
 It is best if players are evenly spaced around the board.
Your goal is to get your totem figures to the finish area
directly across from your Temple. The finish area is called
your “Pyramid.”

Game Play
Players take turns moving their totem figures based on
the roll of the dice-sticks.

   Game Turns
Randomly determine the first player. The first player takes
the dice-sticks and throws them next to the board.
Beginning with the player who threw the dice-sticks and
moving clockwise, each player takes a turn by doing the
following: select one dice-stick and move one totem figure.
Once all six dice-sticks have been used once, starting play
passes to the player on the left. This player takes all the
dice-sticks and throws them, beginning the new series of
turns. Note, it is possible for some players to use more
dice-sticks in a turn than other players.

With a flick of his wrist Pharaoh Nebtawi III sent the six dice-
sticks toward the board. As they came to rest he pondered the pieces
before him. Human slaves fanned him with oversized feathers, stirring
an artificial breeze to counter the midday heat. Although the Imouha
Fey could easily use their magics to create a stronger, and more
constant, breeze Nebtawi allowed himself this display of power. He
reached out to move his Jackal totem figure, and then passed the
remaining dice-sticks to Rerei on his left.

“The Ibis moves against you, my lord,” purred Rerei. Nebtawi
nodded subtly. In the immortal game the Ibis totem figure was strongly
positioned. In his everlasting kingdom the Ibis totem house was still
moving into position, but what was the goal? The six great totem
houses, not coincidentally the same as the totem figures on the board,
managed the Imouha Empire in the name of the Pharaoh, overseeing
commerce, agriculture, and war. Although the totem houses, great
and small, were loyal to the house of the Pharaoh, they were not
always loyal to the man on the throne. Only by playing one against
another could a ruler ensure a long delay in reaching the afterlife.
Nebtawi planned on delaying that journey for a very long time.

Rerei moved her Woman totem figure, seemingly at random.
So, she would support him with the assets of the Cat, but only to a
point. Rerei was a poor player but a strong personal supporter to the
Pharaoh. Her holdings within the Cat totem house had expanded
rapidly and steadily since he ascended the throne. She slid the remaining
dice-sticks toward the third player, the ancient wizard-librarian Qaa.

Qaa barely looked at the board, his hands and eyes in constant
motion. Those that knew him best knew to fear the times he grew
still and Pharaoh Nebtawi knew him very well. The wizard-librarians
were civil servants, with access to the best the empire had to offer,
especially the fabled library of Axandaria. Such privilege, however,
did not prevent them from dabbling in politics. Qaa darted forward
and moved his Crocodile totem figure. It was a weak move in
Nebtawi’s opinion. So, the Crocodile totem house supports the Ibis.
Their areas of influence intersected in many domains, but nowhere
as strongly as among the river traders. Suddenly, Nebtawi knew; the
Ibis sought a transportation monopoly along the Naal. Control of
the great river would cripple the other totem houses while filling the
coffers of the Ibis with untold gold. It was time to end the game and
the plot.

“The Immortal Naal sees all,” he said, grasping the Ibis dice-
stick. Chance had, perhaps, caused the stick to land with the Immortal
Naal symbol face up. Nebtawi took Qaa’s Ibis totem figure, moving
it toward the pyramid, but jumping Qaa’s jackal at the same time.

Qaa furrowed heavy brows at the unexpected move. “You have
beguiled yourself,” Nebtawi declared.

“But I move closer to my goal,” Qaa quickly countered. Nebtawi
shook his head slowly.

“Your jackal returns to the temple, where it must start its
journey anew. Your Ibis is now alone and threatened on two sides.
My path is clear.” He smiled and leaned forward, overlooking the
board, and staring at Qaa. “While it is true I have not moved one
of my totem figures, moving yours has given me great advantage and
weakened you. Your plan is now known and your figures easily turned
aside.”

Qaa sat very still before nodding his head once in understanding.
Nebtawi sat back and allowed himself a small smile. One day he
would thank Qaa for teaching him Mansuba, but not today.

Overview
Mansuba is a game of luck and strategy for two to six players
where each player tries to be the first to get all six of their
totem figures safely across the board. Totem figures move
by roll of the dice-sticks using simple movement and jumping.

Object of the Game
The object of the game is to be the first person to get all
six of your totem figures from your Temple into your Pyramid
on the opposite side of the board.

Contents
1 playing board
36 Mansuba figures:
   6 each of Falcon, Woman, Crocodile, Ibis, Jackal, and Cat.
6 Dice Sticks
1 Rules booklet

Game Setup
Take six totem figures of a single color and place them in a
starting area. The starting area is called your “Temple”. Totem
figures may be placed in any location within your Temple.



   Selecting a Dice-Stick
Choose a dice-stick that has not been used by another
player this turn.

   Moving Totem Figures
Each dice-stick is dedicated to
one of the Mansuba figures.
You will see icons of that figure
on the four sides of the stick.
This number of icons represent
the maximum amount of
movement that figure may use.
One side of the dice-stick has
the special Immortal Naal
symbol    , ignore that for now,
we will talk about it later.

There are two types of movement a totem figure may perform:

   1. Simple – the totem figure moves from its current
space to an adjacent empty space.
   2. Jump – the totem figure moves (jumps) from its
current space in a direct line over a single totem
figure and into the empty space on the other side
of the jumped totem figure. You may not pass over
multiple totem figures with a single jump.

A totem figure
may move any
combination of
simple moves and
jumps up to the
number shown on
the face-up side
of its dice-stick.

The Pharaoh’s 7 Laws of Movement

1. You move only your own totem figures as
determined by your chosen dice-stick, unless
you invoke law #6.

2. You may jump your own totem figures or the
totem figures of other players.

3. You may not re-enter your Temple during
your move once you have left it.

4. You may not enter the Temple or Pyramid of
any other player.

5. Once your totem figure enters your Pyramid,
it never leaves the Pyramid.

6. You may invoke the power of the Immortal
Naal when it is offered to you.

7. You may “sacrifice” your chosen dice-stick
for a single move (simple or jump).

   Sacrifice

You may sacrifice one of the dice-sticks to move any one
of your totem figures. After selecting the dice-stick, move
any one of your totem figures one. This move may be either
a simple or jump movement.
For example, you may select the Crocodile dice-stick, denying
it to other players for the turn, and move your Cat one.

   The Immortal Naal
On one side of each dice-stick is the special symbol
called the Immortal Naal. It represents the irresistible power
of the great river Naal and the ability to move your
enemy’s totem figures.
If you choose a dice-stick with the Immortal Naal on the
face-up side, you may move either your matching totem
figure OR invoke the power of the Immortal Naal and
move another player’s matching totem figure. If you
“sacrifice” an Immortal Naal dice-stick you may move any
totem figure on the board one move, subject to the Pharaoh’s
7 Laws of Movement.
For example, the Cat dice-stick lands with the Immortal Naal
symbol face-up. The player may move her Cat or any
opponent’s Cat 2 movement. She may also “sacrifice” that
Cat dice-stick and move any totem figure 1 movement.

Beguile
The final and most critical element of Mansuba is each
totem figure’s innate ability to Beguile. Each figure “beguiles”
a different figure. The balance between the totems is shown
on the board (Jackal beguiles Cat beguiles Crocodile, etc.).
If the totem figure you are moving jumps a totem figure
that it beguiles, return the beguiled totem figure to the
owner. The owner immediately places that totem figure in
any location in her/his Temple. Figures always beguile.
For example, if your Cat jumps your Crocodile, then your
Crocodile is beguiled and you must return your own Crocodile
figure back to your Temple.
If a beguiled totem figure cannot return to its Temple
because all the spaces in the Temple are full, then the totem
figure is not sent back. It remains where it is on the board.

End and Winning the Game
The game ends when all six of a player’s totem figures
are in their pyramid section. The first player with all six
totem figures in their pyramid is the winner.
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