gain a Free Number Card - Use any number not shown on the dice rolled. This card
is not combined with the face-down cards.

3. Other Die Modifier - Either add or subtract 1 or 2 from any die to get a new die value
(if the face-down cards show 1 or 2). If both the face-down cards show 0s, you
cannot use a die modifier.

Scoring
All players score points as mentioned below based on their Player Sheet, irrespective of
who found the first three treasures. Players should write the points in the Treasures & Stake
boxes in the Score section.

1. Score 5 points for every circle filled on the route where a treasure is found.
2. Score 1 point for every circle filled on the route where a treasure is not found.
3. Add the bonus points for every found treasure.
4. If a treasure is found, add the points corresponding to the filled boxes in the Stake

section: 10 points for 1 box, 20 points for 2 boxes and 50 points for 3 boxes.
5. Add the total points earned from the Treasures & Stake and write the points in the

Total box.
The player with the highest points wins. In case of a tie, the player with the most Treasure
points wins.
Note: During scoring, you do not have to worry about the treasures found on the other
players’ sheets.

Solo Variant - No Automa

Variant Setup
1. Remove the following cards from the deck and leave them out of the game:



1. All cards with number 2 on the back; and
2. The Temple Sri Mookambika card with number 1 on the back.

2. Shuffle the remaining 11 cards and place them near you.
3. Take a Player Sheet and a Pencil. Write your name Treasure Hunting group name on

the Player Sheet, if you wish. You are playing alone, so this is not really necessary,
unless you want to sound cool. :)

4. Under the Stakes section of the Player Sheet, write any number from 1 to 6 below
each treasure. Each number can be written only once. The number that is not written
should be combined as a 2 digit number and written on the first circle on the route
from Mumbai to Swarn Bhandar. For example: if the number not written in the Stakes
section is 5, write 55.

How-to-Play
The key change from the multiplayer steps are mentioned below:

● Reveal the topmost Bonus card of the deck by keeping the card face-up in front of
the deck. If the deck runs out, shuffle the cards and create a new deck. If the deck
runs out the 2nd time, the game ends. Refer to the Bonus section for more details of
how the cards can be utilized.

All other steps are the same as in the multiplayer game.

Game End
The game may end in two scenarios:

1. The Bonus card deck runs out twice before you find three treasures. In this scenario,
you lose. You should certainly try playing again.

2. You find three treasures. You may proceed to the scoring section to understand how
you rank.

Scoring
Write the points you obtained in the Treasures & Stake boxes in the Score section of the
Player Sheet as follows.

1. Score 5 points for every circle filled on the route where a treasure is found.
2. Score 1 point for every circle filled on the route where a treasure is not found.
3. Add the bonus points for every found treasure.
4. If a treasure is found, add the points corresponding to the filled boxes in the Stake

section: 10 points for 1 box, 20 points for 2 boxes and 50 points for 3 boxes.
5. Add the total points earned from the Treasures & Stake and write the points in the

Total box.



Use the following scoring guide for your final rank:

Total Rank

<110 Yuvraja (Crown Prince)

110 - 129 Raja (King)

130 - 150 Maharaja (Great King)

>150 Chatrapathi (Emperor)

Solo Variant - With Automa (Courtesy Etienne Michot)

Variant Setup
1. Use only one Player Sheet for the Player and the Automa (or A.I.).
2. Shuffle the 18 cards and place them face down in a single deck. Allocate space for

two discard piles, one for the Treasure Cards and one for the Die Modifier Cards.
3. On the Player Sheet, in the Stakes section, write numbers 1 to 5 in the row with the

Die.
4. Roll 1 die and write the number as a double digit in the first circle of the Swarn

Bhandar treasure route. (E.g. If the die shows 3, write 33. If the die shows 6, write
66).
Note: You can use the Supplies section of the Player Sheet. The A.I. uses the
Stakes section of the Player Sheet. Both can use the Bonus cards.

How-to-Play
The key change from the multiplayer steps are mentioned below:

1. Each turn, take one card from the deck, place it face up and roll four dice.
Human Player

1. You may use the Bonus Card as per the normal rules (either as a Die Modifier
or a Treasure route bonus if completing the route during the same turn).

2. Choose 1 die for the Supplies as per the normal rules.
3. Choose a 2-die set for placement on a Treasure route circle as per the normal

rules.



4. Reserve the 4th die for the A.I.

A.I. Payer
1. If a Treasure card is placed face up, cross off the first un-crossed circle

nearest Mumbai to that Treasure. This can be done even if there are numbers
written in that circle.

2. A crossed-off circle effectively cancels any numbers previously written in that
circle.

3. If a Treasure route circle is cancelled prior to a number being written, or if the
crossed-off circle contains the last-written number on the route, this Treasure
route is now CLOSED to the Human Player. The Human Player may no
longer select this route for placing numbers.

4. If the Bonus card is a Die Modifier, it has no effect for the A.I. Player.
5. If the Bonus card is a Gain a Free Number card, shuffle the Treasure card

discard pile back in the draw deck at the end of the turn. Do not shuffle the
Die Modifier cards that were discarded. If there are no Treasure cards in the
discard pile, shuffle the Gain a Free Number card back in the draw deck.
(Note: The Human Player may use the Gain a Free Number card as normal
for that turn. The A.I. Player does not get the same bonus and must use the
4th die value to be placed in the Stakes section).

6. The 4th die left over by the Human Player is used in the Stakes section.
Cross off (write an ‘X’ in)  the top-most blank box under the digit
corresponding to the die value. If the 4th die value is a 6, cross of the column
with the fewest ‘X’s. Move from left to right if there is a tie for the column with
the fewest ‘X’s.

End of Round
1. Place the Bonus card in the Treasure Card discard pile if its a Treasure Card or in

the Die Modifier discard pile if its a Die Modifier Card.
2. Shuffle the Treasure Cards from the discard pile and add them to the draw deck if

the Bonus card was a Gain a Free Number card.

Game End
The game ends at the end of the turn when:

1. The Human Player completes the route to the last possible Treasure, or
2. The last Bonus card is drawn from the draw deck.



Scoring
The Human Player gets 10 per circle that is not crossed off of a completed Treasure route
containing all required Supplies + any Treasure Card bonus, and 2 points per circle that is
not crossed off of an incomplete Treasure route.

The A.I. Player gains 5 points per crossed off circle + points for crossed off Stake boxes of
corresponding Treasure routes containing at least one crossed off circle as follows:

● 1 box = 3 points
● 2 box = 5 points (Difficult = 6 points)
● 3 box = 10 points (Difficult = 12 points)

Note: If you find the A.I. too easy, you can use the points from the Difficult level.

The Winner is the player with the most points.
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