Peaceable Kingdom plays cooperatively.

We believe that children (and adults!) thrive when they work
and play together in respectful ways. Cooperation encourages bonding,
teamwork, shared decision-making, trust, and emotional health.
Share the joy of playing cooperatively.

See all of our cooperative games at our web site!

www.peaceablekingdom.com

Lose
a piece?

Contact us for lost or broken
free replacement pie
peaceablekingdom.com
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/\  WARNING:
CHOKING HAZARD — Small parts.
Not for children under 3 years.

Peaceable Kingdom®
Berkeloy, CTA 74710
peackablekingdom.com
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& Potion Bottles
with Ingr!dlerlts
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& Cauldron Ingredients:
rotten egg, peison mushroom,
horned toad, eye of newt,
dandelion root, and bat wing
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& Path Blockers

1 Wizard Hat
with stand

3 Magic

1 Game Board Dice

\/

Ages 6%
2-4 players
20 minutes

Instructions

Get the three correct ingredients into the Cauldron before all six of the paths are blocked.

The evil Wizard has cast a spell to destroy the kingdom! You have the power to create a potion
Ob 'ect to break the spell, but you must work together. Your quest is to find the three correct ingredients
J hidden under the potion bottles and move them up the paths and into the Cauldron before the
Wizard blocks all of the paths. If you do not get all three potion bottles with the correct ingredients
to the Cauldron before the paths are blocked, the Wizard triumphs and the kingdom is destroyed.

S t u [ 1 Set out the board where @ Turn the Potion Bottles ingredient-side down and mix them up.
€ p ‘ everyone can reach it. Without looking, place one Petion Bottle ingredient-side down
on each of the ({8} spaces on the board.

&

Turn the Cauldron Ingredients
face down and mix them up. Without
locking, choose three of them and
place them face up in the Cauldron
in the center of the board. These are
the three ingredients you will need
to break the evil Wizard's spell. Set
the other Cauldron Ingredients
aside. They will not be needed,

Mix up the Path Blockers
and place them face down
near the board.

P

Place the Wizard Hat on the
arrow on the purple path on
the board. This is the Wizard's
Ring, The Wizard moves only on
this ring and only in a clockwise
direction.

¢=3 Place the 2 Action Dice, 3 Magic
6 Dice, and the Spell Breaker Token

@ near the board where all players can

reach them.




You will begin each turn by rolling the
H white Action Dice. These dice will tell you
OW what to do on your turn.
to Pla Remember: Cauldron Quest™ is a cooperative
y game - work as a team and help each other
determine the best move on each turn.

<, Roll the Magic Dice
’ Work your magic! Roll the three black

Magic Dice to try to release a magic charm.

b

f g. Magic charms help you reveal ingredients, swap
Potion Bottles, or move past Path Blockers and

- _ " the Wizard. If you are successful, use the charm.
Move a Potion Bottle | The Wizard Moves = I you arenot, itis the next player's turn.
B

%‘ Move any Potion Bottle the number of spaces " Move the Wizard clockwise on the Wizard's Ring the
i % shown on the die. '

A number of spaces shown on the die. If the Wizard
: P : 5
' * You can move any Potion Bottle even if the ingredient 3

passes by or stops on a Potion Bottle on the ring, that Roll any number of the 3 dice up to

. has not yet been revealed. Learn how to reveal an ingredient - Potion Bottle must go back to the nearest open L__.ﬂi 3 times to try to use a charm. Always S‘W'ap Charm
in the purple Magic Charms section an the next page, space on the board. 'Ele'dare which charm T3l wantio try Roll All Odds
. Pj:-tion I‘:I‘uttlv.:as can move up an::i d?wn paths and in /G\. Path ]S BlUC‘QE d for- e Yetgoll the dice. Roll 3 odd numbers to swap any
either direction on the Wizard's Ring. two Potion Bottles anywhere on the board. For instance,

swap a Potion Bottle that is on a blocked path with one that is not.
Reveal Charm

Tip: You might want to wait until you have
revealed a few ingredients before swapping.

X

Wizard's Ring or past a Path Blocker that has been the Path Blockers face up and place it on the matching ™=
placed on the board. ' path space on the board. That path is now blocked. A
* A Potion Bottle cannot move into the Cauldron until « |f a Potion Bottle is on the space, it moves back to the

its ingredient has been revealed . nearest open (= space. B

» Potion Bottles cannot move past Path Blockers on the
board but they can move along the Wizard's Ring to
an unblocked path. C

* Potion Bottles cannot move past the Wizard on the %"f . Ohno, the Wizard has blocked a path! Turn one of
J

Roll All Evens

Roll 3 even numbers to reveal an
ingredient. A Potion Bottle must
have its ingredient face up before it
can be added to the Cauldron. The Reveal Charm allows you
to turn the Potion Bottle ingredient side up. You must first roll

* You do not need an exact roll to move a Potion Bottle
into the Cauldron,

Super Power Charm
Roll a Total of 12 on all 3 dice

» If a Potion Bottle is on a space above the Path Blocker 3 even numbers to release this charm's power to reveal the The S'fPE" Power Challrm ﬂ,”n“.'s you to move a Potion Bottle past
e e e P ra i Canl Aron AT ingredient, Leave the Potion Bottle ingredient side up for the the Wizard on the Wizard's Ring or past a Path Blocker on a path.
remainder of the game. If the numbers on the 3 dice add up to 12, you can move
* Toremove one Path Blocker, use the Spell Breaker Token. any Potion Bottle up to 6 spaces. You may move into the

Tip: Reveal ingredients early in the game so you ; : S
knaw which Potion Bottles you need to move. Cauldron if the ingredient is revealed.

Sample Magic Dice Roll
You declare that you want to try for the Reveal Charm. You can roll a total
of three times to get all even numbers,

For example, on your first roll, you roll If you roll an Even number and
2 Even numbers and 1 Odd. all 3 dice have Even numbers,
you have successfully rolled the Get the three Fotion Bottles with the
Reveal Charm and you can turn correct ingredients into the Cauldron
g over any Potion Bottle to reveal before the Wizard blocks all of the paths
an ingredient. and you all win!

fonhghe two ol et andthey Evmsh If the Wizard blocks all six paths before
number on the third die.

. e : g the three Potion Bottles with the correct
Use this token at ANY point in the game to remove one Path Blocker from the board. Removing the On your second roll, you leave 2 and 4 ingredients are in the Cauldron, the
Path Blocker opens the blocked path, The Spell Breaker Token can be used only ONCE during the

game. Turn it face down after it has been used. The Path Blocker that was removed from the board is then

turned face down and put next to the board with any other remaining Path Blockers. It is now back in play.
The Spell Breaker Token must be used before all six of the Path Blockers are on the board.

and re-roll only 5. Wizard wins.
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