START OF EACH ROUND

- REVEAL THE TOP CARD OF THE CHALLENGE DECK.
- DEAL ONE STRENGTH CARD TO EACH PLAYER.

PLAYER TURNS

PLAY STARTS WITH THE PLAYER WITH THE LOCK AND PROCEEDS
CLOCKWISE. ON YOUR TURN: PASS, PLAY, OR SEARCH FOR A KEY.
- PASS: DRAW A STRENGTH CARD FROM THE TOP OF THE DECK,
AND YOUR TURN IS OVER.
- PLAY: PLAY UP TO THREE STRENGTH CARDS FROM YOUR HAND
FACE DORWN IN FRONT OF YOU.
- SEARCH FOR A KEY: DISCARD ANY TWO STRENGTH CARDS FROM
YOUR HAND. THEN DRAW A KEY AND YOUR TURN IS OVER.

RESOLUTION

- DETERMINE IF THE CHALLENGE HAS BEEN OVERCOME OR NOT.
- RESOLVE EFFECTS IN TURN ORDER.

CLEAN-UP

- DISCARD ALL STRENGTH CARDS PLAYED THIS CHALLENGE.
- PASS THE LOCK TO THE WINNER OF THE CHALLENGE.
- RETURN TO "START OF EACH ROUND."”

YOU CAN REVEAL A KEY FROM YOUR HAND AT ANY TIME.
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OBJOECT OF THE GAME

SCORE MORE POINTS THAN YOUR OPPONENTS BY OVERCOMING
- CHALLENGES AND CAPTURING SECRET VICTORY POINTS.

THE STORY

THE LOCKE FAMILY HAS FACED MANY CHALLENGES. ALONE, ERCH
FAMILY MEMBER STRUGGLES TO OVERCOME HIS OR HER VARIOUS
TRIALS AND TRIBULATIONS. TOGETHER, THEY ARE SURE TO BEAT
ERACH ONE. THIS IS A COMPETITIVE GAME WITH SOME COOPERATIVE
"ELEMENTS. IN THE END, THE PLAYER WITH THE MOST POINTS WINS,
BUT ALONG THE WAY, YOU'LL MAKE DECISIONS ON WHEN AND WHERE
TO HELP ERACH OTHER. YOUR RESOURCES ARE NOT ENDLESS.
THROUGH CRAREFUL MANAGEMENT OF YOUR CARDS, YOU CAN

HELP THE FAMILY OVERCOME CHALLENGES BOTH PERSONAL AND
OTHERWORLDLY. YOU'LL BE REWARDED FOR HELPING . .. SOMETIMES.

CHALLENGES

THE CHALLENGES THE LOCKE FAMILY FACES RANGE FROM THE
PSYCHOLOGICAL TO THE SPOOKY TO THE DOWNRIGHT EVIL. TN THE
GAME, THESE CHALLENGES ARE BROKEN UP INTO THREE COLORS:
WHITE, BLUE, AND BLACK. CHALLENGES HAVE A COLOR AND A
DIFFICULTY RATING THAT RANGES FROM S TO 8. THE HIGHER THE
DIFFICULTY, THE HARDER THE CHALLENGE WILL BE TO OVERCOME.
THE COLOR OF THE CHALLENGE TELLS YOU SOMETHING ABOUT
THE NATURE OF THE ENCOUNTER. .

WHITE CHALLENGES ARE PERSONAL AND PSYCHOLOGICAL
PROBLEMS, BUT CAN ALSO BE HUMAN ENCOUNTERS, LIKE SAM LESSER.

BLUE CHALLENGES ARE THE MYSTERIOUS, OTHERWORLDLY EVENTS
THE LOCKE FAMILY ENCOUNTERS, LIKE THE LIVING ECHO.

BLACK CHALLENGES ARRE THE CREATURES AND ENTITIES OF THE
SHADOW ARMY THAT ATTACK IN THE "CROWN OF SHADOWS” SERIES.

STRENGTH

TO OVERCOME THESE CHALLENGES, THE FAMILY NEEDS TO DRAW
UPON ITS STRENGTHS. EACH PLAYER IN THE GAME WILL HAVE A HAND
OF STRENGTH CARDS THAT ARE PLAYED TO OVERCOME CHALLENGES.
STRENGTH CARDS HAVE A COLOR AND A VALUE RANGING FROM 1 TO 7,
THOUGH THERE ARE NO S OR 6 STRENGTH CARDS.

WHITE STRENGTH CARDS REPRESENT CHARACTER AND SELF-REALIZATION.
BLUE STRENGTH CARDS REPRESENT RESOLVE AND REASON.

BLACK STRENGTH CARDS REPRESENT FEARLESSNESS AND CONVICTION.
: /
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- SHUFFLE ERCH DECK SEPARARTELY. by . .

- COUNT SIX CARDS FROM THE CHALLENGE =
DECK (FRACE DOWND.

- PLACE THE "GAME OVER” CARD FACE
DOWN AMONGST THOSE SIX, THEN SHUFFLE
THE RESUL TING PILE OF SEVEN CRRDS
TOGETHER AND PLACE IT FACE DOWN ON THE
BOTTOM OF THE CHALLENGE DECK.

- DEAL FOUR STRENGTH CARDS TO ERCH PLAYER.

- THE PERSON WHOSE BIRTHDAY IS
CLOSEST TO TODAY (LOOKING FORWARD
ONLY) GETS THE LOCK.

START OF EACH ROUND

- REVEAL THE TOP CARD OF THE CHALLENGE DECK FOR ALL
TO SEE. RERD ALOUD THE TITLE AND COLOR OF THE
CHRALLENGE, THE DIFFICULTY RATING, AND THE SECOND PLACE
REWARD (IN CASE SOME PLAYERS CAN'T SEE IT).

- DEAL ONE STRENGTH CARD TO EACH PLAYER. IT'S A GOOD
IDEA TO HAVE ONE PLAYER REMAIN THE DEARLER FOR THE
WHOLE GAME. ; z

PLAY

STARTING WITH THE PLAYER WITH THE LOCK
AND PROCEEDING CLOCKWISE, EACH PLAYER MAY
PASS, PLAY, OR SERRCH FOR A KEY.

- IF YOU PASS, DRAW A STRENGTH CARD
FROM THE DECK AND YOUR TUWURN IS OVER.

- IF YOU PLAY, YOU MAY PLAY UP TO THREE
STRENGTH CARDS FROM YOUR HAND IN ANY
MIX OF COLORS AND DENOMINATIONS. THESE
CARDS ARE TYPICALLY PLAYED FACE DOWN,
THOUGH CERTAIN CARDS HAVE GAME TEXT
THAT GENERATES BONUSES WHEN THEY ARE
PLAYED FACE UP. 3 1

- IF YOU SERRCH FOR A KEY, DISCARD ANY
TWO STRENGTH CARDS FROM YOUR HAND."
THEN DRAW A KEY AND YOUR TURN IS OVER.

OVERCOMING CHALLENGES

AFTER THE LAST PLAYER HAS PERFORMED
ONE OF THE ABOVE ACTIONS, ALL PLAYERS _ DARK LADY [
REVEAL THE CARDS THEY PLAYED. ADD UP - \
ALL OF THE ON-COLOR STRENGTH CARDS
PLAYED BY ALL PLAYERS. A CHALLENGE IS
OVERCOME WHEN THE COLLECTIVE TOTAL
VALUE OF ON-COLOR.STRENGTH PLAYED
MEETS OR .EXCEEDS THE DIFFICULTY OF
THE CHALLENGE. ONLY CARDS THAT MATCH
THE CHALLENGE'S COLOR COUNT TOWARDS
OVERCOMING THE CHALLENGE. EACH y
PLAYER'S ON-COLOR CARDS CONTRIBUTE.TO
- THIS TOTAL.

SECOND PLACE:
DRAW TWO STRENGTH CARDS.

EXAMPLE: ON B BLACK CHALLENGE WITH A i = o
DIFFICULTY OF 8, CORY PLAYS A BLACK 4,
2, AND 1; MIKE AND RUMI BOTH PASS; AND
SCOTT PLAYS A BLACK 3. THE COLLECTIVE, .
STRENGTH OF BLACK CARDS PLAYED IS 10. THIS CHALLENGE HAS .
BEEN OVERCOME, AS 10 STRENGTH EXCEEDS THE DIFFICULTY OF 8.

‘
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! PLAYING KEYS

LRAFTER ALL PLRAYERS HAVE REVEALED THEIR PLAYS, EACH PLAYER
-~ HAS A CHANCE TO PLAY ANY RELEVANT KEYS THAT MAY AFFECT
“HIS OR HER STRENGTH TOTAL, STARTING WITH THE LOCK PLAYER
AND PROCEEDING CLOCKWISE. PLAYERS CAN PLAY KEYS WHETHER
OR NOT THE CHALLENGE WAS OVERCOME AT THE FIRST REVEAL
OF STRENGTH CARDS. ONCE EACH PLAYER DECLINES TO PLAY
ANY MORE KEYS, DETERMINE WHETHER THE CHALLENGE HAS BEEN
OVERCOME OR NOT.

DETERMINING THE WINNER (IF ANY) OF A CHALLENGE

+ SUCCESS: TF THE CHALLENGE HRAS BEEN OVERCOME,
THE PLAYER WHO PLAYED THE HIGHEST TOTAL VALUE OF
ON-COLOR STRENGTH CRARDS SCORES THE CHALLENGE.
THE PLAYER WHO PLAYED THE SECOND HIGHEST TOTAL OF
ON-COLOR STRENGTH CARDS EARNS THE SECOND PLACE REWARD.
- FAILURE: IF THE CHALLENGE'S DIFFICULTY RATING IS NOT
OVERCOME, PLACE THE CHALLENGE ON THE BOTTOM OF THE
CHALLENGE DECK, AND NO ONE SCORES IT OR EARRNS THE
SECOND PLACE REWARD. THERE ARE NO OTHER PENALTIES
FOR FARILING A CHALLENGE.

CLEAN-UP

+ EACH PLAYER PLACES ALL OF THE CARDS HE OR SHE SCORED
THIS ROUND FACE DOWN INTO A PILE NEARR HIS OR HER PLAY
AREA (BUT NOT TOO CLOSE—THEY NEED TO BE KEPT
SEPARATE FROM THE PLAYERS' HANDS). THESE ARE THE
PLAYERS’' SCORE PILES. YOU MAY EXAMINE THE CARDS IN YOUR
SCORE PILE, BUT OTHER PLAYERS MAY NOT.
- DISCARD ALL STRENGTH CARDS PLAYED DURING THE CHALLENGE.
4 - PASS THE LOCK TO THE WINNER OF THAT ROUND’'S CHALLENGE.
: IF THE CHALLENGE WAS FRILED, THE LOCK DOES NOT MOVE.
- RETURN TO “START OF EACH ROUND.”
+ IF THE STRENGTH DECK RUNS OUT OF CARDS, RESHUFFLE IT.

END OF GAME

WHEN THE "GAME OVER” CARD IS REVEALED

FROM THE CHALLENGE DECK AT THE START OF A
ROUND, THE GAME ENDS IMMEDIATEL Y. REMEMBER
THAT THIS CARD CAN APPEARR AT ANY TIME AFTER
YOU'VE PLAYED THROUGH THE FIRST TWELVE
CHALLENGES. ADD TOGETHER ALL OF THE CRARDS
IN YOUR SCORE PILE. THE PLAYER WITH THE
HIGHEST POINT TOTAL WINS. TF THERE IS A TIE
FOR THE HIGHEST TOTAL, THOSE PLAYERS SHARE
THE VICTORY.

o R I eE——— T

A MORE THOROUGH EXAMINATION OF A CHALLENGE RESOLUTION

DURING THE RESOLUTION OF A ROUND, THERE IS BOUND TO BE MORE GOING
ON THAN DESCRIBED EARRLIER. VARIOUS CARDS HAVE EFFECTS THAT CAN
EARN YOU SECRET VICTORY POINTS, KEYS, AND EXTRA STRENGTH CARDS.

EXAMPLE #1: DURING THE RESOLUTION OF AN 8 DIFFICULTY

BLACK CHRLLENGE, TWO PLAYERS REVERL BLACK STRENGTH CARDS.
ONE REVEALS CPRDS WITH A TOTAL VALUE OF 2, AND THE OTHER
REVEALS CARDS WITH A TOTAL VALUE OF 4. THEY SEE THAT THEY ARE
CURRENTLY FAILING THE CHALLENGE, SO ONE OF THEM PLRAYS THE
GIANT KEY FROM HIS HAND, RAISING HIS TOTAL FROM 2 TO 7. AFTER
BOTH PLAYERS PASS, THE FINAL DETERMINATION IS MADE. WITH A
COLLECTIVE STRENGTH OF 11, THE CHALLENGE IS NOW OVERCOME. THE
PLAYER WITH 7 STRENGTH IS THE WINNER OF THE CHALLENGE, SCORING
THE 8 VPS OF THE CHALLENGE CARD, WHILE THE PLAYER WHO PLAYED
4 STRENGTH EARNS SECOND PLACE, DRAWING TWO STRENGTH CARDS.

EXAMPLE #2: DURING THE RESOLUTION OF AN 8 DIFFICULTY

BLACK CHRLLENGE, TWO PLAYERS REVEAL BLACK STRENGTH CARDS.ONE
REVEALS CARDS WITH A TOTAL VALUE OF S, AND THE OTHER REVEALS
CARDS WITH A TOTAL VALUE OF 6. THEY SEE THAT THEY HRVE OVERCOME
THE CHALLENGE, BUT ONE OF THEM GETS GREEDY AND PLAYS THE GIANT
KEY FROM HIS HAND, RAISING HIS TOTAL FROM S TO 10. AFTER BOTH
PLAYERS PASS, THE FINAL DETERMINATION IS MADE. WITH A COLLECTIVE
STRENGTH OF 16, THE CHALLENGE IS OVERCOME. THE PLAYER WITH,

10 STRENGTH IS THE WINNER OF THE CHRLLENGE, SCORING THE 8 VPS OF
THE CARD, WHILE THE PLAYER WHO PLAYED 6 STRENGTH EARNS SECOND
PLACE, DRAWING TWO STRENGTH CARDS.

=S

WHEN TWO OR MORE PLAYERS ARE TIED FOR THE HIGHEST
VALUE OF STRENGTH CARDS PLAYED OR SECOND PLACE ON A
CHALLENGE, THE TIE IS BROKEN BY THE ORDER OF PLAY THAT
ROUND, BASED ON THE POSITION OF THE LOCK. THE ERARLIER IN
THE ROUND YOU PLAYED, THE BETTER YOUR TIEBRERKER.

IF THIS BLACK CHALLENGE IS
GVERCOME AND NONE OF YOUR

ND PLACE REWARD.

SECOND PLACE

WINNER

EXAMPLE #3: DURING THE RESOLUTION OF AN 8 DIFFICULTY
BLACK CHALLENGE, THREE PLAYERS REVEAL BLACK STRENGTH
CARDS. TWO PLAYERS REVEAL A TOTAL OF 4 STRENGTH, AND THE
THIRD REVEALS A 3. THEY HAVE OVERCOME THE CHALLENGE, BUT
TWO PLAYERS ARE TIED FOR MOST WITH 4. TF NEITHER WISHES (OR IS
ABLE) TO PLAY A KEY TO BRERK THE TIE, THE PLAYER WHO ACTED
EARLIEST IN THE ROUND WINS THE TIE AND SCORES THE CHALLENGE
CARD. THE OTHER PLAYER AT 4 EARNS THE SECOND PLACE REWARD.
THE PLAYER WHO PLAYED THE 3 EARNS NOTHING. TIES FOR SECOND
PLACE PARE RESOLVED IN THE SAME WAY. TF ALL THREE PLAYERS
HAD PLAYED A 4, THE TIE FOR THE WINNER WOULD BE RESOLVED,
AND THEN THE TIE FOR SECOND PLACE WOULD BE RESOLVED.

L
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"RESOLUTION OF EFFECTS

SWHEN A PLAYER SCORES A CHALLENGE CARD OR EARNS A SECOND
» PLACE REWARD, THOSE REWARDS ARE GATHERED IN TURN ORDER.
IN ADDITION TO SCORING THE CHALLENGE CARD, THERE ARE

VARIOUS STRENGTH CARDS WITH GAME TEXT THAT RESOLVE AT
THE END OF THE ROUND. STARTING WITH THE PLAYER WITH THE
LOCK, EACH PLAYER SHOWS THE OTHER PLAYERS THE EFFECTS
HE OR SHE NEEDS TO RESOLVE. THE PLAYER WHO SCORES THE
CHALLENGE AND THE PLAYER WHO EARNS THE SECOND PLACE
REWARD ONLY COLLECT THEM WHEN THEIR TURNS COME UP DURING
THE RESOLUTION OF EFFECTS.

EXAMPLE #4: DURING THE RESOLUTION OF AN 8 DIFFICULTY
BLACK CHALLENGE, THREE PLAYERS REVEAL BLACK STRENGTH
CARDS. TWO PLAYERS REVEAL A TOTAL OF 4 STRENGTH, AND THE
THIRD REVEALS A 3. THE PLAYER WHO MISSED OUT ON SCORING
THE CPARD OR ERRNING SECOND PLACE HAPPENED TO PLAY A CARD
THAT READS, “IF THIS BLACK CHRLLENGE IS OVERCOME, DRAW TWO
STRENGTH CRRDS.” WHEN HER RESOLUTION PHASE COMES UP, SHE
DRAWS TWO STRENGTH CARDS FROM THE MAIN DECK AND ADDS
THEM TO HER HAND. DURING THIS FINAL RESOLUTION, THE WINNER
AND SECOND PLACE PLAYERS HRAVE ALRERDY BEEN DETERMINED
AND WILL NOT CHANGE.

CARD EFFECTS

FACE-UP STRENGTH CARDS

SOME STRENGTH CARDS ASK YOU TO PLAY
THEM FACE UP TO GET THE EFFECT WRITTEN ON
THE CARD. IF YOU WISH TO GET THE EFFECT,
YOU MUST PLAY THE CARD FACE -UP WHEN YOU
MAKE YOUR PLAY. YOU CAN'T WAIT UNTIL THE
RESOLUTION PHASE TO REVEAL IT IF YOU WANT
THE EFFECT. IF YOU CHOOSE TO PLAY THE CARD
FACE DOWN, ITS GAME TEXT WILL NOT BE ACTIVE
THIS ROUND. YOU MAY EVEN PLAY A CARD FACE
UP. UNDER A COLOR-CHANGING KEY (MORE ON
'KEYS /LATER).

by

RECEIVING CARDS FROM THE TOP OF THE STRENGTH DECK

- WHEN A CARD SAYS TO DRAW A STRENGTH CARD, IT COMES FROM
THE TOP OF THE STRENGTH DECK AND GOES INTO YOUR HAND.

- WHEN A CARD SAYS TO SCORE A CRARD FROM THE STRENGTH
DECK, IT'COMES FROM THE TOP OF THE STRENGTH DECK AND
GOES INTO YOUR SCORE PILE, FACE DOWN.

- WHEN A'CARD SAYS TO PUT; CARDS FROM THE STRENGTH
DECK INTO YOUR PLAY, THE CARDS COME FROM THE TOP OF
THE STRENGTH DECK AND ARE PLACED FACE DOWN IN FRONT
OF YOU, THOUGH YOU MAY LOOK AT THEM. YOU MAY PLACE
A CARD/RECEIVED THIS WAY UNDER AN ECHO, GENDER, OR
MIRROR KEY (SEE "THE KEYS" FOR MORE INFORMATION). IF A
CARD RECEIVED THIS WAY HAS AN ABILITY THAT ACTIVATES IF
YOU PLAY IT FACE UP, YOU MAY CHOOSE TO FLIP IT FACE UP

' AT THIS TIME.

COMBOS

THERE ARE SEVERAL CARDS THAT REWARD YOU FOR PLAYING
CERTAIN PATTERNS OF CARDS. A COMBO CARD IS ONLY ACTIVE
WHILE IT MATCHES THE COLOR OF THE CURRENT CHALLENGE.
HOWEVER, THAT DOES NOT MEAN YOU CAN'T PLAY OFF-COLOR
CRARDS—IN FACT, YOU MAY OUTRIGHT BLUFF WITH OFF-COLOR
CARDS. BUT MORE IMPORTANTLY, YOU CAN PLRY OFF-COLOR CARRDS
ALONG WITH YOUR COMBO CARDS. ALL COMBO CRRDS RESOLVE
WHETHER OR NOT THE CHALLENGE IS OVERCOME.

HERE IS A LIST OF THE POSSIBLE COMBOS:

1-2-3 COMBO

ITF THIS 3 STRENGTH CARD MATCHES THE
CURRENT CHALLENGE'S COLOR, IT DOESN'T
MATTER WHAT COLOR THE OTHER TWO CARDS ARE.
IF THEY ARE ALL ON-COLOR, GREAT! BUT IF YOU
AREN'T SO LUCKY, YOU MAY PLAY AN

OFF-COLOR 1 AND 2 TO GET THE REWARD. WHEN
YOU COMPLETE THE 1-2-3 COMBO, DRAW A KEY
DURING YOUR END OF ROUND RESOLUTION.

2-2-2 COMBO

IF THIS 2 STRENGTH CARD MATCHES, THE
CURRENT CHALLENGE'S COLOR, IT DOESN'T
MATTER WHAT COLOR THE OTHER TWO CARDS
ARE. WHEN YOU COMPLETE THE 2-2-2 COMBO, YOU
EARN THE SECOND PLACE REWARD DURING YOUR
END OF ROUND RESOLUTION. THIS DOES NOT
DENY THE RIGHTFUL PLAYER FROM ERRNING THE
SECOND PLACE REWARD DURING THE CHALLENGE
RESOLUTION, AND IF YOU ARE ALSO THE SECOND
PLACE PLAYER, YOU EARN THE REWARD TWICE.
IF YOU PLAY MULTIPLE 2-2-2 COMBO CARDS OF
THE CORRECT COLOR (LIKE TWO WHITE 2-2-2
COMBOS ON A WHITE CHALLENGE), EACH OF THEM
RESOL VES.

MUL TICOLOR COMBO

IF THIS 1 STRENGTH CARD MATCHES THE
CURRENT CHALLENGE'S COLOR, THE OTHER TWO
CARDS YOU PLAY MUST BE OF THE OTHER TWO
COLORS TO COMPLETE THIS COMBO. DURING YOUR
END OF ROUND RESOLUTION, CHOSE ANY PLAYER
(YOU CAN EVEN CHOOSE YOURSELF) AND TAKE A
RANDOM STRENGTH CARD FROM HIS OR HER HAND.
YOU SCORE THAT CARD.

ON THE MONEY COMBO

YOU MUST PLAY ON-COLOR STRENGTH CARDS
WITH A TOTAL VALUE EQUAL TO THAT OF THE
CURRENT CHALLENGE'S DIFFICULTY TO COMPLETE
THIS COMBO. TF YOU DO, YOU GET TO STEAL A
KEY FROM ANY PLAYER DURING YOUR END OF
ROUND RESOLUTION. YOU HAVE TO BE RIGHT ON
TO COMPLETE THE COMBO. TF THE DIFFICULTY

OF THE CHALLENGE CHANGES SO THAT IT NO
LONGER MATCHES YOUR PLAY, OR YOU REVEAL

A TOTAL VALUE THAT DOES NOT MATCH THE
CHALLENGE'S DIFFICULTY, YOU DO NOT COMPLETE
THIS COMBO.
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THE KEYS
‘WHEN A PLAYER ERRNS A KEY, THRAT PLAYER DRAWS A KEY CRRD
L OFF THE TOP OF THE KEY DECK AND ADDS IT TO HIS OR HER HAND.
THAT KEY WILL HELP THE PLAYER IN FUTURE ROUNDS OF PLAY.
TF THERE RRE NO KEYS IN THE KEY DECK, EFFECTS THAT WOULD
REWARD A PLAYER WITH A KEY DO NOTHING.

« fond
)

THERE ARE TWO TYPES OF KEYS: ONE-SHOT RAND REUSABLE.
ONE-SHOT KEYS ARE HELD IN YOUR HAND UNTIL YOU WISH TO
USE THEM. AFTER USING A ONE-SHOT KEY, IMMEDIATELY SHUFFLE
IT BACK INTO THE KEY DECK. REUSABLE KEYS ARE HELD IN

YOUR HAND UNTIL YOU WISH TO USE THEM. WHEN YOU REVEAL A
REUSABLE KEY, PLACE IT FACE UP IN FRONT OF YOU. IT THEN
REMAINS FACE UP IN PLAY FOR THE REST OF THE GAME. YOU MAY
REVEAL A KEY AT ANY TIME.

STEALING AND TRADING KEYS

WHEN SELECTING A KEY TO TRADE FOR OR TO STEAL, YOU MAY
CHOOSE A KEY THAT HAS BEEN REVEARLED, OR YOU MAY STEAL A
KEY FROM A PLAYER’'S HAND THAT HE OR SHE HAS NOT REVEARLED.
YOU DO NOT GET TO SEE AN UNREVERLED KEY RHERD OF TIME, SO
YOU ARE PICKING IT BLIND.

HERE ARE THE KEYS:

ANGEL KEY (ReusrBLE)

RECEIVING AN EXTRA CARRD. FROM THE TOP OF THE
STRENGTH DECK IS OPTIONAL. TF YOU CHOOSE TO
TRKE IT, THE EXTRA CARD DOES NOT COUNT AGRINST
YOUR THREE~-CARD LIMIT. YOU ARE NOT REQUIRED TO
HAVE PLAYED ANY CARDS FROM YOUR HAND TO GET
THIS EFFECT. IF THE FREE CARD IS ON-COLOR, GREAT!/
TF NOT, IT WON'T COUNT TOWRARDS THE CURRENT
WHITE CHALLENGE ... UNLESS YOU ALSO HRVE THE
ECHO KEY. YOU MAY PLACE THE FREE STRENGTH CARD
UNDER A COLOR-CHANGING KEY IF YOU WISH.

ANIMAL KEY (oNe-sHOT)
PLAY THIS KEY TO INCREARSE THE TOTAL VALUE
OF ONE OF YOUR BLUE STRENGTH CARDS. THIS

1 CAN BE USED TO OVERCOME A CHALLENGE YOU
 One Sl g MIGHT OTHERWISE FARIL OR TO BEAT ANOTHER
e |t PLAYER WHO PLAYED A HIGHER TOTAL VALUE OF
BLUE STRENGTH. THE BEST PART IS, YOU CAN USE
IT AFTER SEEING ERACH OTHER PLAYER'S CARDS
AT THE END OF THE ROUND. YOU MUST HAVE
PLAYED AT LEAST ONE BLUE STRENGTH CARD
TO BE RABLE TO USE THIS KEY. THIS BONUS IS
ONLY TEMPORARY, SO IF YOU SCORE A CARRD THAT
WAS BOOSTED THIS WAY, IT IS ONLY WORTH ITS
PRINTED VALUE AT THE END OF THE GAME.

- aNiMaL
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Blue Strength cards.

ANYWHERE KEY reusrBLE)

WHEN YOU WIN A CHALLENGE, YOU MAY PLAY THIS
CARD FROM YOUR HAND. IF YOU DO, DRAW TWO
STRENGTH CARDS AND ADD THEM TO YOUR HAND.
THIS KEY REMAINS IN PLAY AND WILL ALSO TRIGGER
EACH TIME YOU WIN A SUBSEQUENT CHALLENGE.

ECHO KEY (reuspBLE)

AFTER REVEALING THIS KEY, PLACE IT FRACE UP

IN FRONT OF YOU. DURING ANY CHALLENGE, YOU
MAY PLACE A STRENGTH CARD FROM YOUR HAND
UNDERNEATH THIS CARD. THAT CRARD COUNTS AS
ONE OF THE THREE YOU ARE ALLOWED TO PLAY
ERACH TURN. THE CARD YOU PLACE UNDER THIS KEY
COUNTS RS A WHITE STRENGTH CARD FOR THIS
CHALLENGE. IN ADDITION, ANY COLOR WORDS ON IT
CHANGE TO WHITE. WHEN YOU TURN THE STRENGTH
CARD FACE UP, PLACE IT ON TOP OF THIS KEY RS A
REMINDER OF THE COLOR SHIFT.

EXAMPLE: ON A WHITE CHALLENGE, YOU PLACE A 1
STRENGTH BLUE CARD UNDER THIS KEY THAT READS:
“TF THIS BLUE CHALLENGE IS FAILED, DRAW A KEY.”
WHEN YOU REVEAL THIS CARD AT THE END OF THE
ROUND, IT IS COUNTED AS A 1 STRENGTH WHITE CARD
WITH TEXT READING, "TF THIS WHITE CHALLENGE IS
FARILED, DRANW A KEY."”

GENDER KEY (ReEUSRBLE)
SAME RS THE ECHO KEY, BUT CHANGES THE
COLOR TO BLUE.

GHOST KEY (oNE-SHOT)

AFTER REVEALING THIS KEY AT THE END OF A
ROUND, PLAY A SINGLE STRENGTH CRRD FROM
YOUR HAND. YOU MAY EVEN DO THIS IF YOU
ALREADY PLAYED THREE STRENGTH CARDS
DURING YOUR TURN. THIS IS A GREAT WAY

TO INCREASE YOUR TOTAL VALUE OVER AN
OPPONENT'S. IT CAN ALSO MEAN THE DIFFERENCE
BETWEEN SUCCESS AND FAILURE ON A
CHALLENGE, AND THE BEST PART IS, YOU CAN USE
IT AFTER SEEING ERACH OTHER PLAYER'S CARDS
AT THE END OF THE ROUND. YOU DON'T NEED TO
HAVE PLAYED ANY STRENGTH CARDS DURING YOUR
TURN TO PLAY THIS KEY.

GIANT KEY (oNe-SHOT)
SAME AS THE ANIMAL KEY, BUT ADDS S TO ONE OF
YOUR BLACK STRENGTH CARDS INSTERD.

HEAD KEY (oNe-SHOT)

THIS KEY DOES NOT HAVE BE PLAYED ON YOUR
TURN. YOU STILL TAKE YOUR TURN AS USUAL
AFTER PLAYING THIS KEY. YOU MUST DISCARD
EVERY STRENGTH CARD IN YOUR HAND WHEN YOU
USE IT, BUT YOU'LL THEN DRAW THAT MANY NEW
ONES. THIS KEY IS A GREAT WAY TO CHANGE UP
YOUR HAND WHEN YOU DON'T HAVE THE STRENGTH
CARDS YOU NEED. YOU CAN EVEN PLAY IT AFTER
YOU'VE PLAYED A STRENGTH CARARD OR TWO AND
WANT TO FIND MORE ON-COLOR CARDS TO PLAY.




HERCULES KEY (oNE-SHOT>
SAME. AS THE ANIMAL KEY, BUT ADDS S TO ONE OF
YOUR WHITE STRENGTH CARDS INSTERD.

MENDING KEY (reusrBLE)
SAME RS THE ANGEL KEY, BUT USED DURING A BLUE
CHALLENGE.

MUSIC BOX KEY coNE-SHOT)

THIS KEY IS BEST USED WHEN YOU ARE ACTING LATE
IN THE ROUND, AS YOU ONLY STEARAL STRENGTH
CARDS FROM YOUR OPPONENTS WHO HAVE ALRERDY
TAKEN THEIR TURNS. ANY WHO PASSED GIVE YOU
NOTHING. EACH OPPONENT WHO HAS PLAYED
STRENGTH CARDS MUST CHOOSE ONE AND GIVE IT TO
YOU. THE CRARDS YOU ARE GIVEN BECOME YOUR PLAY
FOR THE ROUND. YOU CAN'T ADD ANYTHING TO THEM.

OMEGA KEY (oNE-SHOT)

THIS KEY MUST BE REVEARLED DURING YOUR TURN,
SO IT IS BEST USED WHEN YOU RARE ACTING LATE

IN THE ROUND. YOU CAN THEN PLAY UP TO THREE
STRENGTH CARDS AS USUAL. ANY OFF-COLOR CARDS
PLAYED THIS ROUND ADD TO THE DIFFICULTY OF
THE CURRENT CHALLENGE. IF THE CHALLENGE IS
FRILED, YOU SCORE IT, AND NO ONE ERRNS THE
SECOND PLACE REWRARD.

PHILOSOPHOSCOPE KEY (ReEUSRBLE)

THIS KEY ALLOWS YOU TO GET THE TRUTH FROM

AN OPPONENT BY PEEKING AT HIS OR HER PLAYED
STRENGTH CARDS. YOU CAN THEN PLAY YOUR
STRENGTH CARDS USING THAT INFORMATION TO YOUR
ADVANTAGE. YOU CAN'T SHOW OTHER PLAYERS THE
CRARDS YOU PEEK AT.

SHADOW KEY (reusrBLE)
SAME AS THE ANGEL KEY, BUT USED DURING A
BLACK CHALLENGE.

SKIN KEY (rReuspBLE)
SAME AS THE ECHO KEY, BUT CHHNGES THE COLOR
‘TO BLACK.
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THE IDW LOGO IS REGISTERED IN THE U.S. PATENT AND TRADEMARK OFFICE. IOW PUBLISHING, 0
DIVISION OF IDEA AND DESIGN WORKS, LLC. - T EATNYS

THANKS TO IDEA & DESIGN WORKS FOR ALL THEIR HELP.
SPECIAL THANKS TO JOE HILL AND GABRIEL RODRIGUEZ .
FOR THEIR PLAYTESTING AND FEEDBFICK
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