Possessing The Land – Rules

This game simulates the Israelite’s escape from Egypt through the red sea, their travels across the wilderness and eventually their possession of the Promised Land. Starting in Egypt, up to six players challenge each other to go through the three games stages and finally possess as many of the Tribal land areas as possible in the Promised Land. The winner is the player that manages to capture the most Tribal land areas.
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Setting Up The Boards

Place the four game boards as shown on the first page. Place the God Cards (with picture of Jesus on the back) on the card space on the Egypt board and the Devil Cards (with the picture of a Druid on them) on the card space on the Wilderness board.

Place each player’ playing piece on the start in Egypt. Each player will start of with 10 strength and 1 Faith – place markers on these numbers on the top, left-hand game board (only on the areas of the players participating).

Each player rolls the six-sided die. Highest number start – play continues in a clockwise direction. In the case of a tie, those with the highest numbers must roll again until on clear winner is seen.

Game Play

Basic….

Players take turns to roll the six-sided die and move their piece the rolled number. Move the direction the red arrows show. If a red arrow has a white number on it, this is the minimum FAITH needed to pass. If you do not have this number of FAITH points or above then you must proceed in the direction of the other red arrow (i.e. you will be stuck in that game board lever (Egypt or Wilderness) for another round. For example, when you come to the end of the Egypt game board trail you see a red triangle with the number 7 in it. If your FAITH level is 7 or above you can proceed onto the Wilderness game board according to your die roll. If you have 6 or below FAITH you must turn and follow the other red arrow and return to the start to do another round.

When you land on a square you must follow the action as stated…

S = Strength   F= Faith    S+1 = add one to your strength level etc.

If your Strength level is 1 and you are asked to minus more points from it, keep it at one (same goes for Faith level). Also, if your level is 10 on faith or strength and you are asked to add more, keep it at 10.

If you land on a picture of a GOD CARD you must pick up one GOD CARD and follow the instructions putting the card to the bottom of the pile when finished (unless you are told to hold on to the card for a later use). The same goes with the DEVIL CARDS.

Promised Land…

Play in Egypt and the Wilderness follows the above rules. 

However, when you come to the Promised Land each player will battle to gain possession of the most Tribal areas (i.e. squares with a tribe name on them). 

Battling to gain possession…

To gain possession of a Tribal area a player must firstly land on it by rolling the die. Then look at the number and use the calculation given on the game board (2xF + S + 1 die roll). If this total is MORE (not same or less) than the number in the circle on that square, they can take possession by putting their colour counter in that square. There are 12 squares to take possession of. If another player has a DEFEATED card then they can play it when the player has won to turn victory into defeat! The DEFEATED card cannot be used against ASSURANCE OF VICTORY cards (with these victory is certain!).

On winning the player adds 1 to their Faith. On losing the player minuses 1 from Faith and Strength. 

Battling other players..

If a player lands on a square that has been possessed by another player they can gain possession by challenging the player who currently possesses it (both roll 2XF+S +1 die roll) - only the current possessor also adds an extra die roll to their score! The loser loses 1 Faith point and 1 Strength point; the winner gains a Faith point and takes possession of the land (put the winner’s colour token in that square). VICTORY ASSURED cards can be used to assure victory in such cases. If both players play them then the original possessor of the land retains the land.

A player landing on a currently possessed (by another player) square can choose NOT to fight if they so wish. If you land on your own POSSESSED land (i.e. with your counter on it) you pick up a GOD CARD. 

Other rules in the Promised Land…
To move within the Promised Land you can go either way, following the red arrows when you come to them. You can only backtrack if you come to an arrow that allows you to do so.

If your faith drops to 1 in the Promised Land you must return to the last square of the Wilderness!

Special Card Rules

Cards must be played the moment you get them unless it is stated you can hold on to them (if it says ‘play at any time when it’s your turn’ then you can hold onto it until it’s your go and you feel like using it and are able to.

If at any time cards are played that seems to put players in a tie with no winner, decide it by the role of a dice (highest roll wins).

If you get a TRADE card you can take one God Card that another player possesses – if they have more than one you must choose one (without seeing what it is). If no other player has a GOD card you may keep the trading card until it’s your turn and there is a GOD CARD to take.

Winning…

When ALL tribal areas are possessed the winner is the one who owns the most out of the 12 areas. Or you can state the number of Tribal lands to be possessed for winning at the start of the game (e.g. The one who possesses 4 Tribal Lands will be the winner). You could also have a time frame – e.g. After one hour, who has the most Tribal Lands – if no one has any then firstly see who is the furthest along the journey sections. If more than one is in the furthest section then see whose 2XF+S+ one die roll score is the highest.

