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Be the first to navigate a human and animal duo through the jungle and out the other S|de
You'll purchase and play cards to help your team be the first to escape.
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corresponding colored Pawn Clips.

extra $20.

2 Adventurers

2 ® Every player chooses a color. Collect 12 Flagé and a Player Board in that color.
% @ Distribute $250 from the Bank to each player. (1) $100 (1) $50 (3) $20 (3) $10 {2) $5.

@ Deal out 5 Game Cards face down for each player to put in their hand and show no one!

Randomly distribute 1 Animal and 1 Human Adventurer to each player. Put them into the

7 @ Grab the matching Ability Card for each of your Adventurers and place them face up on
your Player Board.

\ Roll the dice. Highest roll will go first, in a clockwise order. Last player to roII gets an

5 Game Cards
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ToRNADD | IAG TEARA |DDENT SWARM
nf' ) $50
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die and move rdyour handand  Jwner collects $50
GobacktoStartinlturn  hat many spaces  Collect $40 F10 for each card ent pays Owner $50

Pawn Clip

Pawn Clip

1 Player Board

RN |

=Game Cards cost $10 to draw
4 g =Draw up to 2 cards per turn
¥ 3 p i e -Max. 7 cards in hand
=Unlimited discards

- - 2 Ability Cards

*Optional

-Place up to 2 Traps

~Flace Traps within 7
spaces of your piece
~There can never be 3
placed Traps in a row

-Place Hidden Traps

% TURN SUMMARY & QUICK TIPS &
% =
<Take $20 when you land
. _onor pass a Bank Space per turn

7, =Steal $10 when you land

1 an someone

A =If you roll doubles, roll
= again with one die

- face down for $10
“Orptional

e

=Sell unlimited placed

Traps for 1/2 value

-Use unlimited Actions = §

and Found Treasures

-Use Ability Cards
_ence par game),

PERKS

[slide undemeath)

“ T $250 Gold ~
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Roll, Draw, and Play

TURN SUNMARY

There are 3 parts to a turn, in this order:

__ y -First turn: RoII 1 die to move 1 piece out of Home Base. -Game Cards cost $10 to
e i -Every other turn: Follow the Equal Dice Rule (below') draw from the deck
wh =You can only move 1 plece forward per roll -Paytodraw upto2 cards
14 : per turn

What happens if | land on a Trap?
If you land on opponent’s Trap, you must suffer the
consequences. Hopefully you have a way to dodge it!

How to Steal
=If you land on an opponent, steal $10 from them

=If your opponent has both of their pieces on
that space, you steal $20

- =If there are multiple opponents on the same space,
- pick1to steal from

Rolled doubles? That's a Jungle Roll.
Roll again with 1 die to move either member of your
team. Always play out your first roll, first.

-Max of 7 cards in your hand
= Unlimited discards '

Ol

-Lay & sell Traps
=Use Actions
~ =Cash in Found Treasures
= Activate your Ability Cards
You must Roll every turn, but D:ra'w

and Play are opnonal based on your
strategy
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s EQUAL DICE RULE
The number of dice you can

roll with must always equal the

number of pieces your team .

eir
both pieces are out of Home Base.
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| -:'.;._._","-Place up to 2 Traps per turn during your Play phase

“=Trap Spacing: There can 't be 3 Traps placed in a row (Special Spaces count as open spaces)

CAE CARDS

There are 4 types of Game Cards you can use on your Play phase:
Trap, Money Pit, Action, and Found Treasure

._"'"1
-
2 Ways to Place Tra

Place now. Pay now. 7
Pay the Card Value and place on an open space face up A

This Trap is now active for when a foe lands on it.. BEAR TRAP
: R

Place now. Pay later.

Hidden Traps can be placed face down onan open space for $’IO
When an opponent lands on one, you must flip it and : <
pay the Card Value to activate it. : i SKip your next turn ;

i : Do not move, buy cards, or play cards
If you can't afford to activate your Hidden Trap, the foe who landed on

it has the option to buy it off you for half the Card Value or destroy it.

How __
-Always put a Flag on top of your placed Traps

=Traps must be placed within 7 spaces of 1 of your pieces, can be. placed in any. direction

=You are not affected by your own Traps (except Money Plts)

Selling Traps: Make a Little Extra Cash

TR =g

-You can sell a placed Trap to the Bank for half its Card Value
-Hidden Traps can't be sold

Within
7 Spaces
of Marcus
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Continued...

; 4T Money Pits are con5|dered atype ofTrap, so the same rules apply ]
_ -1f you land on your own Money Pit, coIIect the Trap Owner : MONEY PIT

Z amount fromthe Bank . = ' 77

-1f an opponent lands on your Mo-hey Pit, coIIect'-th_e__ppp'e'ﬁent 4

amount from them'

-Free to place on the board during your Play phase - Trap Owner collects $50
-Once placed, they can be sold to th_e Bank for $10 BpSTeT s e f

-If?ay the Card Value to play directly from your hand :
UNTSH

=You can play unllmlted Actions during your Play phase 0 _j.? e ()
=A Perk (ﬁ' Is an Action that lasts for the duration of the game. _
Slide them under the bottom of your Player Board so you don’t |

forg et about the|r awesome power, : . send an opponent's
: : piece back to Start

Congrats, ygju fouhd some treasure! Cash these in during your
Play phase and enjoy the free loot (discard once played).

| SO I N

Collect $75 i
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Each Adventurer has a uniqué Ability Card that can be used

once per game during their Play phase. Flip these over on the :
Player Board to be face down after activation.

Bo

A -
VICKY
Poison Dagger
If this piece is within 2
spaces of an opponent,
send them back to the

i Medical Hut

BANKRUPTCY

Here's what to do if you owe any player or the Bank money : e %

(for any reason) and you can't afford to pay the full amount:

2 @ lee all of your goid to the player you owe (or the Bank)

Sell your placed Traps to the Bank for half their Card Value (can t sell Hldden Traps)
Keep selling until you have enough to pay your debt.

Still not enough? Now you' re officially Bankrupt: :
-If you landed on a Trap to start this whole mess, then send that piece back to Start -

-If you ended up in debt without a piece landing on a Trap, you get to choose which
: one of your plec:es goes back to Start. :

87 oh e 4 Don't worry, it's not all bad. : ﬁ 4

\ You always collect a cheeky
'@’{3}1 o \ $50 whenever you're sent

back to Start.
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SPECEAL SPACES

There are 5 Special Spaces on the board with unique properties:
Home Base, Bank, Chance, Medical Hut, and Home Base

 *This is not the actual bda‘rd, just an examp'."e_

HOME BASE

| T _ \ - -Here's where the game Starts and Finishes i
: = ' -You're safe from everythmg on this space (just like Medical Hut) %
F_ﬁ i . _-Collect $50 if you get sent back to Start or pass the Finish line '
Z ' -Equal Dice Rule: you have the optlon_to role 2 dice if both of

your pieces are out of Home Base (p. 3]s

.VOU can't pla
\ Traps on any
) S__pec;al Spaces! /

] Draw a Game Card face up from the deck i, .- ;
- Actions and Found Treasu res: Put it in your hand to play later
. =Traps. and Money Pits: Immechately suffer the negative effects

IfaTrap requrres a Trap Owner, consrder the p!ayer in First Place the “Owner
and yourseff as the "Opponent" ;

RIGLT AT

Here you're safefromTraps, ~  Goback to  Collect $20 every -
Actions, Steallng, ‘Abilities, 7 the previous - time you LAND ON M
and everything else. ~ Medical Hut. Lo ROLL PAST thtS space. i
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76 THE FIRST 10 E5CAPE]

To win the game you must be the first player to move both of your pieces from one end of
Home Base (Start) arou nd the board to the other end (Flnlsh)

Getting your Animal to Safety = fc

Animals can overshoot the Finish. For example, if your Amma! piece is 3 spaces away from the
Finish and you roll a 4, you're ln ;

Getting your Human to Safety ol
Humans have to move the exact amount needed to cross the Flntsh For example, if your

Human plece is1space awayfrom the Finish, you need toroll alto getin.

‘When your first piece crosses the
« Finish line, you can only roll with 1 die
for the rest of the game.

See Equal Dice Rule (p. 3).
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That's everything you need to_ know to escape
the jungle! Good luck. If you're ever stuck, you
can always refer back to this survival guide
for help. )

To watch a Vldeo overview, see a full list of
components, and stay in the }oop goto




~REQUENTLY ASKED QUESTIONS

Here are some questions you might encounter
as you make your escape through the jungle.

Canl win on an Actlon ora Trap" : s
“You can win the game on an Action. You can't win thegameon a Trap (See ‘Wlnn[ng on p. 8)

. M Dolcollect money if an Action or Trap sends me past a Bank Space?

Nope. You only collect from a Bank Space if you land on it or move past it by a dice roll.
(See ‘Special Spaces' on p.7)" :
When can | use my characters’ Abmty Card?

4 be used once per game per character. (See ‘Ability Cards’ on p. 6)

_ Am | affected by my own Traps?
] Nope you are generally safe when you land on your own Traps. (See 'Traps on p. 4)

 Canl place Traps behind me?

: Do I have to repay the Card Value every time someone lands on my Trap" ;
|| . No,you pay the Card Value once and it is active until it's destroyed or SO|d (See ‘Tra ps on p 4)

Do Actions and Found Treasures get placed on the board t00?
‘Nope, they are played directly from your hand and then discarded.
(See ‘Actions’ and ‘Found Treasure’ on p.5) @

- Can | place a Trap even if someone is already occupying the space?
Yes, but it doesn’t get actlvated until someone actually !ands on it. (See ‘Traps on p. 4)

Can | flip up a Hidden Trap even |f no one landed on |t?
Yes, but only on your P_Iay phase and you must immediately pay the Card Value to the Bank.

If a Game Card makes me move backwards, can | choose the path?
i Ifyou are forced to move backwards, you must go back the same path you came from.

b bl got stuck in an 1nf|n|te loop, help!
"L} 1got stuck in an'infinite loop, help!
I got stuck in an infinite loop, help!
~ It'siincredibly rare this would happen, but we've seen it once or twice. Play. out the loop
-once through and then stop. You can'’t land on the same exact Trap twice W|th the same
piece in one turn -

> {1 A | =

If you are able to use the Ability, it must be done during your Play phase. Each Ability can only

 Yes, Traps can be placed anywhere within a 7 space radius arou nd your piece. {See 'Traps onp. 4)
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Creator

MATT MAGGIO

Art Director
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Writer
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“Special thanks to all of the illustrators we worked
with and to everyone who play tested!
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