
 It is the early 24th century, and humanity has spread into the cosmos.  On many worlds 
they have discovered ancient ruins of mysterious alien civilizations.  The populations of these 
planets have gone extinct, but many of their wondrous artifacts have been left behind.  These 
could prove valuable treasures, or they could unlock some of the greatest mysteries of the 
universe. 
 Brave explorers delve into these ruins, seeking fortune, glory, or scientific information.  
The dangers are great, but the rewards are even greater. 
 
Game Overview 
 Relic Worlds Adventures is a fast-paced, cooperative dungeon-crawl style board game.  
Players take on the role of characters from the book series Relic Worlds and explore the ancient 
ruins of a long-ago alien civilization.  They will come upon traps, monsters, and puzzles as they 
seek out treasures.  In addition to gaining points from these treasures, players will also get points 
based on their characters' classes, and private motivations. 
 Exactly how the game progresses depends on what mode the players choose.  There is 
story mode, cooperative mode, and competitive mode. 
 
STORY MODE 
 In story mode, players will each take the role of a single character, and they will work as 
a team to explore the ruins, and to solve the overall mystery.  In each scenario, they will explore 
a new set of ruins, and at the end of each scenario, they will gain experience points and money, 
then purchase new skills and equipment.  The amount of XP and money gained will be adjusted 
based on the character's faction and their motivations.  For instance, pirates will get more money 
for collecting mundane items, and treasure hunters will gain extra experience points for 
collecting relics. 
 
Set-Up 
 Assemble the board as per the scenario instructions.  All counters are placed on the board 
per the scenario instructions.  The "any" counters are shuffled while face down, then put into 
their respective places.  Excess "any" counters are placed to the side without being seen what 
they are. 
 Each player chooses a character and takes their character sheet, then places the character's 
counter at the entrance, as indicated in the scenario instructions. 
 Each player takes the starting equipment card listed on the character sheet.  (The 
character will probably have more equipment in scenarios after the first one.) 
 Each player takes a motivation card. 
 Each player takes a 10 sided die. 
 All cards are placed near the board so that all players can reach them. 
 All counters are placed on the board as per the scenario instructions.  The "any" counters 
are shuffled face down and placed randomly so no one knows what they are. 
 The turn counter is placed next to the board so everyone can see it. 
 Any scenario-specific cards, such as the boss monster, are placed near the board so they 
can be easily grabbed when needed. 
  



The Game Turn 
 Players choose what order they wish to play.  Once they've decided, they each take a turn, 
completing one character's turn before beginning the next one. 
 During a turn, a player takes two actions in any order.  They cannot do the same action 
twice in one turn.  Each action can be: 
 
Move 
Run 
Combat 
Interact 
Open or close a door 
Search 
Standby 
Concentrate 
Give stuff to another character 
 
 Move - A character moves up to 5 spaces in a standard turn.  If they go over a space that 
is declared in the scenario to be rough ground, it costs them 2 spaces to move into it. 
 Run - This action is only taken if a move action was already taken.  The player rolls a d10 
and divides it by 2, rounding up.  The character has that many more movement points to spend. 
 Combat - The character attacks an opponent.  This includes all forms of attack, including 
melee and ranged.  (See "Combat" for more details.) 
 Interact - The character interacts with something in the room, such as picking up a 
mundane item, or trying to solve a puzzle, or getting a clue.  This also includes interacting with 
the story rooms.  (See "Story Rooms" for more details.)  If the player takes a relic, they draw it 
and leave it face down on their character sheet until they study it.  (See "Getting a Relic" for 
more details.) 
 Open or close a door - A character must be adjacent to a door space to open or close it, 
and it takes an action to do so.  They may then move if they still have an action left. 
 Search - A character can search for anything that is not plainly available, such as a secret 
door, or something listed as hidden in the scenario.  To do so, they must successfully roll their 
intellect.  If successful, the secret door or other hidden item is revealed.  (Note that counters in 
rooms do not need to be searched for; only secret doors and things listed in the scenario.) 
 Standby - A character can hold their action or actions to be played later in the turn.  They 
can use that action or those actions between others' turns, but they cannot interrupt anyone's turn 
to take theirs.  For instance, character 1 can move up next to a door with their first action, then 
standby with their second action.  Character 2 can move to the door and open it.  Everything that 
is in the room is revealed, then character 2 can take its second action. 
 Concentrate - A character must spend both its actions to concentrate.  Concentrating 
includes aiming a weapon, studying a puzzle, trying to think through something, etc.  A character 
who concentrates gets an automatic +1 to any one roll during their next action.  If the character is 
hit by anything before their next turn, or if they fail a morale test, the concentration is lost.  The 
+1 can only be used on that character's action during that character's turn. 
 Give stuff to another character - A character may give something they're carrying to an 
adjacent character.  They may also pick something up from the ground. 
  



Combat 
 Combat occurs whenever monsters attack characters, or vice versa.  (Occasionally a 
character might attack another character.)  Every time a monster first appears on the map, if there 
is a character in the same room, the monster attacks first.  In all subsequent turns, the monsters 
take their turn at the end of the turn of the character that triggered them. 
 When a character attacks, the player determines whether it will be with a ranged weapon 
or melee weapon.  Melee weapons can only be used on an adjacent figure, and ranged weapons 
can only be used at the ranges listed on them.  If a ranged weapon is used on an adjacent figure, 
the chance to hit is automatically reduced by 1. 
 If a character attacks in melee, but does not have a melee weapon, they are considered to 
be fighting with their hands and will have no addition to their damage roll. 
 To attack with a ranged weapon, roll a number of dice equal to the RoF (rate of fire) of 
the weapon.  Every roll that is equal to or less than the character's Ranged skill is a hit.  Every 
roll that is higher is a miss.  10s are always a miss, and 1s are always a hit, regardless of any 
adjustments.  If a target is obscured or behind any cover, the chance to hit is lowered by 1 for 
each of these obstacles.  When shooting into a melee, a 10 results in hitting a friendly character. 
 To attack in melee, both the attacker and the target roll and add their Melee rating.  If 
their totals are equal to or within 1 of each other, they have both parried each other's blows for 
the turn.  If one of them has scored 2 or more than their opponent, they have hit their opponent. 
 When a hit is scored, roll a D10 again.  (Add +1 to the roll if the player rolled a 1 when 
rolling to hit.)  Add the damage bonus of the weapon to the roll.  If the total is equal to or higher 
than the target's resilience, a wound is scored.  On monsters and minions, this means the figure is 
removed.  On characters, this means they take a wound card.  (Some monsters will list that they 
take wound markers until they reach their total wounds, at which point they're removed.)  The 
character is subject to everything listed on the wound card for the rest of the scenario.  When a 
character reaches three wounds, they are removed from the scenario & everything they're 
carrying remains in the space where they fell. 
 
Story Rooms 
 Story rooms are those rooms with a red box with a number inside it.  They can only be 
experienced in order, so number 1 must be entered first, then number 2, then 3, etc.  If a 
character enters a story room out of order, they do not trigger that part of the story, but instead 
trigger whatever else is in the room instead. 
 When a player enters a story room in the proper order, they only trigger the story 
element.  All other elements listed in the room are ignored for the entire game.  The player takes 
the appropriate story card, reads it, and follows the instructions.  When they have completed 
everything listed on the card, they can continue on and will be able to trigger the next story room 
when they reach it. 
 
Getting a Relic 
 When a character picks up a relic, they place the card face down on their character card.  
They do not know what it is, and cannot use it until they identify it. 
 To identify the relic is an action.  The player rolls a die.  If they roll equal to or less than 
the intellect of the character carrying the relic card, they can flip the card over.  The character 
can now use the relic card whenever they want.  If they fail, they continue to carry the card face 
down until they succeed in a later action.  



Moving Into a Room 
 Whenever a character moves into a room, all "any" counters are turned over, revealing 
what they are.  Then, all traps and monsters are triggered.  Puzzles can be interacted with.  
Mundane items, relics, and clues can be picked up with an action as long as there are no 
monsters, traps, or unsolved puzzles still in the room. 
 A character must experience all traps in a room before dealing with monsters.  They must 
then deal with all monsters in a room before dealing with puzzles.  They must solve all puzzles 
in a room before gaining mundane items or relics.  And after all that, they may gain a clue. 
 
Traps 
 When a player draws a trap, they read the description and follow the instructions.  The 
trap occurs on the space with the character who moved into the room after their movement is 
complete, even if they left the room in the process of their turn.  When they have completed the 
steps in the card, they continue to the next card. 
 
Monsters 
 When a player draws a monster card, they determine how many monsters appear based 
on the number below the name of the monster.  The first monster appears where the counter was 
placed, and the next ones appear beside it as determined by the player who drew the card.  All 
monsters then move a full distance toward the nearest character and attack. 
 Monsters get the first attack on the initial turn in which they appear.  Then every turn 
after that, they activate at the end of the turn of the character who drew their card. 
 Every turn that the monsters are activated, they either attack a character next to them, or, 
if no one is adjacent to them, they move a full distance toward the nearest character and attack if 
they get to a space adjacent to that character.  They will not move through closed doors.  (If 2 
characters are equidistant from the monsters, the players choose who it attacks.  If they cannot 
decide, roll a die to determine who it attacks.) 
  
Puzzles 
 A character does not have to deal with a puzzle, but if the player wants to, they must 
spend an action to do so.  They draw a puzzle card and read the initial text.  At this point, they 
can still choose not to do the puzzle, but they have lost their action.  If they do the puzzle and 
succeed, they take the reward.  If they fail, they must take the negative effect. 
 Anyone in the room can take part in the puzzle as long as they haven't used all their 
actions yet for the current turn. 
 If a puzzle is failed during one turn, the players can try again the next turn as long as no 
monsters are in the room.  Any part of the puzzle that was done successfully already does not 
need to be done again, but if another part is failed again, they receive the same negative effect. 
 When a reward is drawn, the character who is nearest to the puzzle counter automatically 
gets it, even if it wasn't the one who drew the card or solved it. 
 
Mundane Items & Relics 
 When a mundane item is drawn, a character can simply spend an action to take it.  When 
a relic is found, a player must figure out what it is.  See "Getting a Relic." 
 
  



Clues 
 When a clue is in a room, a character may spend an action to take the counter.  This 
counter may be spent any time a die is rolled to re-roll it, or a card is drawn to re-draw. 
 
Damage to Minions & Monsters 
 All minions and monsters are destroyed when they take their first wound; meaning that 
the first time a standard character would take an injury card, the minion or the monster is 
destroyed. 
 
XP & Money 
 At the end of a scenario, players look through the treasures they gained.  Mundane items 
are worth money, and relics are worth XP. 
 The amount listed on mundane items is the amount of money points the character 
receives between adventures. 
 Relics are all worth 2 XP, and all relics with "Artifact" written on them are worth 4 XP.  
These can be traded in for money instead, but they must be all or nothing for each relic.  In other 
words, a single relic has to be traded in for 2 money; you can't trade it in and get 1 XP and 1 
money.  This represents the character going out and selling it on the black market. 
 Treasure hunters get 1 extra XP for every relic and artifact they find; pirates get 1 extra 
money for every mundane item they find.  



COOPERATIVE MODE 
 Cooperative mode works very similarly to story mode with characters moving through 
the ruins searching for treasures and trying to survive.  There is one significant difference, when 
players enter rooms with story numbers, they do not draw story cards, but instead experience 
whatever counters are in the room. 
 All other rules remain the same with the following changes. 
 
Set-Up 
 Choose a scenario to play and set up the board by the scenario instructions. 
 All characters begin with their starting equipment and weapons.  If it is one of the later 
scenarios, feel free to take one or two more items to give the characters a better chance to 
survive. 
 
Points 
 Since treasures will not be used for experience or money, they are instead worth points at 
the end.  All point values that would go to XP or money are added up together to determine a 
character's total point value.  They then get bonuses based on their faction.  For instance, treasure 
hunters get +1 point for each relic they possess at the end which has been identified, and pirates 
get +1 point for every mundane item they have at the end.  All points are added together to get 
the team's total point value. 
 
End of Game 
 Instead of ending at the end of the story, the game ends on turn 10.  Whatever the players 
have picked up is what they have at the end. 
 
 
 
  



COMPETITIVE MODE 
 In competitive mode, two teams are entering the ruins from two directions.  They are 
both trying to get as many points as possible, or at least more than their opponent.  They get 
these points by gathering relics and mundane items, plus whatever extra points they gain from 
their faction. 
 The game is played exactly like cooperative mode with the following exceptions. 
 
Set-Up 
 Find the secondary entrance point.  This is where the second faction will enter. 
 If playing on a higher level map and the players are getting extra equipment make sure 
they are drawn randomly, or divvied out equally. 
 
Combat 
 Since characters are not all on the same team, they will likely fight each other if they 
come upon each other.  Characters cannot shoot through walls or closed doors.  A character must 
have line of spite from their space to the target's space to shoot at it. 
 
End of Game 
 Instead of ending at the end of the story, the game goes to turn 10.  At the end of the turn, 
a player rolls a die.  On a 10, the game ends immediately, otherwise it continues.  At the end of 
turn 11, roll again.  On a 9 or better, the game ends immediately.  If that is not rolled, the game 
continues.  At the end of turn 12, roll again.  On an 8 or better, the game ends immediately.  This 
continues with the number needed going down by 1 until the end of the game is rolled, or the 
players reach turn 20. 
 
Points 
 Each team adds up their own points.  The team with the highest point value at the end 
wins the game. 
 In this mode only, relics are worth 3 points, and artifacts are worth 5 points.  The reason 
for this is because it is much harder for those that are going after relics to get them while they 
had stronger enemies against them. 


