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MISSION OF THE GAME
Your task is to take the 12 tribes of Israel out of the slavery of Egypt
and lead them with Moses into the Promised Land. During their
journey, the people of Israel face many difficulties which can affect their
morale. The task of Moses (the player) is to keep their morale high
enough, otherwise traveling will stop. God is with Israel in the pillars of
cloud and fire. God helps his people to reach the destination by giving
manna from Heaven and water from the rock. Sometimes stubborn
people stir up the wrath of God and they have to sacrifice sin offerings
in order to reconcile their deeds and get blessings. God rewards the
obedience of people by letting them carry the Ark of the Covenant. The
winner is the one who reaches the goal and first offers a Sacrifice of
Thanksgiving.
The game is based on the real historical events recorded in the
Bible.
Game components

Number of pieces

Game board (English – Finnish)
Tribal boards (English – Finnish)
Tribal discs: 12 tribes x 4
Tribal cards: 12 tribes x 4 + Abraham x 4 (English – Finnish)
Pawns ("Moses")
Dices: cube dice and pyramid dice
Ark of the Covenant
Artifacts: Tables of Testimony, Rod of Aaron, Pot of Manna
Reversal discs: water, manna, quail, snake, grape, dry bones
Plague discs
Refuge cards: Pillar of Fire, Pillar of Cloud, Breastplate
Enemy cards
Silver coins
Golden plates: Prizes 1–3
Rulebook (English and Finnish)
Player’s ABC for one turn (English – Finnish)
Easy Rules for Beginners (English – Finnish)
Spare pieces are included: 8 empty reversal discs,
6 tribal discs, 2 square cards and 2 rectangle cards.
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1
4
48
52
4
2
1
3
30
10
24
6
50
3
2
4
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BASIC RULES AND RULES FOR EXPERIENCED
PLAYERS
Choose first which rules you are going to use. Basic rules are meant to
be used mainly when there are less experienced players involved.
When everyone understands the basic rules, it is best to move ahead
and use the game rules for experienced players. The advanced rules
offer new and interesting challenges.
When playing with the basic rules, players will skip rules written on a
grey background, as these are only for experienced players.
STARTER SETTING – BASIC RULES
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TO START

Separate the game parts from the background boards before the first
game. The discs and cards to be set on the game board have a blue star
pattern on the back and those to be set on the tribal board have a red
star pattern with a blue star in the center. Please see the detailed
description of the different parts on pages 22–25.
1. Set the game board on a level surface.
2. Each player chooses a pawn and a tribal board and 12 different tribal
discs, which are set in their own place on the tribal board faceup.
3. Shuffle the tribal cards carefully and set them facedown on the game
board into the upper tribal card spot. The lower spot is for used cards.
4. a) Set the numbered plague discs in the red and white plague circles
on the left side of the game board. Set each disc faceup in their own
place according to their number.
b) Experienced players will set the plague discs facedown.
5. Shuffle the reversal discs (water, manna, quail, snake, grape and dry
bones) facedown on the game board and set them in the white circles
7–47 between the Red Sea and Jordan.
6. Set the enemy cards in their own place on the game board facedown.
7. Give one of each refuge card to every player (the Pillar of Fire, the
Pillar of Cloud and the Breastplate). Set the remaining refuge cards
faceup in a pile on their own places situated at the upper part of the
game board.
8. Give five (5) silver coins to each player. The remaining silver coins are
left in the main cash.
9. Set one (1) silver coin into the camp cash from the main cash.
10. Set the Ark of the Covenant on one of the YHWH squares.
11. Set one artifact (the Tables of Testimony, the Rod of Aaron and the
Pot of Manna) on each of the YHWH squares.
12. Give each player an ABC card.
13. Choose one player to be the cashier; he/she
is in charge of the main cash and the camp
account.
14. Golden plates are left in the main cash.
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OBJECTIVE OF THE GAME
The objective of the game is to take the people of Israel into the
Promised Land before the other players. The journey takes place by
moving the pawn according to the dice. The winner is the one who
reaches the goal (circle 55) and first offers the Sacrifice of
Thanksgiving (12 silver coins).
THE IMPORTANCE OF MORALE FOR TRIP PROGRESS
Players must aim to keep the morale of the tribes of Israel high during
the journey. People with high morale move faster. The morale of the
people is determined by turning tribal discs facedown or faceup on the
tribal board (or by setting snake or plague discs on top of tribal discs or
by removing them.)

Sometimes you can defend yourself with different means against
events that attempt to lower your morale, but not always. When morale
is down, a player can lift it up by various means. However, lifting up
moral will consume your limited time and resources.
You can move forward by using two dices. The six-sided dice is to be
used when the morale is up and the four-sided dice when morale is
down. If your morale is really down, it can stop the people entirely.
See moving, page 9.

6

GAMEPLAY
The beginner of the game is determined by throwing the six-sided dice.
The one who gets the biggest number starts.
Phase 1
Each player sets their pawn on the tribal board according to the color
shown on each circle.
On their turn, each player
1) (instead of throwing the dice) turns the next plague disc in numerical
order upwards and
2) draws either a tribal card or silver coin(s) from the camp cash (rules
for the camp cash and tribal cash are found below).
Each player repeats the same method until all the plague discs are
turned faceup.
Phase 2
Players will set their pawns on the game board in the red starting
circle. This is the first Passover, which you will spend eating the
Passover Lamb, ready for the journey into the desert.
Each person will play their turn according to the game rules
(explained in Player's Rules for One Turn).
The player to the left will be the next player to move.

CAMP CASH AND TRIBAL CARDS
When you reach a circle marked with blue plus (+) sign on your
turn, you can draw camp cash or a tribal card.
Withdrawal of camp cash
Camp cash is not needed when playing with basic rules. Just draw one
silver coin from the main cash.
Each player takes all silver coins from the camp cash and moves one
silver coin from the main cash into the camp cash at the end of their turn.
There has to be at least one silver coin in the camp cash all the time.
7

Withdrawal of tribal cards
Draw the top card from tribal card pile.
1) Player draws two tribal cards and chooses the one that pleases him/
her the most. The other card is placed in the discard pile.
2) Player moves one silver coin from the main cash into the camp
cash, causing the amount of money in cash to increase.

PLAYER'S RULES FOR ONE TURN
Each player chooses to do certain things in the order given below. The
order cannot be changed. A player does not need to accomplish all
functions, only point 3 is mandatory.
1. The use of tribal cards
2. Hiring or bribing an enemy
3. Moving, equipping or sin offering
4. Buying or using an artifact
5. Attacking against other players
6. Redeeming the Ark of the Covenant
(Short descriptions of different functions are included as a quick guide
in the Player's ABC card given to each player.)

1. The use of tribal cards
Lift up the morale of people by giving up a tribal card from your hand to
the discard pile and turn the tribal disc corresponding to the card
faceup (or remove plague or snake disc). You are allowed to turn as
many tribal discs as you want. You can replace any tribal card with the
Abraham card!
By using the Judah and Ephraim cards simultaneously you can lift up
the morale of six tribes.
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2. Hiring or bribing an enemy
You can activate the enemy by hiring it with one silver coin. The
activated enemy will stop all players passing by. You can hire
only those enemies you have not passed by yet. Place a silver
coin in the main cash and turn the enemy card faceup.
When the enemy is activated, a player passing by has to
stop in the corresponding circle even if the number of the
dice is bigger. The player can carry on the journey on the
next turn. (Circles that correspond to enemies are marked
with additional frames and saber, and places of cards are
marked with numbers.)
Strategic enemies effectively slow down a player
if they have gained a lead.

Attention! In front of each enemy circle is a star sign, meaning that
your morale will be lowered with 3 tribal discs if you are not using a
proper refuge card.
Bribe the threatening enemy to pass you by paying him two silver
coins. Pay money into the main cash and turn the wanted enemy card
facedown.
3. Moving, equipping or sin oﬀering
If you do not say what you are going to do before throwing the dice you
have to use the dice number for moving.
A. Moving
Move forward according to the cube dice or the pyramid dice towards
the goal:
• Throw the cube dice when the morale of the people is high;
7–12 tribal discs are faceup.
• Throw the pyramid dice when the morale of the people is
down; only 3–6 tribal discs are faceup.
• You are not allowed to move if the morale of the people has
collapsed; when at most 2 tribal discs are faceup. If so, you have to
equip yourself or offer a sin offering.
9

• If you have the Ark of the Covenant, you can make an additional step
if you want = number of the dice +1.
• If you have got an artifact (the Rod of Aaron, the Pot of Manna, the
Tables of Testimony), you can buy an additional step with one (1) silver
coin = number of the dice +1. You can make the decision also after
throwing the dice.
When entering into a circle, pick up the available reversal disc.
Act at the circle according to the signs given by the side of the
circle. Detailed explanations are found in the upper left corner of the
game board and at the end of Rulebook under the title
TRAVEL INSTRUCTIONS.
B. Equipping
Equip yourself by throwing the cube dice. Draw a refuge card or silver
coins according to the number of the dice.
1 = Pillar of Fire
2 = Pillar of Cloud
3 = Breastplate
4 = 4 silver coins
5 = 5 silver coins
6 = 6 silver coins
If there are no more refuge cards or silver coins in the cash, you do not
receive anything.
You can change the number of the dice up or down by
using a tribal card with +/- sign.
For example: You can change the number 4,
by which you are about to get 4 silver coins.
If you need the Breastplate instead, you can decide to use a
tribal card with a +/- sign. Now you can decrease one number
of the dice (4-1=3) and you get the Breastplate OR if you want
5 silver coins, you can add one number of the dice (4+1=5).
Some cards have a +/- 2 sign. With this kind of card you can change
the number of the dice two numbers up or down according to the
model given above. When you use a tribal card you have to give it up
into the discard pile. In addition to these rules, Judah and Ephraim or
Abraham cards have a +/- 1-2 sign. That means you can change the
number of the dice one or two numbers in the direction you want.
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C. Sin oﬀering
Offer one of the sin offerings in order to lift up the morale of the people.
• Pray for mercy: This is free of charge; turn one tribal disc faceup (or
remove plague or snake disc set on it).
• Buy a sin offering: Pay 3 silver coins, throw the pyramid dice
and turn tribal discs faceup according to the number of the dice.
• Buy two scapegoats and send the other one into the
desert: Pay 5 silver coins, throw the pyramid dice and turn tribal
discs faceup according to the number of the dice +2. (This is an
offering given at the Day of Atonement.)
Break The Tables of Testimony: If you have got the Tables of
Testimony, return them into one of the YHWH-squares. People will
receive mercy and you can turn 6 tribal discs faceup. Each player can
do this only once per game.
4. Buying or using an artifact
Artifacts (the Rod of Aaron, the Pot of Manna, the Tables of Testimony),
cannot be purchased and used on the same turn. Buy a free artifact
with 5 silver coins
or use the artifact in your possession in order to cure the morale and
return it into one of the YHWH Squares. Please see artifacts on page 15.
5. Attacking against other players
Attacking is allowed only when both attacker and victim have crossed
the Red Sea (circles 6–54).
• You can buy a plague disc to be set on top of another player's tribal
disc with 2 silver coins. Each plague can be used only once during the
game.
Slowing down an opponent with boils
is very cruel but effective.

• You can set a snake disc in your
possession on top of another player's tribal disc.
• This player can counter the influence of the snake disc
immediately with another snake disc.
--> Both discs will be removed from the game.
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• A successful attack will lower the morale of the people in question.
You can get rid of the harm caused by an attack by using a
corresponding tribal card or by offering a sin offering.
6. Redeeming the Ark of the Covenant
• The Ark of the Covenant is a circulating resource given to the first
player who passes Mount Sinai.
• When more players have passed Mount Sinai, the Ark of the
Covenant can be taken if you have got the highest morale. Taking the
Ark of the Covenant will happen at the end of your turn.
• A player who has got the Ark of the Covenant can always make an
additional step on his/her turn, if willing.
Keep the morale high, and God will reward you with the honor of carrying
the Ark of the Covenant and your faithfulness with speed up your journey.

RESOURCES
Do not show drawn cards to other players. You can use the resources
in your posession when needed.
Tribal cards
There are 13 different tribal cards; one for
each tribe of Israel and one card for
Abraham.
• You can draw a tribal card (or silver coin/s)
when reaching a circle marked with a blue
plus (+) sign.
• Using tribal cards will lift up the morale
of the people.
• Use a tribal card by placing the card corresponding to the tribe with
low morale on the discard pile. Then you can turn the tribal disc
faceup or remove the plaque or snake disc set on it.
• You can use one or more tribal cards on your turn.
• At the end of the game, tribal cards can be used as part of the
Sacrifice of Thanksgiving.
• Used tribal cards will be set into the discard pile faceup.
• If tribal cards run out from the withdraw pile, shuffle the discard pile
carefully to be used again.
12

Refuge cards
The refuge cards are the
following: the Pillar of Fire, the
Pillar of Cloud and the
Breastplate.
• At the beginning you receive one of each.
• Later on you can get more refuge cards when you equip yourself.
• Use of refuge cards prevents the lowering of morale.
When you enter into a circle marked with the Star of David, you must
use a refuge card corresponding to the color or otherwise the next
player can turn 3 of your tribal discs of his/her own choice facedown.
• You can use the Pillar of Fire card in circles marked with yellow
stars: (5, 17, 18, 25, 28, 29, 47)
• You can use the Pillar of Cloud card in circles marked with blue
stars: (15, 17, 20, 37, 43, 44, 48)
• You can use the Breastplate card in circles marked with red
stars: (16, 17, 27, 36, 45, 46, 49, 52)
• At the end of the game refuge cards can be used as part of the
Sacrifice of Thanksgiving.
• Used refuge cards are placed back on the game board in their own
place faceup.
Silver coins
• You can draw silver coins from the camp cash (or a tribal
card) when reaching the circle marked with a blue plus (+) sign.
• You can get money also by equipping yourself.
Silver coins can be used in many different ways:
• For buying an artifact
• As a help for moving (if you have got an artifact)
• For attacking with plague
• For hiring or bribing an enemy
• For making a sin offering
• As the Sacrifice of Thanksgiving at the end of the game
• Used silver coins will be put into the main cash.
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Reversal discs
There are six different reversal discs in the game: water, manna, quail,
grape, snake and dry bones.

• When you arrive into a circle with a reversal disc, you can take the disc.
• Use of reversal discs prevents morale from decreasing.
When you enter into a water, manna, or quail circle, you have to use the
corresponding reversal disc, or the next player can turn one of your tribal
discs of his/her own choice facedown.
• Water disc can be used at water circles:
(9, 14, 28)
• Manna disc can be used at manna circles:
(13, 21, 24, 30, 35, 39, 42)
• Quail disc can be used at quail circles:
(12, 19)
• Grape disc can be used to replace water, manna, or quail
disc.
• If you enter into a circle with green borders (31, 38) you end
up wandering in the desert if you do not give up a snake disc.
• Moreover, with the snake disc you can attack the other player's tribal
disc. This attack can be countered with another snake disc.
• Dry bones reversal discs can be used only at the end of the game as
part of the Sacrifice of Thanksgiving.
• Dry bones equals any tribal card at the Sacrifice of Thanksgiving.
• At the end of the game, all other reversal discs except snake can be
used as a part of the Sacrifice of Thanksgiving.
• Used reversal discs are taken off the game.
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Artifacts
The artifacts of the game are the following: the Rod of Aaron, the Pot of
Manna and the Tables of Testimony.

• You can purchase the Rod of Aaron or the Pot of Manna right away
after crossing the Red Sea. (circle 6).
• The Tables of Testimony can be purchased only when you arrive at
Mount Sinai (circle 17).
Artifacts are surprisingly useful. Especially the Tables of Testimony
help those with low morale.

• One artifact costs 5 silver coins.
• One player can possess only one artifact at the time.
• You are not allowed to purchase and use an artifact on the same turn.
A player who has got one of the artifacts, can purchase one
additional step with one silver coin. The player can decide if he/she
want's to buy an additional step after throwing the dice.
Artifacts can be used to preserve or lift up morale by the following
means. When used for that purpose, artifacts should be returned to
their own place into one of the YHWH squares.
The Tables of Testimony can be used for a sin offering and to turn 6
tribal discs faceup (and/or remove snake or plague discs from the top of
the tribal discs). Each player can use the Tables of Testimony as a sin
offering only once during the game. Using the Tables of Testimony
equals making a sin offering; you are not allowed to move or equip
yourself during that turn.
The Rod of Aaron can be used to replace the Pillar of Fire, the Pillar of
Cloud or the Breastplate card in the circles marked with stars.
The Pot of Manna can be used to replace water, manna or quail discs.
When using or simply returning the Pot of Manna you receive 2 silver
coins from the main cash.
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Ark of the Covenant
The Ark of the Covenant will join the game after the first player has
passed Mount Sinai. That person will keep the Ark of the Covenant
until another player with higher morale passes by Mount Sinai. Then
the Ark of the Covenant will pass on to that player. The Ark of the
Covenant is a circulating resource which is kept by the player with the
highest morale. The same morale level is not enough to redeem the
Ark of the Covenant from another player.
A player with the Ark of the Covenant can take one
additional step on his/her turn, if willing. The player can
decides about taking the additional step after throwing the dice.
When the player holding the Ark of the Covenant arrives into the goal
circle, the Ark will be returned back into one of the YHWH squares.
After that the player with the highest morale can take the Ark of the
Covenant at the end of his/her turn.
Be careful – a player who touches the Ark of the Covenant
in a wrong manner will perish.

ADDITIONAL MORALE RULES
The tribes at the tribal board are divided into four different groups with
three tribes each.
If one (or both) of the horizontal groups have lost their morale (all three
tribal disks are turned facedown or they are under a snake or a plague
disc), you are not allowed to choose from two tribal cards but you have
to take the card on the top when reaching a circle marked with a plus
sign.
Also, if three vertical tribal discs placed on top of each other are turned
facedown (or they are under a snake or a plague disc), you are not
allowed to use the (+/-) feature as a help with the number of the dice
when equipping yourself.
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TRAVEL INSTRUCTIONS

(The fast guide is by the side of the game board.)

Marks of the circles and their meanings:
Circles with red borders: 5, 49.
Crossing over the Red Sea and the Jordan. • You are not allowed to pass
these circles if the morale of all 12 tribes is not high. • Act according to
the marks in front of the circle and lift up the morale if needed.
Enemy circles: 15, 37, 43, 44, 45, 46.
• If the enemy card corresponding to the circle is turned faceup, the
enemy will stop you in the circle for the rest of the turn, even if the
number of the dice is bigger. • Act according to the marks in front of the
circles and continue normally on your next turn.
Circles with green borders: 31, 38.
40 years in the desert. People complain against God and loose the
guidance of God. • Give up a snake disc or wander in the wilderness
along an additional route pointed out by an arrow.
Water circles have blue borders: 9, 14, 28.
People are thirsty. God will miraculously give them water to drink.
• The morale of the people falls by 1 tribe if you do not use a water disc.
Quail circles have brown borders: 12, 19.
The Lord will give quails to the complaining people to eat. • The morale of
the people falls by 1 tribe if you do not use a quail disc.
Manna circles have orange borders: 13, 21, 24, 30, 35, 39, 42.
Manna is not to be gathered on the Sabbath day. If you have no manna
the people go hungry. • The morale of the people falls by 1 tribe if you do
not use a manna disc.
Circles marked with yellow stars: 5, 17, 18, 25, 28, 29, 47.
The Lord is leading His people by the Pillar of Fire. • The morale of the
people falls by 3 tribes if you do not use a Pillar of Fire card.
Circles marked with blue stars: 15, 17, 20, 37, 43, 44, 48.
The Lord is leading His people by the Pillar of Cloud. • Morale of the
people falls by 3 tribes if you are not using the Pillar of Cloud card.
Circles marked with red stars: 16, 17, 27, 36, 45, 46, 49, 52.
High priests are seeking an answer by the Breastplate. • The morale of
the people falls by 3 tribes if you do not use a Breastplate card.
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Circles marked with blue plus signs:
People gain power from the Word of God. • Withdraw the camp cash or a
tribal card.
Circles with reversal discs:
God is blessing His people. • You can use a reversal disc immediately or
keep it for later use.
Key scenes:
Crossing over the Red Sea and activity after that:
• When entering into the circle with red borders (5) you can
cross over the Red Sea, but only with full morale. God saves
Israel and destroys the army of Egypt. After salvation (circle 6->) you can:
• Buy the Rod of Aaron or the Pot of Manna with 5 silver coins.
• Attack another player who has crossed over the Red Sea.
Scenes on Mount Sinai and activity after that:
Mount Sinai is a place of blessings. Here God manifests himself in
power. Therefore, people have to be very pure to avoid the wrath of God.
People will stay here until the Tent of Meeting is made ready.
• You have to stop here even if the number of the dice is
bigger. Act according to the marks by the side of the circle:
• Withdraw the camp cash or a tribal card 3 times on your
turn.
• Use 3 different refuge cards, otherwise your morale will fall
by 3 tribes for each missing refuge card.
• While arriving at Mount Sinai you can buy the Tables of Testimony with
5 silver coins.
• Carry on normally on the next turn if the morale of the people is not too
low (discs of 10-12 tribes are not facedown).
• The player who passes the circle 17 with the highest morale will receive
the Ark of the Covenant at the end of his/her turn.
Crossing over the Jordan River and the Promised Land:
(circles 49–55)
• You have to stop at the bank of the Jordan River if one or
more tribal discs are facedown on the game board.
• You can cross over the Jordan River and move to the Promised Land
only with full morale; that means all 12 tribes have to be faceup.
• When the player with the Ark of the Covenant arrives at the goal circle
(55), The Ark will be returned immediately to one of the YHWH Squares.
18

END OF THE GAME
A player who first arrives at the green goal circle (55) and offers a
Sacrifice of Thanksgiving in front of God's Tent of Meeting is the winner.
If you do not have enough offerings, you have to collect more resources
on your next turn by equipping yourself with the cube dice.
Sacriﬁce of Thanksgiving:
Offer the Sacrifice of Thanksgiving worth 12 silver coins. In addition to the
silver coins, you can use the following resources as part of the Sacrifice
of Thanksgiving :
• Artifact = 3 silver coins
(the Tables of Testimony, the Rod of Aaron, the Pot of Manna)
• Refuge card = 2 silver coins
(the Pillar of Fire, the Pillar of Cloud, the Breastplate)
• Tribal card = 1 silver coin
• Reversal disc (except snake) = 1 silver coin
Experienced players – Sacriﬁce of Thanksgiving:
You have to have 12 different tribal cards for the Sacrifice of
Thanksgiving. You can replace no more than 6 missing tribal cards with
silver coins. One silver coin equals one tribal card. You can gain more
tribal cards by exchanging resources for tribal cards.
You are not allowed to equip yourself and exchange tribal cards on the
same turn.
You can redeem up to 6 tribal cards on one turn:
• An artifact can be exchanged for three tribal cards.
• A refuge card can be exchanged for two tribal cards.
• You can give up two tribal cards of your own choice into the discard pile
and withdraw one card from the tribal card pile for yourself.
• You can exchange reversal discs for one tribal card except snake disc.
• The dry bones disc equals any tribal card.
A er oﬀering the Sacriﬁce of Thanksgiving
• Silver coins will be returned into the main cash.
• Artifacts and refuge cards will be returned to their own place.
• Tribal cards are given up into the discard pile.
• Reversal discs are taken away from the game.
• Finally, you can place the Golden Plate marked with the
number at the center of your tribal board to mark your prize.
19

BACKROUND OF THE GAME AND MEANING OF
RESOURCES
THE FAMILY OF ISRAEL MOVES TO EGYPT AND
ESCAPES FROM THERE TO THE PROMISED LAND
The God of Abraham, Isaac and Jacob appeared to Moses nearly 3500 years
ago at the burning bush and revealed His name "I am who I am" (YHWH).
Then Moses received an order to lead the people of Israel from the slavery of
Egypt into the Promised Land.
Jacob, that is, the family of Israel, altogether 70 persons, moved from the land
of Canaan into the land of Egypt over 400 years ago, where the sons of Jacob
sold their brother Joseph into slavery. In Egypt, Joseph rose to a high position
and saved the Egyptians from famine. After the death of Joseph, the Pharaoh
changed and the people of Israel became slaves. They had to build the
storage cities of Egypt called Raamses and Pithom.
The Pharaoh at the time of Moses feared the people who had become strong
and numerous, with the men capable of war numbering over 600 000.
Because Pharaoh did not want to set the people of Israel free from slavery,
God poured out 10 plagues over Egypt. The last one of them was the death of
all the firstborn of the Egyptians. The Israelites sacrificed one year old lambs,
the blood of which kept them safe from death. That was the first Passover.
After that, the people of Israel left Egypt, led by Moses, with the treasures of
Egypt and started their journey towards the Promised Land.
Scene circles at the beginning of the journey: Israelites left the land of Egypt,
Raamses (1) ready for the battle of Sukkoth (2). Suddenly God led them via a
desert road to the Red Sea and they camped by the side of the wilderness of
Etham (3–4). From there the Israelites turned back and camped at Pi Hahiroth
(5). The Red Sea split and the Israelites crossed over the sea by foot, but the
host of the Pharoh drowned into the sea.
In the wildernesses of Shur and Etham, the people traveled three days without
finding any water (6–8). The water at the fountain of Marah was bitter (9).
There were 12 fountains and 70 date palms at Elim (10). From there, the
journey continued into Rephidim, but there was no water and the Amalekites
attacked them (14–15). When two months had passed since leaving Egypt,
the Israelites arrived at the wilderness of Sinai (16) where God had appeared
to Moses at the burning bush. At Mount Sinai (17), God made a Covenant with
Israel, but the people fell into sin worshipping a golden calf. Moses got angry
and smashed the Tables of Testimony given by God and commanded the
Levites to restore discipline in the camp. Then they were separated as
firstfruits to God.
20

The Israelites stayed at the foot of Mount Sinai until the Tent of Meeting and
the Holy Items were made ready, exactly one year after they left Egypt. Then
they celebrated Passover with the Tabernacle of God in the center.
The Israelites left the Mount of the Lord and traveled three days wih the Ark of
the Covenant going in front of them and pointing out places where the people
could rest. At Taberah (18), people started to cry and grumble. That was not
pleasing to the Lord, so He got angry and sent fire into the midst of them,
causing it to destroy the outskirts of the camp. People cried out to Moses for
help. Moses prayed to the Lord and the fire ceased. At Kibroth Hattaavah (19)
the people complained for the lack of meat. At Hazeroth (20), Miriam and
Aaron mocked Moses for taking a Nubian woman as his spouse. Miriam was
punished with leprosy but got healed after Moses prayed to the Lord. The
Israelites moved from one camping place to another (21–24), until the Cloud
stopped at the wilderness of Paran. Moses sent 12 men to spy out the land of
Canaan (one leader from each tribe of Israel).
The people arrived to Kadesh Barnea (25–28) two years after leaving Egypt.
The spies sent out by Moses returned to the camp after 40 days and brought
the fruits of the Promised Land with them as proof. Still, only Joshua and
Caleb wanted to go and take the Land whereas the other 10 spies were
against it. The people rebelled against Moses and Aaron at the camp. After
that, they tried to conquer the land but failed because God was not with them
when they fought against the Amalekites and the people of Canaan. After that,
God changed the 40 days enquiry trip into 40 years of wandering in the desert.
Miriam died at Kadesh and the people again rose against Moses and Aaron for
the lack of corn, figs, grapes, pomegranates and and even water to drink.
At the mountains of Seir (29–31), the Israelites wandered aimlessly for
decades until all the men capable of war had died (those over 20 years old
when leaving Egypt). Moses asked for permission from the king of Edom to
pass through their land, but was refused and so the people had to go around
the land of Edom. At Ezion Geber (32), the people of Israel finally got
permission to turn towards the north but they had to leave Edom, Moab and
Ammon in peace. The people traveled via the road of Moab (33–35) towards
the Promised Land.
Priest Aaron died at 123 years old and his son Eleasar got the garments of the
High Priest at Mount Hor (36). When the people overcame the Aradians (37),
they complained again about the food. God sent poisonous snakes among the
people (38), and for that reason Moses made a bronze snake to save the
people from the bites of the snakes. The people crossed over the Brook of
Zered 38 years after leaving Kadesh Barnea and 40 years after leaving Egypt
(39–41). After that, the people crossed over the Arnon River (42) and got into a
war with two Amorite kings (43–44) and were finally persecuted by Moab and
Balaam (45–46) at the borders of the Promised Land.
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MEANING OF RESOURCES ACCORDING TO THE BIBLE
The Lord (YHWH) "spread a cloud for a covering, and fire to give light
in the night. The people asked, and He brought quail, and satisfied
them with the bread of heaven. He opened the rock, and water gushed
out; it ran in the dry places like a river."
The stages of the journey in the desert are found in the books of
Moses. On the game board, the stars of David represent each
significant scene during the 40-year-long wandering in the desert.
Pillar of Cloud:
The Pillar of Cloud led the Israelites during the day all the way during
their journey in the desert from Egypt to Jordan and
showed them camping places. At the camp, the Pillar of
Cloud was on the Tent of Meeting. When Moses went to
the Tent of Meeting, the Pillar of Cloud descended and
stayed at the door of the tent while the Lord (YHWH) was
speaking to Moses.
Pillar of Fire:
The Pillar of Fire led the Israelites at night all the way during their
journey from Egypt to Jordan. At the camp, the Pillar of
Fire was on the Tent of Meeting. When the Israelites
crossed over the Red Sea (dried by the east wind sent by
God), the Egyptians tried to attack them and the Lord
(YHWH) looked from the Pillar of Fire towards Egyptians
and drowned them.
Breastplate:
A part of the garment of the High Priest serving at the Tent of Meeting
was the Breastplate, which had 12 gemstones; one for
each tribe of Israel. When the High Priest, Aaron, stepped
into the Tabernacle, he carried all the names of the sons of
Jacob (tribes of Israel) on his heart on the Breastplate
made for the purpose of administering justice, so that the
Lord (YHWH) would always remember them.
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Ark of the Covenant:
The Ark of the Covenant was placed at the Holy of Holies in
the Tent of Meeting. The Ark of the Covenant was made at
Mount Sinai from acacia wood and was covered with pure
gold according to the orders given by God During the journey, the
Levites carried the Ark of the Covenant with the help of carrying poles
attached to it, because nobody was not allowed to touch the Ark.
Tables of Testimony:
Moses received the Tables of Testimony with the 10
commandments from God on Mount Sinai. These first
Tables of Testimony were smashed by Moses at the foot of
the mount after the Israelites had made a golden calf and worshipped
it. Moses returned to the mount for 40 days and made two new Tables
of Testimony like the first ones, and the Lord wrote the Ten Words of
the Covenant on them. The Tables of Testimony were stored in the Ark
of the Covenant.
Rod of Aaron:
The Rod of Aaron sprouted with leaves, flowered and bore
ripe almonds in one single night. It was a sign from God
about the priesthood of the family of Aaron after the Levites
had rebelled at Kadesh and aspired for priesthood. The Rod of Aaron
was stored in the Ark of the Covenant.
Pot of Manna:
The golden pot full of manna was stored in the Ark of the
Covenant as a sign of God's provision for his people in the
desert so that the grumbling people of Israel would always
remember the provision of God.
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Water:
The people of Israel experienced God's provision as he gave
them water at three places:
• The water in Marah (9) was bitter. Moses prayed to God for
help, and he showed him a branch of wood which made the water
drinkable after Moses threw it into the spring.
• The people camped at Rephidim (14), but there was not enough
water there. Moses prayed to God for help, and he promised to meet
them at Horeb and commanded Moses: "Strike the rock, and water will
come out of it for the people to drink."
• At Kadesh (28) people rose against Moses and Aaron again for the
lack of food and drink. God commanded Moses to speak to the rock,
but he struck the rock two times and caused a lot of water to come out
of it. Because of his disobedience, Moses lost his right to enter into the
Promised Land.
Manna:
God fed the people of Israel with manna from heaven six days
a week beginning from the wilderness of Sin, until the Israelites
came to the border of the land of Canaan. On the sixth day,
they gathered double portions of manna, and on the seventh
day they rested. The people of Israel named the food manna, which
means "What is this?"
Quail:
The people grumbled for the lack of meat during their journey
and God gave them quails to eat. The first time quails flew into
the camp there was enough of them to form a thick covering
on the ground all around the camp. The place was named
Kibroth Hattaavah (19), which means "tombs of lust", because a lot of
people died after eating too much meat.
Grape:
The 12 spies sent out by Moses took with them a cluster of
grapes from the Promised Land to show the others. Two men
had to carry it on a pole because it was so large (26).
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Snake:
People accused God and Moses because of the poor food and
lack of water. God sent poisonous snakes to bite them and
many died. People repented and turned to Moses. Then Moses
made a bronze snake and people who looked upon it got
healed (38).
Dry bones:
The people of Israel took the bones of Joseph with them into
the Promised Land. While being the Prince of Egypt he
ordered his brothers, the forefathers of the tribes of Israel, to
take his bones with them when God took them away from
Egypt.
The dry bones also represent the whole people of Israel whom God
had promised to bring back to the land of Israel again at end of time
and breathe into them the Spirit of Life. (Ezekiel 37)
Plagues:
God poured out ten plagues on Egypt because the Pharaoh
refused to set the people of Israel free: 1. Waters of the Nile
turning to blood 2. Frogs 3. Lice 4. Flies 5. Pestilence 6. Boils
7. Hail 8. Locust 9. Darkness 10. Death of all the firstborn of
Egypt. For that reason, Egyptians drove Israelites away from
the land of Egypt. Plaques did not touch the Israelites living in
Egypt.
Enemies:
Each enemy represents specific attacks made against
Israel, which they overcome with the help of the Lord
(YHWH):
• The Amalekites (15) attacked the Israelites at Rephidim.
• The Canaanite King of Arad (37) made war against Israel.
• The Amorite King of Heshbon (43) made war against Israel.
• The Amorite King of Bashan (44) made war against Israel.
• Balak, the King of Moab (45) called Balaam to curse Israel.
• The Israelites fell into a trap prepared by Balaam (46) with the
daughters of Moab and Midian.
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CONQUERING THE LAND OF CANAAN UNDER THE
LEADERSHIP OF JOSHUA
A journey of revenge against the Midianites (47): Moses sent
Joshua and 12 000 men to war (1000 men from each tribe of Israel).
When Moses died at the age of 120 (48), Joshua rose up as the
leader of the people of Israel (49). Joshua sent two spies to the City
of Jericho and prepared the Israelites to cross over the Jordan. Then
the Levites carrying the Ark of the Covenant went into the Jordan River
and it dried up when people crossed over.
Gilgal was the first place where they camped in the Promised
Land (50). There all the people celebrated Passover and the men
were circumcised. It all happened as a sign that people had been set
free from the slavery of Egypt and their shame had been removed.
The Conquest of Jericho (51): Near Jericho, the Commander of the
Army of the Lord appeared to Joshua and gave an order for all men
capable of war to walk once around the city carrying the Ark of the
Covenant on six consecutive days. Then the priests were to blow the
trumpets. On the seventh day, they walked around the city seven times
with the priests blowing trumpets all the time. On the seventh round,
when the priests blowed a long sound, all the men shouted and the
walls of Jericho came down and the Lord (YHWH) gave the city to the
Israelites.
The Israelites suffered defeat at Ai (52): Achan from the tribe of
Judah had stolen items from Jericho that were devoted to God, and he
was killed.
The Conquest of Ai (53): A bitter defeat turned into a victory, as
Joshua and the Israelites remembered to ask advice from the Lord.
The victory of Joshua and the Israelites over the kings harassing
them at Gibeon (54): The Israelites had made a covenant with the
Gibeonites and went to help them. The Israelites beat five Amorite
kings with the help of God. This victory included a most peculiar scene
in the Promised Land: the sun stood still a day over Gibeon and Moon
over the valley of Aijalon.
The Sacrifice of Thanksgiving and the Feast of Tabernacles (55):
Every man shall give as he is able, according to the blessing of the
Lord your God which he has given you.   You shall dwell in booths for
seven days.
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THE FEASTS OF GOD AND THE 12 TRIBES OF ISRAEL
At the Mount Sinai, Moses appointed the times of the Feasts and commanded
the people to assemble three times per year to celebrate for the glory of the Lord
(YHWH) from generation to generation.
The game board's big circles mean three Feasts of the Lord:
• Red starting circle is the Passover (Feast of Unleavened Bread).
• Yellow circle at Mount Sinai (17) is the Feast of Weeks, or Pentecost.
• Green goal circle (55) is the Feast of Tabernacles.
At the Mount Sinai, God (YHWH) gave instructions about the order of the desert
camp. In the middle was the Tent of Meeting with the Ark of the Covenant and
the Holy Items. Nearest to the Tent of Meeting were the Levites, who took care
of the tasks related to the Tent of Meeting. Behind the Levites were 12 tribes in
groups of three with the tribes in the middle leading their respective groups. (The
tribe of Joseph was divided into two: Ephraim and Manasseh.)
During the travel, the tribes led by Judah walked in the front of all the other tribes
of Israel. Next came the Levites who carried the Tent of Meeting. Then came the
tribes led by Reuben followed by the Levites carrying the Ark of the Covenant on
their shoulders. The rest of the crowd was led by Ephraim. The last ones were
the tribes led by Dan.

JUDAH AND EPHRAIM- TWO SCEPTERS (Ezekiel 37)
The first scepter is Judah and the Israelites joined with him. The second scepter
is Joseph and the Israelites joined with him. The Scepter of Joseph is held by
Joseph's younger son Ephraim, who received the firstborn blessing instead of
Manasseh. In the end times, God will join the scepters, ie. both houses of Israel
led by Judah and Ephraim, as one nation on the mountains of Israel and make
an everlasting covenant with them.
An example of this prophetic revelation is found in the actions of Caleb (the tribe
leader of Judah) and Joshua (the tribe leader of Ephraim) as faithful spies (circle
26). They were the only men capable of war who left Egypt and entered the
Promised Land.

NEW COVENANT (Jeremiah 31)
God gave a promise to the people of Israel about the New Covenant, better than
the Covenant made at Mount Sinai. The New Covenant law is no longer written
on Tablets of Stone but on living tablets of human hearts. This is a promise
about the miracle of God in human hearts through the Holy Spirit. In the New
Covenant, the sin offering and the Passover Lamb find their fulfillment. In the
New Covenant, The Messiah came personally to become the Sin Offering to
reconcile our sins. (Isaiah 53)
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IMPLEMENTATION OF THE GAME AND CONTACT
INFORMATION
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The designer of the game is grateful for the help and feedback of
persons who tested the game. Special thanks belong to the designer in
Mesila Games Oy responsible for the final form of the game files. We
also give big thanks to the artists, graphic designers, proof readers,
translators as well as our many friends who have supported and
promoted this project in so many ways.
The story and mechanics behind the game is based on the Bible. The
route traveled is based on the traditional route of Exodus, which is
found on the game board.
Additional information: www.mesilagames.com
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