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INSTRUCTIONS  

BOX CONTENTS: 
6 plastic figures  · 11 gameboards 
4 secret envelopes • 1 d20  · 1 d6 
298 cards · 44 cardboard tokens

· 1 mysterious object

An 
ESCAPE & SOLVE 

MYSTERY
gAmE

TM
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STRWIS

CON DEX

INTCHA

1 2 3 4 5 6 7 8

3.

4. READ YOUR CARDS TO THE PARTY. 

•

•

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

•
SOLVED

SOLVED 

5.

6.

STOP. PUT THE RULES 
AWAY AND BEGIN PLAY.

Quick Start!
1.

•

•

•
2. ACT 1 BOARD A

Loot deck

DO NOT LOOK THROUGH THE CARDS.

d20

d6

1 2
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The sturdy door out of this cell block is firmly 

locked from the other side. The bronze handle 

doesn’t appear to have a keyhole on this side. 

C3

3 puzzle pieces needed to solve 
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An ornate writing desk is littered 

with documents on ‘ideal vessels’ – 

but nothing about a base of operations or a 

ritual chamber. On one scrap of parchment, 

the word ‘REMEMBER’ has been written out 

in dark ink over and over. One scroll stands 

out amongst the others; it seems to be some 

form of sheet music.

Take card 244.
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Lets play! 
ON YOUR TURN

•
•

CARDS

•
•

DISCARD

ACTION 
PROMPT

BACK 
FRONT

CARDS
NARRATIVE CARDS

PUZZLE CARDS

REMEMBER ALL THE SOLUTIONS 
FOR PUZZLES ARE NUMBERS.

PUZZLE 
ICON

BACK 
FRONT

3 4
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L
O

O
T

Purple, sparkling, 

and ever-so-slightly bitter. 

HEAL ANY ONE PLAYER 2 HP.  

DISCARD AFTER USE.

2.5 in x 3.5 in 4C2S  
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POTION OF HEALING

Red, glittering 

and ever-so-slightly bitter. 

HEAL ANY ONE PLAYER 2 HP.  

DISCARD AFTER USE.

2.5 in x 3.5 in 4C2S  
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MYSTERY TO SOLVE
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As you warm yourself by the weakly 

flickering fire, you notice a scrap of paper 

in the fireplace. It’s badly burnt, but you 

see some ink lettering still visible on the 

tarnished page. You attempt to grab it 

before it’s fully consumed by fire. 

CON

Take card 10.

PASS - Describe how you grab  

the note without getting burnt.

FAIL - You grab the note but singe 

your hand in the process. Lose 1 HP.

Solo Check 8+

Solo Checks – review rules pages 6 and 7.
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PUZZLE CARDS, CONTINUED

•
• SOLVED

• SOLVED

CLUE CARDS

CLUE ICON

BACK 
FRONT

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.

BACK 
FRONT

ABILITY CHECKS

FRONT

BACK 

OUTCOME

ABILITY TYPE

DIFFICULTY

LOOT CARDS

5 6
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The player with the highest HP loses 1 HP. 

The player with the highest HP loses 

2 HP, and the displacer beast makes 

one additional attack before its turn ends. 

DEX

CHA

12+

When defeated, take card 333.

DISPLACER BEAST

17+

10-16
Claw

Tentacle Attack

3+1
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INTELLIGENCE

GNOME

1 2 3 4 5

2.5 in x 3.5 in 4C2S  
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RANGER

DEXTERITYC
l

a
s

s

6 7 8 9 10

The player with the highest HP loses 1 HP.

All players lose 1 HP.

Longsword

Martial Advantage

INT

DEX

10+

When defeated, take card 136.

HOBGOBLIN

17+  

10-16

2+1
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7 8

COMBAT!

SET UP THE BATTLE

2.

3.

ABILITY CHECKS, CONTINUED
ABILITY TYPE:

d6 BONUS DIE

DIFFICULTY: 

IMPORTANT:•
• TO PASS, AT LEAST

HALF OF THE PLAYERS MUST ROLL THE REQUIRED NUMBER.

Critical!
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.

ATTACKS
The enemy’s dice roll 
will determine which 
attack it gets to use 
each turn.

PROMPT
What you should 
do when the enemy 
is defeated.

DIFFICULTY
You must roll equal 
to or higher than 
this number to deal 
damage.

ENEMY NAMEHEALTH
The total hit points 
each enemy has.

ABILITY TYPE
See ABILITY CHECKS 
for more information.

ENEMY TOKENHEALTH TOKENS
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Foe Slayer

Vanish

Hunter’s Mark

If an enemy is reduced 

to 1 HP, immediately deal 

that enemy 1 damage.

When an enemy makes 

a successful attack against 

you, ignore all damage.

After you make a successful 

attack, immediately deal 2 

additional damage to that enemy. 

RANGER

Use each COMBAT SKILL once per act

LEVEL 
3

LEVEL 
2

LEVEL 
1

C
O

M
B

A
T

 S
K

IL
L

S

When you roll a natural 20

Choose one:
Heal any one player 1 HP or 

deal any one enemy 1 damage.2020

2.5 in x 3.5 in 4C2S  

pg #45
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ENEMY ATTACKS

1.

•
•

OPEN IN CASE OF DEATH

PLAYER ATTACKS
1.

•

•
••

BATTLE ENDS

1

2.

COMBAT SKILLS

•
•
•
•

9 10
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     BUILDING THE 
Adventure! 

HOW TO WIN

RESTORAGE
To save your character between 
play sessions, stack your Race, Class, 
Combat Skills, Starting Weapon, and 
any Loot cards you have into one pile 
and secure with a paper clip or rubber 
band. When you begin a new act, 
your health resets to max and you will 
unlock a new level of Combat Skills. 
You will be given directions in-game 
to do this. 
 
To restore the game to pass on, 
sort the cards for each Act into 
numeric order and replace in the 
wells in the bottom of the box. 
Sort the Race, Class, Combat Skills, 
Starting Weapon, and Loot cards by 
type and replace in the wells. Sort 
the boards by Act and place them 
in descending order, along with all 
envelopes, underneath the buildup 
that says STOP at the top. 

HINTS
A

C
T

 1
 H

IN
T
S

Puzzle
Letter

FIRST H
IN

T
SECO

N
D

 H
IN

T
TH

IRD
 H

IN
T

A
Rem

em
ber, look at the bottom

 of each 
puzzle piece to see how

 m
any pieces are 

needed to solve the puzzle. D
o you have 

all 3 pieces for this puzzle?

It looks like the tw
o note pieces connect together.  

W
hich w

ords are underlined?
The underlined w

ords say "K
nock num

ber x 
stones." H

ow
 m

any stones do you see w
ith an "x"?  

W
hen you have a solution to the puzzle, draw

 the 
card labeled w

ith that num
ber.

C
W

hat m
etal is the door handle m

ade 
from

?
You'll need to com

bine tw
o of these ingredients to 

m
elt the door handle.

The alchem
ist's note show

s that bronze can be 
m

elted by com
bining dragon's acid and holy w

ater.

D
Follow

 the path of the puzzle from
 the 

top to the center of the lock.
The path of the puzzle only goes over som

e of the 
dots.  H

ow
 m

any dots does the path go over in 
each color ring?

The bottom
 of the lock show

s the colors in a certain 
order.

E
The scrap of parchm

ent includes three 
row

s of sym
bols.

Look at each row
 of sym

bols on the parchm
ent, and 

trace the sequence of sym
bols on the front of the 

book. 

A
s you trace each row

 of sym
bols onto the front 

of the book, your finger is tracing the shape of a 
num

ber.

F
You'll need to pull the lever 3 tim

es to 
m

ove the gears and open the door.
Each tim

e you pull the lever, it m
oves each gear one 

tick in the direction of its rotation.
G

ears that are connected rotate in opposite 
directions. If one gear rotates clockw

ise, any gears 
connected to it w

ill rotate counter-clockw
ise.

H
The note show

s three row
s of sym

bols. 
Find those sam

e sym
bols on the 

gam
eboard. Trace the sequence of 

sym
bols to deduce the third row

.

In the note, the first sym
bol of each row

 equals the 
last sym

bol of the previous row
.

Follow
 the pattern of "start, across, over one" to 

deduce the sym
bols for the third row

J
The "m

irror realm
" is show

n in the m
irror 

on the puzzle card.  W
here do you see the 

"true realm
"?

It m
ay help to m

ove your paw
ns off the gam

eboard 
to count item

s.
Count the skulls in the m

irror, the candles on the 
gam

eboard, and note the difference betw
een 

dragon heads in the m
irror and on the board.

K
Your hands should not be touching each 
other, and your palm

s should be facing 
aw

ay from
 your face.

Look at your fingers to find the solution.
Count the fingers that aren't touching to deduce 
the 3-digit solution.

11 12
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B
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m
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s 
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w
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.
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 P
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e 
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w
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Pe
tu
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a 
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s 
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e 
se

ts
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f s
pi

ke
s 
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g 
hi

s 
ba

ck
 - 

be
 

ca
re
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l!

C
Th

e 
ge
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s 

ne
ed

 to
 b

e 
pl

ac
ed

 o
ne

 o
n 

to
p 

of
 th

e 
ot

he
r t

o 
lo

w
er

 th
e 

dr
aw

br
id

ge
.

O
ne

 g
ea

r h
as

 th
re

e 
cu

to
ut

s.
 W

ha
t c

ou
ld

 y
ou

 s
ee

 
th

ro
ug

h 
th

er
e?

M
ak

e 
su

re
 th

e 
to

p 
of

 th
e 

sk
ul

l i
s 

po
in

tin
g 

in
 th

e 
sa

m
e 

di
re

ct
io

n 
fo

r b
ot

h 
ge

ar
s.

D
Yo

u 
ca

n 
st

ar
t t

he
 p

uz
zl

e 
on

 a
ny

 o
ut

er
 

st
ra

nd
, b

ut
 o

nl
y 

on
e 

of
 th

em
 w

ill
 w

or
k 

su
cc

es
sf

ul
ly

.

If 
yo

u 
ru

n 
in

to
 a

ny
th

in
g 

ca
ug

ht
 in

 th
e 

w
eb

, y
ou

're
 

on
 th

e 
w

ro
ng

 p
at

h.
 P

ic
k 

an
ot

he
r s

tr
an

d 
an

d 
tr

y 
ag

ai
n.

W
he

n 
yo

u 
m

ov
e 

al
on

g 
a 

st
ra

nd
 to

w
ar

ds
 th

e 
ce

nt
er

, 
if 

yo
u 

hi
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 c
ro
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g 
st

ra
nd

 y
ou

 M
U
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.

E
Th
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e 

m
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t b
e 
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h 
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o 
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e 
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m
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.

M
en
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y 

th
e 

pu
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to

p 
of

 th
e 

gr
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, a
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llo
w

 th
e 
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 m
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e.

F
Yo

u 
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e 
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f a

rc
an

e 
en
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gy

 o
n 

th
e 

ga
m

eb
oa

rd
.

Co
ul

d 
th

e 
sh

ap
es

 b
e 

tr
ac

ed
 o

nt
o 

th
e 

pa
ne

l?
So

m
e 

lig
ht

s 
on

 th
e 

pa
ne

l a
re

 o
ff

, a
nd

 s
om

e 
ar

e 
on

.

G
Pa

y 
at
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n 
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e 
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es

 o
f t
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.
Yo

u'
ll 
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 3

 p
ie

ce
s 

th
at
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ill

 fi
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k 
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 th

e 
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ok
en
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m
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.
Th

e 
"7

" 
an

d 
"5

" 
pi

ec
es

 d
on

't 
se

em
 li

ke
 th

ey
'd

 fi
t.

Puzzle
Letter

FIRST H
IN

T
SECO

N
D

 H
IN

T
TH

IRD
 H

IN
T

A
You can start on any of the bottom

 tiles, 
but only one of the starting points w

ill 
w

ork successfully.

W
hen your path forw

ard is blocked, try going to 
the side.

You'll m
ove up, to the side, then up to get across 

the bridge.

B
Trace your fingers along the knot, from

 
sym

bol to sym
bol.

O
ne knot can be laid on top of the other.

Count the num
ber of red lines your fingers cross 

w
hen tracing the knot betw

een sym
bols.

C
A

ll the traps need to be turned off so you 
can get safely dow

n the hallw
ay.

Turn off each trap by m
oving the lever to the right 

color.
A

dd up the num
bers for all the traps to solve the 

puzzle.

D
This puzzle requires a unique piece to 
solve it. Look at everything that cam

e 
w

ith this gam
e. W

here could those gem
s 

fit?

The gem
s line up w

ith the artw
ork on the outside 

of the box.
The artw

ork on the w
all show

s you w
hich direction 

to count in.

E
The stairs can be disorienting! You'll need 
to align them

 properly, from
 bottom

 to 
top.

Som
e of the arrow

s point up and som
e of the 

arrow
s point dow

n.
Count the up arrow

s on each of the three flights of 
stairs.

F
Three of your fingers should be dow

n.
Face your palm

s tow
ards you.

Count the fingers you're holding up to deduce the 
3-digit solution.

G
Both puzzle pieces have tw

o correct 
num

bers. The num
ber that is the sam

e for 
both cards m

ust be correct.

O
n piece G

1, you know
 w

here 2 m
ust go, w

hich 
show

s you w
here 3 m

ust go.
The num

ber 6 is not correct.

H
Com

bine the cards together to form
 

triangles.
Each triangle has a different num

ber of m
arkings 

along its edges.
Put the num

bers in order by the m
arkings on the 

triangle edges.

HI
NT

S
A

C
T

 2
 H

IN
T
S

HINTS
A

C
T

 3
 H

IN
T
S
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PUZZLE SOLVES

A8

C138

D124

E219

F134

H285

J272

K321

A234

B132

C263

D216

E317

F244

G248

Act 2 Labyrinth Solves250, 260, 265, 270, 290

A422

B142

C253

D269

E335

F313

G432

H463

ACT 1ACT 2ACT 3
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