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THESEUS (or THE LABYRINTH OF MINOS) 
 

A game for 2-8 players (standard game is for 4-8 players) 
Age: 12+ 
Length: 30 to 90 min. 
Game type: Half-co-operative 
 
INTRODUCTION 
Every 9 years seven youths are brought into the Labyrinth of Minos to be devoured by 
the Minotaur –a sacrifice offered by the King of Athens. But this time Theseus has 
volunteered to go into the labyrinth and things may turn out differently... 
 
Players will be accompanying Theseus in his quest for the Minotaur treasure. While 
wandering through the maze corridors they will need to make the most out of their 
powers, their ingenuity and their negotiation skills. They will also have a 3D view of 
what they can see inside the labyrinth. 
 
But be careful! Amongst the companions there is a traitor –players will have to reveal 
him if they want to ultimately win the game. 
 
Besides, the sands of time run swiftly and players will be hard-pressed to deal with all 
these challenges –confusion, disorientation and a rotten apple in the group. 
 
Theseus is an open-ended flexible game that gives players the possibility to create 
any house rules they see fit based on the number of players. Following is a 
description of the standard game rules. 
 
GOAL OF THE GAME 
In the standard game (4-8 players) players must reach the Minotaur’s lair, located 
somewhere within the maze, and steal his treasure before running out of life points. 
Amongst the players there will be a traitor who will try to prevent them from 
achieving their goal. 
 
GAME OVERVIEW 
Players will be moving together through a fictional maze. One player will be acting 
as The Guide. The Guide is the only player who may look at the maze map and he 
will be responsible for guiding the players through the maze by showing them a 3D 
view of what they can see at any time. 
 
Players will then have to decide which way to go. However, the characters have 
various powers which they may use in order to have some clues on where they are or 
where the treasure is. Eventually the companions will have to decide who the traitor 
is so that they can get rid of him.  
 
In its heart Theseus is a negotiation game. However, if no agreement can be 
reached among players, a voting will take place. 
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GAME COMPONENTS 
A set of labyrinths 
40 view-cards 
1 view-card holder 
8 character cards 
8 loyalty cards (7 Theseus and 1 Minotaur) 
30 life tokens 
1 hourglass (4 min. long) 
1 Companions playing piece 
1 Minotaur playing piece 
 
DESCRIPTION OF THE GAME COMPONENTS 
 
The Maze 
The game has a set of mazes (illustrated over a 10x10 grid) with different levels of 
difficulty based on the maze configuration and the entry point. 

 
All mazes have an N, indicating where the North is. 
 
When walking through the maze players will see a black dot on the floor. However, 
the Guide may see a different dot colour in the map, which varies depending on the 
proximity to the treasure. 
 
GOLD - The objective –the area where the treasure is 
RED - The 8 areas surrounding the treasure area –the Minotaur moves along these 
red-marked areas 
GREEN - The 16 areas surrounding the Minotaur path 
BLACK - The remaining 75 areas 
 
The companions may never look at the maze map –only the Guide may. 
 
Players are free to use self-made maps if they want to. 
 

N 

Treasure 

Minotau
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The View-cards 
These view-cards represent what the companions may see inside the labyrinth by 
displaying 1, 2 or 3 maze areas in perspective. The Guide will be showing these view-
cards to players as they move on. 
 
View-cards have a one- or two-letter code which will help the Guide choosing the 
appropriate card he must show to players. 
L. Left turn 
R. Right turn 
S. Straight 
I. Intersection 
 
These cards are divided in 4 different sets, based on their letter-code.  
 
Set 1. One-letter code (4 cards) 
These cards display only one area. 
 
Set 2. Two-letter code (16 cards) 
The first letter refers to the 1st area seen and the second letter is for the 2nd area. 
 
Example: LR means that the companions may turn left in the first area and that they 
can only turn right in the second area. 
 
Set 3. Two-letter underlined code (16 cards) 
This code works like Set 2 codes. However, being underlined means that there is a 3rd 
area away, not visible to the players. 
 
Example: SI means that the players can neither turn left nor right in the first area (S) 
whereas in the second area (I) they can turn both left and right. Also, the maze has a 
3rd area further away, but the players cannot clearly see it. 
 
Set 4. Exits  
All view-cards with the Exit word indicate a way out of the maze. 

 
View-card examples: 
            R LR SI EXIT 
 

            
 
 
 
 
View-card holder 
During the course of the game the Guide will be 
placing view-cards in this holder to help players 
know their current location. 
 
Players are always supposed to be on the spot 
marked with the black dot and facing forward. 
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Loyalty cards 
There are 7 Theseus cards, representing a faithful companion, and 1 
Minotaur card, representing the traitor. These cards are dealt at random 
at the beginning of the game. 
 
A player may never reveal his loyalty card unless he dies (i.e., runs out of 
life tokens). 
 
Character cards 
Each character card displays the following information: 
 

- Name of the character 
- Character background 
- Character clarifications (if necessary) 
- Description of the power (in red) 
- Possible answers provided by the Guide when using 

the power (in blue) 
- Starting life tokens (PV). Life tokens vary depending on the number of players 

(in green) 
- Life tokens if acting as the Guide (in blue) 

 
 
GAME SUMMARY 
 
Game Setup 

1. Select characters 
2. Select The Guide player 
3. Deal Loyalty cards at random 

Game Play 
4. The Guide displays a view-card 
5. Players must decide which way to move and whether they are using any 

powers 
6. Every 4 minutes a life token from one player is lost and the Minotaur advances 

one space clockwise 
7. Back to step 4 (unless one of the game end conditions is met) 

Game End 
8. Either the players reach the treasure lair they and then decide which player is 

killed based on their assumptions of who the traitor might be or; they all run out 
of life tokens 
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GAME SETUP 
First you must determine which player will act as the Guide (either appointed or 
chosen at random). After that arrange the game components and distribute players 

as seen below: 
 
 
Next, take one Theseus loyalty card less than the number of participating players and 
add the Minotaur card. Shuffle these cards together and deal one card facedown 
to each player, including the Guide. Hence, any player might be the traitor –even 
the Guide! Only the owning player may look at this card.  
 
Each player, including the Guide, is then dealt a character card. This character card 
may either be chosen by the players or dealt at random if no agreement is reached. 
Distribute life tokens to all players, based on the character they received (see 
above). 
 
NOTE: The Minotaur character card is a non-player character and as such is not 
given to any specific player. (Exception: if there are 8+ players, the Guide must only 
play the role of the Minotaur). 
 
Finally, the Guide must place the Minotaur playing piece on any of the red-dotted 
areas and the Companions playing piece, representing the characters, on any of 
the labyrinth entrances. The Guide must never lose sight of the players’ point of view, 
based on the area they are and the direction they are facing. 
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GAME PLAY 
Players, based on the view-card displayed in the view-card holder, must decide 
which way to take. If players cannot agree on the route they will have to vote. 
Players may use their power at any time during the decision-making process (see 
below). 
 
After moving into a new area the Guide must place the appropriate view-card in the 
holder, and a new decision-making process among players begins. 
 
Every four minutes, when the hourglass runs out, a life token is taken away from one 
player. Again, if no consensus is reached among players a voting must take place. 
 
Game proceeds until any of the game end conditions is met. 
 
The role of the Guide 

 The Guide may never show the maze map to the other players. 
 The Guide must always know the position and facing of the players, so that he 

can track the characters’ movement. 
 The Guide must always place the correct view-card. 
 The Guide must tell the players if they have reached the treasure lair or if they 

run into the Minotaur. 
 The Guide must turn over the hourglass whenever it runs out (4 min.) and move 

the Minotaur accordingly. 
 The Guide must remind players to remove one life token whenever the 

hourglass has run out. If no consensus is reached, one player must be decided 
by voting majority. 

 The Guide may never provide false clues except when he is the traitor. Even if 
he is the traitor, he may only lie when using his power. 

 The Guide may never reveal nor provide any hints as to which player is the 
traitor (since he will probably know as the game develops). 

 The Guide is the final arbiter should any game dispute arise, regardless whether 
he is the traitor or not. 

 
Using the characters’ powers 
Character powers may only be used if a majority of players agree to. When using a 
character’s power either the owning player must lose one life token or any two other 
players must lose one life token each. 
 
The Guide must then write down the correct answer to the power used and hand 
over this answer to the player. Written answers must always be true; however the 
player using the power is not forced to tell the truth when asked. Players using a 
power may never show these written answers to the other players. 
 
If the Guide is requested by a majority of players to use his power he must speak out 
loud the answer (he may only lie if he is the traitor). 
 
Whenever the hourglass runs out the Guide must move the Minotaur playing piece 
one area clockwise. If the Minotaur and the companions are in the same maze area, 
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all players and the Minotaur must lose one life token. If the Minotaur runs out of life 
tokens he is removed from play. 
 
Bear in mind that if there are 8+ players the Guide will have no character other than 
the Minotaur. 
 
GAME END 
If a player runs out of life tokens at any time during the game he is eliminated and 
removed from play. 
 
Loyal players win the game if they reach the Minotaur’s lair and kill the traitor. 
 
If the treasure is not found, the traitor is not uncovered or all players run out of life 
tokens, then the traitor wins (even if he died). 
 
GAME VARIANTS 
As previously mentioned, this game is open to many different playing styles and 
modifications. Here is just a sample: playing without the traitor, without the Minotaur 
or without characters; developing new powers; dividing into teams; playing without 
the hourglass; using pen and paper, etc. 
 
CHARACTER POWERS 
Following is a description of each character’s power. 
 
THESEUS – VETO POWER 
When using this power Theseus may impose his decision, even if against the majority 
of companions. If this is the case, the group may not put forward the same proposal 
again until the hourglass has run out at least once.  
 
Besides in case of a tie when voting his vote is the tie-breaker. He is also the 
spokesperson of the group when addressing the Guide. 
 
ARIADNE – RECALL POWER 
Ariadne may ask whether the companions have already passed through a given 
area or not. The Guide must answer either Yes or No. 
 
ETHRA – MOON POWER 
Ethra may ask where the moon is (the moon is always South of the maze map). The 
Guide must answer Left, Right, Back or Front, based on the companions’ facing. 
 
MINOS – SENSING POWER 
Minos may ask about the distance to the Minotaur. The Guide must give a number. 
Players will have to agree beforehand if this number indicates either: 

- minimum number of areas (diagonally included) or; 
- minimum number of areas (orthogonally only) or; 
- minimum number of areas following the shortest route 
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POSEIDON – GREED POWER 
Poseidon may ask about the relative location of the treasure. The Guide must answer 
N, NE, E, SE, SW, W or NW depending on the current position of the characters. 
 
THE DELPHI ORACLE – GHOST POWER 
The Oracle may look through one of the maze walls and see what is behind. The 
Guide may answer by indicating either the colour-code of the area (black, green, 
red or gold) or the view-card that may be seen from there. 
 
DAEDALUS – AWARENESS POWER 
Daedalus may know the colour-code of the area where the players are. The Guide 
must answer Black, Green or Red. 


