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DIFFICULTY

e you've won the Novice game, try starting thve Sand Starm
fitles i the Simmezl, Efite, or Legendary diMicully setiings
. iy playemg with a diffceent mix of adventumers:

-‘\DE[} FROM GAMEWRIGHT

Pl we R hed Favbidder Solamd' in 3000, we Bad an inkling
g sk b ercated 4 il game but never thoaght that we'd
___H.ll'ﬂl.'lh'll 1o ake o sdquel. ' Well, here vee are a fow vears
JEE wiith just that i haed. Olur chalbenge o designer Mart
BRtack was [0 create i game that would contain Fumiliar
& foooperdtive play, madular board), while offering
mpletely difierem in-game expericoce. Tn addition, we
d b b sensnifaneously approachable to new players
j:pnmg the ante lor thise who el they had mastored
e fatanil, AQDthis resuleed bn o foesh oew game with an
e set ol mechanics, siecl as an ever-shifting Boand,
Jd'unJ PEsoUce management, and wnique methiod for
g the flying machine pars, Hopelully we've achicved
b andl guenched vour thirss for adventue!
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Archeologist
B Archeologasl can Femond 2 Sand

muarkers from anmy sinsghe tile jor | acison

Climber |
The Climber can morve o blocked rles (files with 3
or mote Sxnd markers om theps). He may also ke
ume Giher player with him whenever he moves,
Pauens o the Climbers pile are never buned agd |
can leave 1k hale confaining the Climdser cven o
rheme are 2 or maoge Saed markers an i
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The Explorer can move. eemove sand,
and muy we Dune Blasers diagomally.

Metcorologist

Fhe hetvnmiiogss may spesd actions o draw

Storm cards {1 cand per action) a2 the end of her .
She iy also choose i spesd | action o fook st ihe |
oo Saorm cads, expual 1o ke Storm kevell and sy,
e one a1 the bodiomms of 1B deck

Mavigator

Uhe Mavggaior may miove ansher plaver oo o 3
unblocked tiles per action, mncheding manasels,

She cim mmaowe e Exploter diapomally and can msene
the Clemibet through blocked il When mosed 8o
this way, the Climbser cah also nee hds ponwer i eakie
aleeyg | odkber player—inchuding (ke Mavieaioa

Water Carrier

The Wil er Camver can mhe 2 warer from alresds
oxcavaied wells for | action She nury alss 'j“‘n
water do players on adgioenl tiles for froe q|,
time, The Waser Carrier aluo stases with 5 (i

af 4) ‘waker.







