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Tikal is the most important and largest of all Mayan sites. It is
located in the midst of an impenetrable jungle in northern
Guatemala. The Mayans lived in Tikal from 600 BC to 900
AD, but little is known of the civilization that thrived there for
1500 years. As of this writing only a small fraction of the site
has been excavated and investigated. Up to 4 expeditions
plan to further explore the site to excavate and recover other
temples and treasures.
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Example of the turn sequence with 4 players (A, B, C, D)

To begin the game the first 4 terrain hexagons are drawn and displayed. Bidding
™ - ™ - begins with the oldest player and continues in clockwise order. B bids the highest
with 5 and takes the first turn. B moves his scoring marker backwards 5 spaces,
selects a terrain hexagon, places it on the board, uses 10 AP and turns his turn
indicator up-side-down. C now begins the bidding for the second turn (being the first
player clockwise from B). Only A, C and D may bid; B may not bid again this round.
A has the highest bid at 4. A pays 4 points, selects a terrain hexagon, places it on
the board, uses 10 actions points, and turns his turn indicator up-side-down. The
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bidding for the third turn begins with C. C and D are the only possible bidders as A )
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and B have taken their turns. Both C and D choose to pass. Since C was the first to
pass, he takes his turn, paying nothing, selecting and playing a terrain hexagon,
using 10 action points to explore Tikal and turning his turn indicator up-side-down.
Finally, there is just one hexagon left and one player who has not taken a turn. D
pays nothing, places the last hexagon on the board, and uses 10 action points to
explore Tikal. A, B and C turn their turn indicators face up to prepare for the next
round of turns. 4 terrain hexagons are drawn and displayed and A (the clockwise
neighbor of D) begins the bidding for the new hexagons.







