TIKI MOUNTAIN!
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Object of the Game

Be the first player to reach the top of Tiki Mountain and save the island by making a successful sacrifice to the Angry Volcano God.

Game Setup

Shuffle the Tiki Deck and the Angry Volcano God Deck. Deal each player 7 cards from the Tiki Deck. Place both decks face down on the board on the labeled spots. The area next to each deck is for discarded cards. 

Each player gets a player mat and three Tiki Totem Markers. Players start with one of each Tiki Totem:  Fire (Red), Water (Blue), and Earth (Green). Place the markers on the 1’s on the player mat.  

Each player selects a Tiki Pawn and places it in the Tiki Village. Choose someone to go first.

On Your Turn

Discard and Draw

Before you do anything else, discard any cards from your hand (the cards you are holding, not the cards on the Hand Spots on your player mat) that you do not want and then draw cards from the Tiki Deck until you are holding seven cards. You may not play any cards until you have finished drawing. If you draw the last card from the Tiki Deck, shuffle the discarded Tiki cards and put them back in play.

Playing Cards

On your turn you may Climb once and play any number of Items and Tiki Magic cards, in any order.

Climbing

Climb cards let you move around on Tiki Mountain. You may only play one Climb card on your turn. When you play a Climb card, move the number of spaces indicated on the card. 

You may play Climb Better cards along with a Climb card to improve your Climb. You may play any number of Climb Better cards with a Climb card as long as no two are the same. 

If you have any Items in play that improve your Climb, add these bonuses to your Climb.

You may Climb in any direction on Tiki Mountain.

You may choose to Climb less then the maximum allowed distance.

Playing Items

You may play as many Items on your turn as you want, both before and after you Climb. 

You must have an Item in play to use its effects. 

To put an Item into play, place it face up on your player mat in an unoccupied Item spot. Items for the Hands can go on either of the Hand spots. Items for the Feets can only go on the Feets spot.

If you want to play an Item and you do not have an unoccupied spot, you must discard one of the Items you have in play to make room for the new Item.

Items in play are not counted as part of your hand when drawing cards at the  beginning of your turn.

Tiki Magic

You may play as many Tiki Magic cards on your turn as you want, both before and after you Climb.

Most Tiki Magic cards require you to spend Tiki Totems.  When you play a Tiki Magic card, reduce the number of Totems indicated on the Tiki Magic card from your player mat.  If you do not have enough Totems, you may not play the card.

Ending Your Turn

When you have played all the cards that you wanted to play, spin the Tiki Totem Spinner and gain the Totems indicated.

Once you have collected your Totems, play passes to the player to your left.

When It’s Not Your Turn

Some Tiki Magic cards allow you to ignore or change an effect or cancel a card. These cards can be played when it’s not your turn. When playing cards that cancel Tiki Magic, you can only affect the last card played.

Effects from Items that you have in play are always in effect, even when it’s not your turn.

Obstacles

Some Tiki Magic cards create Obstacles. These can be very powerful tools to slow down the other players.

Placing Obstacles

You may place Obstacles on any space on the board except:

1.You may not place Obstacles on the spaces adjacent to the Tiki Village or 

Lava Pit.

2.You may not place Obstacles on spaces that are dead ends.

3.You may not place an Obstacle on a space that already has an Obstacle, or on 

a space adjacent to a space that has an Obstacle.

4.You may not place an Obstacle on a space currently occupied by a player.

Obstacle Effects

Mudslide: If you enter a space covered by a Mudslide, you get stuck in the mud and stop. If you are in a Mudslide at the start of your turn, the Mudslide has no effect on your Climb for that turn.

Gas Vent: If you cross over a Gas Vent, subtract 2 from your Climb. If you don’t have enough Climb to move past the Gas Vent, stop on the space before the Gas Vent. 

Falling Rocks: If you cross over Falling Rocks, subtract 4 from your Climb. If you don’t have enough Climb to move past the Falling Rocks, stop on the space before the Falling Rocks.

Lava Flow: You can't cross a Lava Flow unless you have an Item or card that lets you.

The Angry Volcano God

After the player sitting to the right of the Angry Volcano God Deck finishes their turn, reveal the top card on the Angry Volcano God Deck. All players are affected by the card. Once you have resolved the effects of the Angry Volcano God Card, the player sitting to the left of the Angry Volcano God Deck takes their turn.

    Ignore any text on the card that follows “Is Tiki Worthy?”  This text is only used at the end of the game (see Winning the Game below).

Earthquake cards

If an Earthquake Card is revealed, everyone falls down the mountain the number of spaces indicated.  

There are arrows between the spaces on the board.  These arrows always point up. If there are two spaces that are both down from the space you are on, you may choose to move to either space.  If you come to a dead end or the Tiki Village, stop.  

If there is a Gas Vent, Falling Rocks, or Lava Flow in your way, ignore it.  If you end up on a Gas Vent, Falling Rocks, or Lava Flow, move down one more space. If there is a Mudslide in your way, stop on the Mudslide.

Winning the Game

In order to save the island and win the game, you must sacrifice yourself to the Angry Volcano God. In order to attempt to sacrifice yourself, you must move into the Lava Pit, discard one Totem of each type (to honor the Volcano God) and then reveal the top card of the Angry Volcano God deck (to see the manner in which you will be tested). This card affects only you. 

If you reach the Lava Pit and don’t have at least one of each Totem, you may not attempt to sacrifice yourself. Stop on the space before the Lava Pit. You must acquire the missing Totems before you may proceed.

In Case of Earthquake!

If you reveal an Earthquake Card and you are able to ignore the effect with an item in play or a Tiki Magic card, you are worthy.

If you cannot ignore the Earthquake, you are not worthy!  Move down the number of spaces indicated on the Earthquake card. 

Is Tiki Worthy?

If you reveal a card that is not an Earthquake, it will say “Is Tiki Worthy?” on the bottom of the card. If you are able to do what the card says or ignore the effect of the card with an item in play or a Tiki Magic card, you are worthy! 

If you cannot do whatever must be done to prove yourself worthy, you are not worthy!  Move to either one of the spaces next to the Lava Pit.

Were You Worthy?

If you were worthy, then the Volcano God accepts your sacrifice.  You are consumed in the lava (ouch!), save the village (my hero!), and win the game (yay!).

If you are not worthy, you may try to make your sacrifice again on your next turn (assuming that you have at least one of each Totem).

Order of Events

If there is ever a question as to the order of events (i.e. two players play Tiki Magic cards at the same time) resolve the events in turn order, starting with the player currently taking their turn. (The Angry Volcano God counts as a player)

"Kids’ Version"

If you are playing with kids, or if you just find the idea of throwing yourself into a volcano a bit too disturbing, you can always do the following:  

The endgame is the same, except that you must reach one of the spaces next to the Lava Pit (the Lava Pit does not count as a space in this version).  Sacrifice your Tiki Totems and draw an Angry Volcano God Card as normal to prove that you are worthy.  In this version of the game, the sacrifice is made up of Tiki Totems, not Tiki Islanders, allowing you to avoid the whole death thing.

But trust us, it's not as much fun.

Examples of Play

Example 1: It is Cliff's turn.  He wants to keep Geoff from climbing up Tiki Mountain and he just happens to have the card “Lava Flow” in his hand.  To create a Lava Flow, Cliff discards the “Lava Flow” card, spends one Fire Totem, and places a Lava Flow marker on the board.

Geoff is not amused! Even though it’s not his turn he may sill use the Tiki Magic card “Magic Go Bye-Bye” to cancel Cliff's “Lava Flow”.  Geoff has one Water Totem, and “Magic Go Bye-Bye” requires the expenditure of a Totem of any type.  Geoff spends his Water Totem, discards the “Magic Go Bye-Bye,” and prevents Cliff from playing the “Lava Flow” to the board.

Example 2:  Colleen is two spaces away from the top of Tiki Mountain. She has 3 Fire Totems, 2 Water Totems, and 6 Earth Totems.  She has no Items in play. She plays a “Climb 3” card, which allows her to reach the Lava Pit.  She moves on to the Lava Pit and expends one of each type of Totem (leaving her with 2 Fire, 1 Water, and 5 Earth).  

Colleen reveals the top card from the Angry Volcano God deck, which is "So Much Lava!"  In order to prove herself worthy, Colleen must discard at least one item that she has in play.  Since she has no items in play she is not worthy. She must move back one space.

Note that Colleen can attempt to sacrifice herself again on her next turn as she still has at least one of each Totem.

