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About game
Escape Tales: The Awakening is an escape room card game, for 1 to 
4 players, with a strong emphasis on the story. Samuel - the main 
protagonist, whose story you are going to follow, starts an unusual 
journey in order to find and save his own daughter. During this trip 
you will face many puzzles that you will have to solve in order to 
continue the adventure. 

Components
 18 Action tokens 

 122 Game cards

 9 Doom cards 

 18 Location cards

 1 Game board

 1 Story Book

Setup

Remember! Never check what’s on the front of the cards 
during setup!

1  Place the game board in such a way that all players have access.

2  Place the following in a convenient and easily accessible space 
for all players:

A  Action tokens.

B  Game cards, in ascending order (from C001 to C122).

C  Doom cards, in ascending order (from D0 to D8). 

D  Location cards, in ascending order (from L01 to L18).

E  Story Book.

3  Prepare a mobile device or a computer in order to check puzzle 
resolutions (you can learn more about the app on page 5).

Important! Each copy of the game is prepared with great care. 
Unfortunately, mistakes can happen. Therefore, during setup, 
please make sure that you are not missing any of the cards.  
This will ensure that you will not spoil your experience with the 
game. Remember to check only the back of the cards. In case  
of any missing cards or mistakes, please contact  
biuro@boardanddice.com
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THE RITUAL OF AWAKENING

Your name is Samuel and you are 35 years old. Five years ago your wife Jennifer died, leaving you alone with your daughter 

Lizzy. It took you awhile to accept Jen’s passing. Your only source of optimism has been the idea that nothing worse could 

happen. You were wrong...

Two months ago, Lizzy began to feel chronic fatigue and would fall asleep everywhere. You quickly took her to a doctor. 

According to the specialists, your daughter was completely healthy. However, her condition worsened as you prepared to 

head home - Lizzy lost consciousness and fell into a deep coma.

You spent every day by her bed, waiting for her condition to improve. All in vain. The doctors seemed helpless and you 

decided to look for help elsewhere.

You found a similar case in an old newspaper; a teenage boy in a coma for over 5 months before he suddenly woke. You 

decide to contact the boy’s father, Mark, hoping to learn something more.

Mark invites you to his home. He tells you about his son’s condition, insisting that his recovery was just a miracle. You feel 

that Mark is not being completely honest with you. You tell him how you lost your wife and how scared you are to also lose 

your daughter. Your words make Mark break:

- I did something... But I don’t know if it will change anything in your case - he says hesitantly. He takes an old leather-

bound book out of the desk drawer - When my son’s condition was hopeless, I used this to carry out a ritual... I’ll give you 

the book, but you have to be prepared. Awaking my son had a very high price - he adds quietly.

You try to get some more information out of him but Mark doesn’t want to continue. You think you can see fear in his eyes. 

You take the book from him and you start to read.

The described Ritual of Awakening allows one to travel where lost human souls go. Another dimension, its inhabitants called 

the Keepers. They shape the world according to their own liking, feeding on or retaining old human memories.

A week later you visit Lizzy in the hospital. Her motionless, pale face brings to mind the worst. Her heart is still beating, but 

your daughter’s condition is getting worse. She seems to be passing... You softly kiss her forehead and head towards the 

exit. You don’t have a choice. You have to use the Book and try to save Lizzy with its help.

Read P159 to start the game.
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Goal of the game
Escape Tales: The Awakening is a cooperative game. You decide 
together the areas that you want to check and you discuss the 
puzzles out loud. The goal of the game is to find Lizzy, the daughter 
of our protagonist - Samuel. Make your decisions carefully as the 
game has many endings and not all of them are happy. 

Course of the game
Start the game by reading the prologue out loud, you can find 
it on the front cover of the Story Book. There you will find the 
information on how to begin your adventure.

From now on the game will progress in the following way:

1  Read the indicated paragraph from the Story Book and follow 
all the given instructions.

2  Do any of the following actions until one of the game 
components tells you to go to the Story Book (in this case, go 
straight to point 1):

a  Exploration - place one of the available action tokens 
on an unexplored field on a map card and go to the 
indicated paragraph in the Story Book.

b  Doom - If you don’t have any of the action tokens AND 
you want to explore the location - take the top doom 
card, then read it and do all the indicated actions.

c  Solving the puzzles - open the chosen puzzle in the 
app and do any of the available actions (giving answers/
checking required cards/asking for clues).

d  Leaving a location - if you have an exit card you can 
leave a location. In order to do that, go to the given 
paragraph in the Story Book.

e  Fulfilling a condition - if you have any condition cards 
and you can fulfill the given criteria - go to the given 
paragraphs in the Story Book.

3  If you are doing everything correctly then you will never reach 
this point :)

Story Book and paragraphs
At the end of the prologue you will be sent to the “starting 
paragraph”. Each paragraph is marked with a number and a 
preceding letter P, e.g. P854. They describe events that happen to our 
hero during game play, their distribution in the book is random.  
Do not look at other paragraphs on the same page of the Story 
Book as the paragraph you are currently reading! 
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P088
You wake... In a weird circle. You have no idea who or why they drew it. 
You go out into the corridor, indifferently passing by someone’s nursery. 
The situation is beginning to overwhelm you. Whose house is this and 
why are you here? You ignore the ringing phone. You are about to go 
outside when you hear someone’s feverish voice being recorded on the 
answering machine.
- Mr. Kowalsky, please come to the hospital immediately. Your 
daughter... She woke up! I’ll give her the phone... Lizzy, your dad isn’t 
home at the moment but maybe you want to tell him something?
- Daddy, I love you - you hear an unknown child’s voice. 
You shake your head. 
For a moment you regret not ever having a child.

End of game.

P089
You open your eyes and you see that you are back at your basement 
in the middle of the ritual circle. You immediately leave to get to the 
hospital as soon as possible. You enter your daughter’s room and you 
notice her sitting, awake on the edge of the bed. You run to her and grab 
her in your arms. You look straight into her eyes. You have never seen 
her so happy.
- You saved me. I remember everything Daddy... I know what happened.
You look at her disoriented.
- What exactly do you mean honey?
- Everything! Mom! You and what you had to go through. Even you giving 
away Mr. Cuddly.
The words are escaping you, you don’t know what to say and how to 
react to all of this, but your daughter is not done.
- Dad... I’m safe. But we have to go back for Mom!

End of game.

P090
You walk to the doctor and your wife. Both are chained to the wall, 
silent but not gagged. You try to release them but you don’t have enough 
strength to break the chains. You have to find another way.

Take card C054.

P091
You dial a number and you hear your own voice on the phone:
- Hey honey, I’m worried about our little girl. She says she doesn’t feel 
very well. Can you take her to the doctor today? I love you! Bye.
You remember how, even as a little kid, Lizzy used to have sudden 
attacks of fatigue. This was even before Jen had passed. How could you 
forget about that? Suddenly your thoughts are interrupted by the sound 
of the wind. It looks as if the grate in the window opened.

Discard cards C013 C103.
Take card C028. 

P092
Jennifer immediately throws herself into your arms and hugs you as tight 
as possible.
- I made a mistake, but we can still fix everything - she says trying to 
push away the sadness. She takes Lizzy’s small bottle out of her pocket 
- this is the last thing I have of her. Take it, please.
You accept the bottle. You want to thank Jen, but her eyes become 
suddenly absent, as if she gave a piece of herself with the item. She 
doesn’t react to anything, she just looks absentmindedly into the mirror.

Discard card C066.
Take cards C090 C106.

P093
You turn more pages of the Book. You will need a few things for the 
ritual: something to draw the circle on the floor, candles, and an item 
of great importance to the person you want to find.  The first two things 
are not a problem for you. The chalk should be somewhere around the 
desk. The candles should be in the safe. But the last item... What would 
Lizzy have that is so important to her?

Take card C017.
Decide where you want to go - place an action token on the chosen field 
and read the corresponding paragraph.

P094
The darkness subsides and you immediately realize that you have found 
yourself in the attic. This time you are not alone.  With horror, you 
notice two familiar figures chained to the wall, Jen and the doctor. At 
first you try to walk to them. They are silent, just rolling their eyes 
as if they want to show you something. You follow their gaze. You see 
gargoyles in both corners of the room.

Discard current location cards and map card together with its tokens.
Discard, if you have, cards C068 C090.
Take the location cards L02 L05.
Take card C040.
Set up the room according to the map card.
Take 1 Action Token.

P095
The toilet is on a raised platform, as if it were a throne. There are skulls 
on both sides:
- Ah, it’s you. I might have known. No one else would check this memory.
- Shush! Don’t talk to the human, you will get the Keepers upset! - 
another skull screams with obvious irritation. The first skull ignores its 
outburst.  It addresses you calmly:
- We lost the king’s scepter. Have you seen it anywhere?

If you have card C051, read P061.

P088
P089
P090
P091
P092
P093
P094
P095
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All the paragraphs look similar and are divided into 3 sections: 
Number A , Story text B  and Actions C . Every time that a 
game effect tells you to go to a paragraph, find it according to its 
number. Always read the Story Text first as it contains important 
events that can influence your future decisions as well as contain 
hidden clues. Then read and do all Actions presented in the last 
section, in the given order. Sometimes, a section can be empty. This 
means that you haven’t found anything, however the Story section 
can still contain information that can be key to your future actions. 

To make your search easy, you can find all paragraph 
numbers on the side of each Story Book page.

Game board
You will use it to place new location cards and explore their 
particular parts. Only location cards will be placed on the board 
and they will be placed according to map cards (see page 5).

Locations 
Locations are built from location cards and will let you discover 
new puzzles and objects as well as learn the story.

In the action section of the paragraph beginning the location, you 
will be instructed to take 2 location cards together with the map 
card and a few of the action tokens (detailed in later sections) . 

Take all of the required cards from the corresponding  
decks and flip them immediately.

Next, following the instructions given in the paragraph, place the 
location cards according to the picture on the map card presenting 
the outline of the location. It’s divided into 12 squares, called the 
“areas”. Place the card with the map next to the board in such a way 
that the orientation of the grids on both the cards are the same.  
You have now prepared a location and are ready for exploration.
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It’s possible, due to your decisions, you will not visit  
all of the locations during the game. 

Location exploration 

It’s worth it to look carefully at the location cards  
when discussing the next step. 

When you decide to explore a given area, place one of the available 
action tokens on that area of the map card and read the 
paragraph assigned to the area. During exploration you can receive 
one or more game cards.
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P088
You wake... In a weird circle. You have no idea who or why they drew it. 
You go out into the corridor, indifferently passing by someone’s nursery. 
The situation is beginning to overwhelm you. Whose house is this and 
why are you here? You ignore the ringing phone. You are about to go 
outside when you hear someone’s feverish voice being recorded on the 
answering machine.
- Mr. Kowalsky, please come to the hospital immediately. Your 
daughter... She woke up! I’ll give her the phone... Lizzy, your dad isn’t 
home at the moment but maybe you want to tell him something?
- Daddy, I love you - you hear an unknown child’s voice. 
You shake your head. 
For a moment you regret not ever having a child.

End of game.

P089
You open your eyes and you see that you are back at your basement 
in the middle of the ritual circle. You immediately leave to get to the 
hospital as soon as possible. You enter your daughter’s room and you 
notice her sitting, awake on the edge of the bed. You run to her and grab 
her in your arms. You look straight into her eyes. You have never seen 
her so happy.
- You saved me. I remember everything Daddy... I know what happened.
You look at her disoriented.
- What exactly do you mean honey?
- Everything! Mom! You and what you had to go through. Even you giving 
away Mr. Cuddly.
The words are escaping you, you don’t know what to say and how to 
react to all of this, but your daughter is not done.
- Dad... I’m safe. But we have to go back for Mom!

End of game.

P090
You walk to the doctor and your wife. Both are chained to the wall, 
silent but not gagged. You try to release them but you don’t have enough 
strength to break the chains. You have to find another way.

Take card C054.

P091
You dial a number and you hear your own voice on the phone:
- Hey honey, I’m worried about our little girl. She says she doesn’t feel 
very well. Can you take her to the doctor today? I love you! Bye.
You remember how, even as a little kid, Lizzy used to have sudden 
attacks of fatigue. This was even before Jen had passed. How could you 
forget about that? Suddenly your thoughts are interrupted by the sound 
of the wind. It looks as if the grate in the window opened.

Discard cards C013 C103.
Take card C028. 

P092
Jennifer immediately throws herself into your arms and hugs you as tight 
as possible.
- I made a mistake, but we can still fix everything - she says trying to 
push away the sadness. She takes Lizzy’s small bottle out of her pocket 
- this is the last thing I have of her. Take it, please.
You accept the bottle. You want to thank Jen, but her eyes become 
suddenly absent, as if she gave a piece of herself with the item. She 
doesn’t react to anything, she just looks absentmindedly into the mirror.

Discard card C066.
Take cards C090 C106.

P093
You turn more pages of the Book. You will need a few things for the 
ritual: something to draw the circle on the floor, candles, and an item 
of great importance to the person you want to find.  The first two things 
are not a problem for you. The chalk should be somewhere around the 
desk. The candles should be in the safe. But the last item... What would 
Lizzy have that is so important to her?

Take card C017.
Decide where you want to go - place an action token on the chosen field 
and read the corresponding paragraph.

P094
The darkness subsides and you immediately realize that you have found 
yourself in the attic. This time you are not alone.  With horror, you 
notice two familiar figures chained to the wall, Jen and the doctor. At 
first you try to walk to them. They are silent, just rolling their eyes 
as if they want to show you something. You follow their gaze. You see 
gargoyles in both corners of the room.

Discard current location cards and map card together with its tokens.
Discard, if you have, cards C068 C090.
Take the location cards L02 L05.
Take card C040.
Set up the room according to the map card.
Take 1 Action Token.

P095
The toilet is on a raised platform, as if it were a throne. There are skulls 
on both sides:
- Ah, it’s you. I might have known. No one else would check this memory.
- Shush! Don’t talk to the human, you will get the Keepers upset! - 
another skull screams with obvious irritation. The first skull ignores its 
outburst.  It addresses you calmly:
- We lost the king’s scepter. Have you seen it anywhere?

If you have card C051, read P061.

P088
P089
P090
P091
P092
P093
P094
P095

The number of action tokens is not sufficient to easily explore every 
nook of the location. That is why it’s important to choose the areas 
you are going to. If you run out of action tokens, grab doom cards.

Doom cards
Doom cards will allow you to continue the game if you run out of 
action tokens. Every time you would like to explore another area 
but you don’t have any more action tokens, you must take the top 
doom card from the doom card deck and read everything that is on 
the card.

D0
D0

Preparations take longer than they should. You start to get frustrated, 
but you cannot give up, you must push forward.

 Take 6 Action Tokens.

The top part of the doom card contains the story, and the bottom 
contains effects that have to be considered. 

Be careful with the doom cards, using them to extreme 
effect might have an influence on the game play  
and ending! 

Remember! You cannot take another doom card  
if you have unused action tokens!  

Game cards
During play, game effects and paragraphs will tell you to draw 
game cards (marked with the letter “C”). After drawing you can 
immediately turn them face up and place them in a spot that is easily 
available to all players, discarding them only when the Story Book 
action requires it (usually after use).

C001

The game card deck contains a few types of cards:

Puzzle cards 
 These contain an icon on a red background in the bottom right 
corner. Each puzzle can consist of one or more cards. It’s best to group 
the cards according to the icons so the elements of a given puzzle are 
close to each other. 
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C076

You won’t always find all of the cards necessary to solve  
a puzzle in one location.

Important! To solve a puzzle, you always need all of the cards 
with a given puzzle symbol (information about the required 
number of cards for a puzzle can be found in the app).

Item cards
These are characterized by a gray background with a picture of 
the item. Sometimes, the item cards can have an icon on a brown 
background in the bottom left corner. Cards with items are elements 
that can be useful later in the game.

C025

Exit cards
These don’t have any marking, instead they have a black area placed 
in the central part of the graphics. Such areas are called passages and 
allow you to leave the current location.

Remember that after leaving a location you won’t be  
able to come back! 

C094

When you are ready 
to leave your current 
location, read P143.

Condition cards 
These contain an effect (e.g. the possibility to read a given 
paragraph), that can be considered only if you have the proper 
card(s) with symbol(s) in your play area.

All of the conditions presented on the condition card  
found in the current location can always be solved in the  
area of the same location.

C017

When you collect the Cards with the symbols below, read P048.

            

Map cards
These have a grid like the one visible on the game board and 
present a smaller picture taken from the location cards. You will place 
your action tokens on these cards in order to explore. Map cards 
are always drawn with the location cards. The location cards should 
always be placed on the game board according to the map cards. 
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P032
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P093

P002

P168

P037

P163

P131

P022

P129

Important! One card can belong to a few categories.  
For example, an item card can be a puzzle and condition 
card at the same time. Such cards combine the features 
described for each of the card types.

Puzzles and app
The puzzles in the game consist mainly of the game cards, but they 
can also use other elements. Each puzzle contains at least one puzzle 
card (marked with an icon in the bottom right corner). An answer to 
each of the puzzles should be input in the app.

The game contains puzzles required to progress and puzzles that 
will help you in a different way. Therefore, don’t be afraid to leave a 
puzzle unsolved if you want to go forward - the game will not let you 
progress if you do not solve the puzzles required by the story.

The app for Escape Tales: The Awakening is presented in the form of 
a website that the players can add to the Main Screen of a mobile 
device and use as an app. It works offline as well, so after visiting 
the app page once, you will be able to use it without access to the 
Internet.

You can find the app by following this address 
https://app.escape-tales.com
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When starting the website/app, choose the language corresponding 
to the game language version. The puzzle solutions may differ 
depending on the language versions of the game. 

The main menu of the app includes 
symbols for all of the puzzles, you can 
maneuver between them freely. Every 
time you discover a new symbol for a 
puzzle, you should open the puzzle and 
read its menu.

Important! All actions done in 
the app do not require the action 
tokens and do not have a negative 
influence on the game play, so you 
can do them as you like.

The puzzle menu contains 3 main areas: Answer space,  
Required cards and Hints.

A  Answer space - The space that 
you will use to input a password 
or a code as an answer for a given 
puzzle. The number of symbol slots is 
unique for each puzzle - this means 
that if one puzzle presents 3 slots for 
an answer then it consists of exactly 
three symbols (numbers and/or 
letters). 

After inputting a correct answer, the 
app will direct you to a paragraph in 
the Story Book.

There can be a tip next to the answer space concerning 
the format of the answer. This tip does not influence the 
solution of the puzzle, it only gives direction how its answer 
should be input in the app. 

B  Required cards - This option allows you to learn how many 
cards and what game elements are required to solve a given 
puzzle. You can ignore it and try to follow the story and logic to 
gather all of the clues but you can always check here.

C  Hints - A button opening a new menu that allows you to get 
hints. You will find a button “Take a hint” that will in time turn 
into “See the answer”. Pressing this button will allow you to get 
an answer. You should reach for it as the last resort if you are 
not able to solve a given puzzle. Using this button does not have 
a negative influence on the game play.

End of game
The game has several various endings in the Story Book. Your 
decisions and actions will lead you to one of them and will mean an 
end of the game.

Another game
You can play the game again in order to follow new paths, make 
different decisions, and reach other puzzles and endings. 

In this case you can start the game by omitting the first location and 
starting from P015.

Saving the game
You can stop the game of Escape Tales: The Awakening at any 
moment and continue on another day. To do so, just fill out the table 
on the last page of this rulebook. The next time you play, set up the 
game in accordance with the table and continue your game.

We recommend, however, to save the game as soon as you leave a 
location. Then you won’t forget details connected with unfinished 
puzzles.

A

B
C

Game designers: Jakub Caban, Bartosz Idzikowski, Matt Dembek

Art design: Magdalena Klepacz, Paweł Niziołek, Jakub Fajtanowski

Story Book: Szymon Stoczek, Matt Dembek

English translation and proofreading: Tabletop Polish
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