GAMEWRIGHT

FORBIDDEN
ISLAND

ADVENTURE.. IF YOU DARE

2-4 PLAYERS | AGES 10 AND UP
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(CONTENTS

58 cands, divided as follvws:
28 Treaswre cards (red bhack)
5 each of d treasmees
J Winterz Rise!
3 Hticopter L4
& Servealuigs
24 Flood cards (blue back)
6 Agdveniuger cands
14 dowble-sided Island tiles
& woodes pawns
4 treasure figurines:
The Farsh Sone
T argeur of M Fimd
The £ Ve ..:." i
The Ooeans Chalfee

1 Water Meder
1 Water Level marker
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Wiour team of advendurers musst work rogether 1o keep Forbidden Island from sankang. in order

1o buy enough time to capture it four iessures. Once you've caplured them, you must make it
to Fosols' Landing and escape by helacopoer to win, If however, the Esland sinks befons you can

comglene your tsks, the mission cnds o e

SETUP

1. CRFATE FORBIDDEN ISLA NI Shuffle the 24 Island tiles and mademly
place them face up {pon blue and white sids) into o gred as follows: Fisst malke 2 4 x 4 spaare
of tibes in the center af the playiny arca. Then place 2 tiles et 1o cach of the 2 middle tibes on
every side of the square, {lmportant Mote: Leave a small gap between e iless)) Thes fooms
Forbidden 1sdind asd wour pawns will move on it Bke 2 game board.
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Z. PLACE THE TREASURES: Place the 4 treasure figurines - The Earth Stone,
The Statue of the Wind, The Crystal of Fire, and The Ocear's Chalice ~ around the ishand.
Yioar team will ery bo capture these ireassares during the course of the game by ducardmg 4
muaching Treasure cardd on a cosresponding Island tile. Take a mament fo licabe the B tile on
which you can claim treasures. Each treasure can be caimed on one of two tiles, as indicated
by the symbol n the Boimom ket comer,

The Earthi Stome  The Stasue of the Wind ~ The Crystal of Fire  The Oocan’s Chalice




J. IMVIDE THE CARDS: Separate the cands enbo three docks acoardmg b card
back: Flood deck (blue back), Treasare deck (red back), and Adventisner cands (6 cands).

Flood Deck Tressure Deck Advenduner Cands

4. THE ISLAND STARTS TO SINK: shuille the Flood deck and place it face
down on one side of the island 1o form the Flood drew pile. Deaw the top 6 cards (1 at a ime]
and place them face sp pext to the draw pile 1w form the Flood discard pile. For each card
drawn, flip the corresponding [sland dle over 1o fis “Booded™ (Bue and whitc) s3de

oo card onommal tile  ooded tile
5. THE ADVENTURERS APPEAR:

Shuffle the & Adventurer cards and randomly deal 1 1o each
playes, Each of you will ke om the role of an adventurer with

a speciad power that ondy you can do dusing (ke game. Take &
meameeni b0 read aloud your roles asd powers wrilben O the
botinan of the cards so that your tearsmases knosw your strengiks
Youu'll find the game will be casier oo win if’ you cooperate and
take advantage of these specal powers

Take a pawn matching the color of your Adveniorer card and place it on the
carresponding [sland dle {Look for the matching pawn &on in the oveer rghe
cormer af the Gates and Fools' Landing tiles. ) Put amy extra Adventurer cands and
pavwire back m the box. Mote: It's OK to start on a floaded tile.

6. HAND OUT TREASURE DECK CARDS:
Thoroughly shuffle the Treasare deck and deal 2 cards to each
player. Place your cards face up in front of you oo that bath
you1 and your pEimmates can casify se¢ them. I anyone gets

& Wabers Kise! cand, grve them a replascement card apd shuille
the Waters Rise? Gurd back into the Treasure deck. Place the
Treasune deck Face down by one side of the siand. Note: There
willl b & Treasmre discand pile right next to the Treaswre deck.

7. SET THE WATER LEVEL: Place the Water Level marker
o the lelt side al the Warer Meter and et it to the appropriate starting
dalbiculey level, according to the type of game you want to play. {For example,
iff nhis 18 vomar firs Hime plavieg a cooperative gaime, sot if fo the Movice level. )




Mates Vo may leok theeugh botl Treasmie and Flood discard piles at anytine daring b game.

ORDER OF PLAY

The player who kst visited an island goes first and play coatsnues i the
lefi, O every tum, div the folbowimy, three things in order.

1. Tike up to 3 actions,
2. Dhvawr 2 Treasare deck cands.
3. Diraw Flsod cards equal bo the water bevel.

The paris of each furn are described below, Also note that the back of
every Adventurer card shows a quicle reference aide.

1. TAKE Up TO 3 ACTIONS

You may take up 10 3 acthans each tarn {ooald be 0, 1, or Z). Yoar [eammancs ane alhewed
{and encouraged!) 1o give you advice on the best sctions w0 ke during vour tarn. Select a
combination of any of the follrwmg 4 actions:

= Muove

» Shaore Up

= (iive a Treasure Card
» Captmee & Treasure

Move
You may, for 1 or more actions, mave your pawn b an adacent |sland

rile: either wp, down, lef, or right, but mever diagonadly, Yow may

mmmmaﬂmﬁ:dr&.lmtm:ymlmmrnnmtmm]lhf:lﬁﬂﬂ =|.=
n missing nile

i EUN
" The Explerer maay alse mave diagonally.

." The Hlor may move to any tile once per turn for | actian,

:i The Mavigator may move other players wp to 2 adjacent tiles por action.

The Dver may move through one or more adjacent missing and Sor
Misoded tlles for | action.

Snore Up

Yiosa may, oo 1 0f more actions, shore wp any adpacent [sband ule
{ap, dowm, beft, right), or the ledend e your pawn @ on. Toshore
up & file, simply Mp 5 over s ik un-flooded side 15 Swing up.

Exceptions:
‘. The Engincer may shose up 2 tlles for 1 action.
) The Explarer may also shore up tiles diagomally.
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GIVE A TREASURE CARD

Yo may give | or mone of vour Toeasare cands 1o

another peayer i bodh Oof your pawns are on the sume i . ﬂ ‘
iskand tile. Tt cosss | action for each card youo g away, LLl f I

[See “Hand Limit” for pesinictions. ) Yoo may not giee ;

Spccial Action cards.
Excepitions

F The Messenger may give cards without having to be on the samse tile.

CAPTURE A TREASURE
You may. for | action, captare a treasare by discanding 4 matching Treasure cards from your
hamd if WONIF AT i O0a Sither cofmesponudang mland bBle:

Fawn on Cormesponding

LIR-

3¢

Mates
* When you capture a treaswre, discasd cards to e Treassre discand pile and move the
figurine im fromt of you.

* You may caplure a treasure on a Hooded tile.




2. DrRAW 2 TREASURE DrECK CARDS

Afier taking actions. you eust draw 2 cands from the topoof the Treasane Seck and add chem s
your face up hand. Draw cands | at a tims, IF you dray 3 Wabers Rise! card, do not add i bo yousr
hard. Bt fallow the irstroctions an the card and then discard @8 to the Treasure discard pile

TrREASURE CARDS

There ane 5 of cach Treasure card in the Treasure deck. The

akms is bo collect 4 of the same Treasure card in order (o find the
comrespanding treasure of Forbidden lsland. Yow can give Treasurne
cards io other plavers asing the Give a Treasure Card actam,

SPECIAL ACTION CARDS
There ane * types of Special Action cards 1n the Treasare deck
Helicopter Lifts (3} and Szndbags (2] - that wilf help your leam duning
the game. These cards are taken inte your hand and can be played at
amy timse — even on anather player's tam. Playing a Special A<tion
card doses pot requine an action. Checard these cands 1o the Tressuse
——1  discard pile immediately when played.
BMote: You may usc the power aff a Special Action card if you are
farced to discard it

I Ao the Water Level markt tp o cover the pext tick mark on the
Warer Weter, Mobe how many cnede will now he drawn at ibe end of
sour fusm by loaking at the nusiber an the right of the meter

3 Take ail of the cards fom the Flood discand pue, shiffle them, and
then place them Beoe doawn om top of 1he Flogd deaw pile. This means

that previmasly drawn cands will be deawn again soon!

3. Dssand the Waters Hase! cand 10the o
Treasure discarl gmle B T




WHEN THE TREASURE DECK RUNS OUT
Whien the last cand ol the Treasune deck is drasm, immediately shuffle the Treasane discard
pebe and arm it over oo form a new Treasure dock.

HAND LIMIT
Yo may omly have § cards in your hand, including Treasure and Special Action carde 1§

vou ever find that you have & or mone cards (for example because you drew mare cards or
received cards (bom another plaver) you must immediately choose and dmcand urtgl::m.m ihe
Treasure discard pile. IF you choose 1o discard a Special Action card, you may use b5 acan
befare discarding

3. Draw FrLoob CARDS

After drawing 2 Treasure cands, you mast now take on the rale of Forindden

Istand! Diraw a number of cards from the top of the Flood draw pale oqual o " |
the cuzrent Water Meter level (For examgple, if the kevel i at 3, draw 3 cards.) |
Dhvaree cands | ad a time ans] place theen B iap onle the Flood dscand pele. For 3

each card drawn, find the maiching I=land e and do one of the following ———r!
= If the matching Island rile 2 un-looded, fip it over 10 s fooded side,

7|
' aridrnal 1ie f'l-l'i-i.'rdfﬂ Rike

# |f the maiching 1sdand tide is already Booded, it sinks imo the shyss! Remdye i1 and
the matching Flood card from the game and place them out al’ play.

e
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~After-
Mote: You cannod play a Sandbag card to save a Mloeoded tile once vou've reveabed the
matching Flood carnd,

Pawns oN FLoopeEn TILES
If & pawn is on & rile that beoomes flooded, Bift the pawn off the we, (hp i and then returmn
ke panwn oo the tile,

Tmere Eme o e

IT & porwn 2 om A tale thar meast be removed, B must immedmabely “soam™ i an adaoeng e (up,
down, left, or right) thar is siEll part of the island {even loaded]). 1§ a paw 15 o6 & ke thal &
reenoved and cannot move o an adjacent tile, 1t gnks o the abyss amd cveryomns o The game’

Exceptions: The Diver may swim fo the nearcst tile, The Explarer may swim diagenally
The Pilot may Ay to any tile.



WHEN THE FLooD Draw PILE RUNS OUT

I the Flood draw pile ever runs out, immediately shailfle the Flood discard pibe and stack
the cards Eace down 1o form a pew Flood draw pale. 11 this happens in the middde of a nermn,
contirue Erawing Flood cards as necessary froen the mew pile

GAME END

WINNING THE GAME
Giet to Fools' Landing! Onoe vou have colbeered all four
ireamares, evervonc musd meve their pawns to the Foals”

Landing tile. Then, one player ms discard a2 Helicopaer Lift
card o fift your team off of Forbidden Island for the win!

Maote: You may win if Foals' Landing is Mooded.,

LOSING THE GAME

There are lour possihle ways (o bose:

I, 1 'boeh Temples, Caves, Falices, o Giendens tilcs sink beloee vou collect thelr respoctive treasans.
2. 1 the Fools' Landing tille sinks,

3. 1F any player is on 2n Island ikle that sinks and thene is mo adjscenl tle o seam 1o,

4. Tf the warer leve] reaches the skull and crossbones,

DIFFICULTY

e vou've won The Movice game, try startmg the water bevel at the Normal, Elsie, or
Legendary difficulty settings Also, iry playing with a dafferemt mix of adveniurers.

A WorD FROM GAMEWRIGHT

Iz a greas Bowor (o erodace the Lazest creatson by cooperaive game master, Man Leacock,
There are so many things we love abour this anique game; from the mch ilhustratons. 1o the
collabaearive namure of play, 10 the imncvative se ol nales, o the isfnke poasillities penerated
by the tiles and cards. Dhan't be susprized il your pulse stars poundang Exsier soom after vou
start plaving ~ it's a game that instamtly generates an electrifying armosphere of 1ension and
excitement!

Game by Matt Leacock
Hhastratioms by C.B. Canga
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