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QUICK START!

1. Now that your hero is assembled and you've shared
a bit about them, remember:

@ Your Race and Class cards each list an ability:

Constitution XSenll Dexterity
Charisma Intelligence
Wisdom ) WIS Strength

You'll use these for Ability Checks in-game and while battling.
You'll be prompted during play to read more about those when needed.

@ The line of hearts along the bottom are your hit points (HP).

Move a health token up and down the row to add or subtract HP as needed.

Y ¥ Y Y Y Y Y
TeLeLLLLLY

€ You begin the game with your Starting Weapon and may collect
more as you play. You may NOT trade away your Starting Weapon.

2. Take out the board labelled ACT 1 BOARD A and lay
it on the table. Place your figures anywhere on the board.
Next, take out the ACT 1 deck from the first slot on the left side
of the box and place it next to the board. Take out the Loot deck,
shuffle it, and place it within reach of everyone.

DO NOT LOOK THROUGH THE CARDS.
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3. The youngest player goes first. Move your figure to any numbered
location on the board, then draw the card from the deck that has the same
number on it. The numbers represent different points of interest in the room
and the cards you draw will tell you something about what you find there.

4. READ YOUR CARDS TO THE PARTY.

@ If it's a narrative card,
it will give you information and directions to follow. There may be prompts
on the bottom telling you what action to take next, don’t miss them! When
you're done with these cards, discard them to the lid of the box.

@ Ifit's a puzzle card, it will be labelled with a puzzle
piece 4 in the bottom right corner and will tell you how many puzzle
pieces you need to solve that puzzle along the bottom edge. If you don't
have all the pieces to solve a puzzle, explore more numbered locations on
the board and leave the unfinished puzzle face up on the table until you
find more pieces.

THE ANSWER TO EVERY PUZZLE
IN THE GAME WILL BE A NUMBER.

€@ When you think you've solved and gotten that number,
draw the matching card from the deck. If the card you pulled says
SOLVED, you're correct! If the number you're looking for doesn't
have a corresponding card in the deck, or if the card you pulled
doesn’t say SOLVED on it, you're incorrect, try again!

O. When the first player has completed their
turn, play moves to the left and the next
player should move their pawn to an
unexplored location and draw the card
that has the matching number.

6. The goal of the first board is to
locate the secret entrance you
were told about.

STOP. PUT THE RULES
AWAY AND BEGIN PLAY.

You will be prompted to return to
the rules when needed. Good luck.
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LETS PLAY!

The youngest player goes first, then play moves to the left.

ON YOUR TURN

The only way to find the missing people and escape the obstacles in
each Act is to explore rooms, reveal puzzles, and gather clues. To do this:

€ Move your figure to an unexplored number on the gameboard
Take the card from the deck that has a matching number.

& Read your card aloud to the group and, if there are any
actions listed on it, do what it says. If it's a puzzle, lay it on
the table for all to see until you find all the pieces needed
to solve it. For more information about the different types of
cards you'll encounter, see CARDS.

& If there are any available puzzles on the board, you may
attempt to solve them.

@ When there's nothing left to do, play passes to the player
on your left.

| rasdofoX b d Pl 8.6, Qi s

CARDS

Throughout the game, you’ll encounter several different kinds of cards.

NARRATIVE CARDS

Most of the cards will be narrative cards that tell you pieces of the story
and direct your actions while you play. Read these aloud and do what
they say. If it has a @, discard it to the lid of the box when you're done.
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DISCARD

ACTION
FRONT PROMPT

PUZZLE CARDS

Puzzles often consist of multiple cards that can be anything from word play
problems to visual riddles that you have to piece together. Every puzzle card
will have a puzzle piece graphic in the bottom right corner with the letter
assigned to that puzzle, and a note about how many pieces are needed to
solve it. These cards will unlock new items, locations, and clues and are the key
to advancing through the game. Keep puzzles face up where everyone can see
them and do not discard them until another card instructs you to.

The sturdy door out of this cell block is firmly
s
urdy door out
Jocked from the other & de. The bronze handle
doesn't appear to have 2 Keyhole on this sice.

PUZZLE
ICON

3 puzzle pleces needed © solve {ég

BACK
FRONT

REMEMBER ALL THE SOLUTIONS
FOR PUZZLES ARE NUMBERS.
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PUZZLE CARDS, CONTINUED

When you think you've discovered the right number
to solve the puzzle, look for that card in the deck.

@ If you don't find the card in the deck, that means
you were incorrect and you'll have to try again.

@ If you do find it, you should see SOLVED at the top.

@ If you DO NOT see SOLVED at the top, you've pulled the
wrong card; put it back in the deck and attempt to solve again.

HINTS: If you get stuck on a puzzle and cannot move on,
see HINTS at the back of this booklet and find the hint that

corresponds with the puzzle piece letter/number you're stuck on.
The solutions can be found on the back of this booklet.

CLUE CARDS

Clue cards are kept for the entirety of each Act. These are not used to
solve puzzles, but will be used to solve the final mystery at the end of
each Act. Keep them face up on the table where everyone can see them.

MYSTERY TO SOLVE

CLUE ICON

FRONT
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LOOT CARDS

During your adventure, you may find Loot by exploring or by defeating an enemy
in combat. Whenever you're instructed to take a Loot card, draw from the Loot
deck and place the card beside your character. These items can be used at any
time during the game. To use them, declare it to the group then perform

the action listed at the bottom. When you're done, discard it.

Loot can be freely traded between players, except during combat.
Remember this is a cooperative game!

POTION OF HEALING |
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HEAL ANY ONE PLAY%l;g HP.
DISCARD AFTER 5

BACK

FRONT

ABILITY CHECRKS

In this game, you will encounter cards showing an “Ability Check” that requires
you to roll the d20. These represent your hero trying to overcome a challenge or
obstacle. Sometimes you'll do this by yourself (SOLO CHECK), and sometimes
you'll do it as a group (GROUP CHECK).
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ABILITY CHECKS, CONTINUED
ABILITY TYPE: If the ability on your Race or Class card matches the ability
listed on the check, then you may roll the dé bonus die in addition to the d20.

d6 BONUS DIE
Your Race and Class card each show an ability. Ability Check cards and Enemy '
cards also show abilities. If one of your abilities matches an ability listed on COMBAT.

the Ability Check card or Enemy card (see COMBAT for more info) you've
encountered, you get to roll the d6 bonus die in addition to the d20. If you
have two abilities that match the Ability Check or Enemy card, you may roll the
bonus die twice (this includes when your Race and Class share the same ability).

Combat takes place when you

draw a card that has an enemy on

it.The battle begins immediately.

You may not explore any numbered

Add all your rolls together for your final result. locations or solve any puzzles during combat. After all the enemies are defeated
or removed, then combat has ended and players may return to exploring. Both
players and enemies attack by rolling the d20.

SET UP THE BATTLE

1. Place the Enemy card(s) on the table where everyone can see.

— BGOBLIN
q \g,@ HO!

S
INTELLIGE! artial Advantage
' DEXTERT @ HEALTH ENEMY NAME
3 ( ) The total hit points DISPLACER BEAST
each enemy has. X
ABILITY TYPE
DIFFICULTY: The number shown in the d20 icon represents what you must roll ATTACKS See ABILITY CHECKS
to pass the check. If you don't roll that number or higher, then you fail. Thl?denemyl‘s diceh‘roh” for more information.
will determine whic
OUTCOME: After rolling the dice and discovering whether you passed or failed attack it gets to use DIFFICULTY
the check, read the corresponding outcome and do what it says. When you are each turn. You must roll equal
finished with that, follow any prompts on the bottom of the card. PROMPT claw - erighest 10565 1P to or higher than
IMPORTANT: What you should Somiacie AtBCE ;ha:.:n r;urgber to deal
do when the enemy  INCRREEEEaEE ge.

@ During a solo check, only the player who drew the is defeated.
card will roll the dice and be affected by the outcome.

ke card 333

‘When defeated, 12!

@ During a group check, all players take turns rolling. TO PASS, AT LEAST
HALF OF THE PLAYERS MUST ROLL THE REQUIRED NUMBER. If less @@@ “
than half of the group roll the required number, the whole group fails. In

either scenario, every player is affected by the outcome. HEALTH TOKENS ENEMY TOKEN

O CRITICAL! O 2. Next, put a pile of HEALTH TOKENS below each Enemy card based on the

Health information on the top left of the card. The number in the heart is
the enemy'’s base health. The number in the white circle is how many health
tokens you should add for each player.

When you roll the d20, and it lands on 20, it's a critical success!
In this game, whenever you roll a 20 you may heal 1 HP for

yourself or someone else in your party OR, if you're in combat,
deal one additional damage to an enemy. If you roll a 1, though,
that’s a critical failure. It doesn’t have any consequences here,
but feel free to have fun roleplaying your epic fail.

3. Place the ENEMY TOKEN to the left of the player who drew the card.
This represents when the enemies will take their turn as combat passes
clockwise around the table.
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ENEMY ATTACKS

1. The enemies always attack first. Declare
which enemy is attacking, then roll the d20
(any player may roll for the enemies).

2. Compare the number rolled to the attacks listed on the
card for the declared enemy. Is the roll within the
range of one of the enemy'’s attacks?

@ IF YES, the enemy makes the attack that matches the roll.
Do what the card says for that attack. If the attack affects the
player with highest/lowest HP, and multiple players fit that criteria,
the damage is dealt to whichever player is next in the turn order.

€ IF NO, the enemy misses and their turn is over.

3. Ifan enemy'’s attack takes a player's HP to 0, open
the envelope that says “OPEN IN CASE OF DEATH".

4. perform steps 1 & 2 for each card on the table.
When all enemies have had an opportunity to attack,
combat passes to the player to the left of the enemy token.

PLAYER ATTACKS

1. Choose which weapon you want to attack with (if you have more than one)
and declare it.

€@ When using a weapon, your combined roll (if you are using the bonus die
in addition to the d20) must be equal to or higher than the number in the
d20 symbol in order to trigger the bonus action listed on that weapon.

2. Declare which enemy you're attacking, then roll the d20. If the ability on your
Race or Class card matches the ability listed on the enemy, then you may roll

the bonus die in addition to the d20. If both your Race and Class card have the
same matching ability, you may roll the bonus die twice. Add all rolls together.

3. Compare your total roll to the difficulty shown in the red d20 symbol
on the Enemy card.

@ If your total roll is equal to or higher than the enemy'’s difficulty,
y g 9 y y
your attack is a success! Remove one health token from that enemy.

@ REMEMBER to check your weapon's roll requirement. See step 1 of this section.

@ If your total roll is less than the enemy’s difficulty, your attack fails.

4. you have a Combat Skill available, you may use it in addition
to your attack. See COMBAT SKILLS for more information.
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BATTLE ENDS

Once every enemy on the table is defeated (when it has 0 health tokens),

combat ends, or when you defeat the primary enemy and are instructed to
discard the others, combat ends.

1. Look at the bottom of each Enemy card and do what it says. For example,
it could instruct you to draw a new card or take a piece of loot.

2. When you've completed all the tasks listed, discard the Enemy
card(s) and resume normal play.

COMBAT SKILLS

The card you placed under your Class card lists all of your
Combat Skills. These are actions that you can perform during
your turn in combat in addition to your attack.

@ Combat Skills can only be used once per act!
So be strategic with when you choose to use them.

€ You may only use one skill per turn during combat.
After you have used a skill place a token to mark it.

@ During Act 1, you can only use your level 1 skills.
During Act 2, you may use levels 1 and 2, etc.

@ Whenever you begin a new act, slide your Combat Skills
card down to show the next level available to you.
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AN
Puzzle FIRST HINT SECOND HINT THIRD HINT
Letter
A Remember, look at the bottom of each It looks like the two note pieces connect together. | The underlined words say "Knock number x
puzzle piece to see how many pieces are Which words are underlined? stones."” How many stones do you see with an "x"?
needed to solve the puzzle. Do you have When you have a solution to the puzzle, draw the
all 3 pieces for this puzzle? card labeled with that number.
(o} What metal is the door handle made You'll need to combine two of these ingredients to | The alchemist's note shows that bronze can be
from? melt the door handle. melted by combining dragon's acid and holy water.
D Follow the path of the puzzle from the The path of the puzzle only goes over some of the | The bottom of the lock shows the colors in a certain
top to the center of the lock. dots. How many dots does the path go over in order.
each color ring?
E The scrap of parchment includes three Look at each row of symbols on the parchment, and | As you trace each row of symbols onto the front
rows of symbols. trace the sequence of symbols on the front of the of the book, your finger is tracing the shape of a
book. number.
F You'll need to pull the lever 3 times to Each time you pull the lever, it moves each gear one | Gears that are connected rotate in opposite
move the gears and open the door. tick in the direction of its rotation. directions. If one gear rotates clockwise, any gears
connected to it will rotate counter-clockwise.
H The note shows three rows of symbols. In the note, the first symbol of each row equals the | Follow the pattern of "start, across, over one" to
Find those same symbols on the last symbol of the previous row. deduce the symbols for the third row
gameboard. Trace the sequence of
symbols to deduce the third row.
J The "mirror realm" is shown in the mirror | It may help to move your pawns off the gameboard | Count the skulls in the mirror, the candles on the
on the puzzle card. Where do you see the | to count items. gameboard, and note the difference between
"true realm"? dragon heads in the mirror and on the board.
K Your hands should not be touching each Look at your fingers to find the solution. Count the fingers that aren't touching to deduce
other, and your palms should be facing the 3-digit solution.
away from your face.
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<
Puzzle FIRST HINT SECOND HINT THIRD HINT
Letter
A You can start on any of the bottom tiles, When your path forward is blocked, try going to You'll move up, to the side, then up to get across
but only one of the starting points will the side. the bridge.
work successfully.
B Trace your fingers along the knot, from One knot can be laid on top of the other. Count the number of red lines your fingers cross
symbol to symbol. when tracing the knot between symbols.
(o} All the traps need to be turned off so you | Turn off each trap by moving the lever to the right | Add up the numbers for all the traps to solve the
can get safely down the hallway. color. puzzle.
D This puzzle requires a unique piece to The gems line up with the artwork on the outside The artwork on the wall shows you which direction
solve it. Look at everything that came of the box. to count in.
with this game. Where could those gems
fit?
E The stairs can be disorienting! You'll need | Some of the arrows point up and some of the Count the up arrows on each of the three flights of
to align them properly, from bottom to arrows point down. stairs.
top.
F Three of your fingers should be down. Face your palms towards you. Count the fingers you're holding up to deduce the
3-digit solution.
G Both puzzle pieces have two correct On piece G1, you know where 2 must go, which The number 6 is not correct.
numbers. The number that is the same for | shows you where 3 must go.
both cards must be correct.
H Combine the cards together to form Each triangle has a different number of markings Put the numbers in order by the markings on the
triangles. along its edges. triangle edges.
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