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GRID OF SETUP TURN ORDER 5 W you play multiple cords, fhey must be the FLIP A CARD
- A o same and colour. ‘
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Vekerne 1o e Gid of Shodovs - o cursed reaim
“vhere deception is Key. and every card played may be
@ b Players foke fuma placng cords face dovm.
attempting fo Bl their vay fhreugh vhie shedding
rusir hand

At oy v, if 0 player suspects o bulf, fhey may cal
“Lightsl o challenge the play.

H the challenged card was a ks, the acoused receives
e praity. 1 T PRIy VR TEUTTLL e Crasenger gets
e penaity instead.

Winning the Game:

You vin by eifher being the first to play ol your cards.
o by having the lovest fotal card vakue at the snd of

e fired challengs.

SEQUENCE

1 someane has played on a grid card then, starting with the

may:

+ Playa face-down card "clabming” o muteh the declared
member and calous.

o+ Pass

+ Call Lights, accusing the last player of biuffing. Amy
player can call Lights, thay do nat have te walt for thelr

.
Comtinue until all players bave passed o Byhts Is called. 11

¥
T lights s called, proceed s * Calling lights™.

the center of the table.
APut two cords fo one side for the “final chollenge™

garre end).
4. The remwining deck forms fhe drav ple.
S Determrine fhe starting player
5 The first to act ls player vho sntersd e room
lost. Should the grid be challenged again. e
provious champion bagine.
The sharfing player receives the fum order fuken. fips
aver any +va face-down cards from fhe grid and begne
Fhwdr fum.
o, 1
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W CALLING LIGHTS

Buring the Secusnce phase, any player may cal
challenge the mest recent play.

When Lights is colled, follow thess steps:

LReved the Last Play
o Fip over ol cords played during the ket player's
tum. if the player piayed multiple cards. off of them

I.CMKI&“:EI-NU
Compare the reveded cords fo the declred
rumhumumu.
D oy cord does Rt match the dedared rumiser o
ok, the player was bhufing.
<M ol card match, #he player was fruthiul

o The accused player fokes of cords played on the
rid this round. the originl grid card, and dravs 1

+ Incormect ccusation (Truthiul Playy
o The occuser fakes ol cards played on the grid this
Found, the erigingl grid cord, and draws 1 additinal
card from the draw pla.
- o

& Piay o card/cards onto o face-up grid card, of fip a
foce-down grid card and pick Up @ card frem e
draw pl,

Lbaquence

& In dockwise tum order, players may phay matching

cards. poss. cr coll Lights.
ACard bty
@ W volid, activate the cord ablity based on the final
sequence.
& Ressive
= Apply grid rules je.g. collopse and replacerrent of
the grid.

PLAY OR FLIP

At the beginning of your fum, you must fake one of the
following actions:

+ Play Choose a face-up grid card and play one or
rreore cards from your hand foce down.
o You rrust cearly deciare the rumber and colowr
you cre dairming feg. k. Telow'.
o Tour dedared cands must Matn e number
on the grid cord, lbut five colour does not need fo

Prate, (Yeu den't have fe fel the fruthl. !‘
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fhere are consequences.
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CARD ABILITY

Emeh rumber hat @ unigue ablity that sclivates bosed

‘on when it is played in o sequence

« First Played - Activates only for the frst player fo
phary that nuriber on the grid

« fioch Tire Played - Activates for every player vha
[plays that nurmber during the sequence.

+ Last Played - Activates srdy for Hhe faxt player fo
play Tt numBer in The sequensce.

Ablithes resclve affer Grid ues and can tip e bakance

of pover with sach meve.

The Following Card ablities are written on the

e aasocioted rumben:

 Whisper
Brav a card from fiwe draw ple and discard
card from your hand iLast Playeds.

2 Dacolve
Give one card from your hand fo another player
st Played

3 Smite
Force a player fo pick up one cand froem the drow
phe (Each Tire Playeds

peraty.
= After fiping. you may choose fo ploy o cord of end
your fum.

e W o TUIST STer Ry OF S SN YOUT TUTL TENing re
action s not permitted.

» Blessing
Turn aver o cord for free on the grid, if you con play
on it you may First Played).

& Shnce
BXIp The hext players num st Payed,

& Shift
Draw two cards, use one of the cards fo replace bne
grid card (play face dovni and place the other card
Ot the Dottom of the drav ple. [Lost Piyed).

. Luck
Choose any grid card and repice it with one from
your hand tfoce dovry. Discard fhe grid cord dast
Played.

# Summon
Ackd @ card from fhe drav ple face up o the grid
#a grid il have W or greater cords untl #his card
Is removed. you may play on this card # you
ehooss. Fiext Playeds

3 Hunger
Pick up two cards from the drav ple (Only he
player e played fhe 5. fioch Time Playeds

0 Balance.

Give one card fo ol players from the drav ple.
Inchuding yourself (Each Time Played,

8



RESOLVE
After the Sequence and any Card Ablity octivation
complete the Resotve step:

HoLignte s Cotes

diecarded, Reploce fivem with new face-down grid
cards from the drav pie.

. mmwn@-mmuunmm
shert of the gare: fhey may fip tva grid cards for
froe befors choosing fa play.

EXTENDED RULES: '

. e
Extenied Rues infrochuce four special cards - Wrath,
Befiect,

g o orly ueed e
wxtercied rues variant.

+ Boch of these cords appedrs four fimes in the deck and
lorings unique factical tiste. Any of thess cards left in
¥ g ol B

= Wre fhwes cords do have their v colur, They do not
Fotow Phe standerd petsment réss (k5% matching
oM rumber and coloun. retead. sah one i played
according o Its ovn spscife nues.

= Eoth card aiso has @ distinct effect when played. and @

W o ~Lights!™ Was Calech
+ Chack the grid card viare cards vers played.
W thers are thres or more cards on fop of I, the
the grid

on tep of it
o Replace the colapsed gid cord with @ new face-
down card from fhe draw ple.

Hor
« B e draw pile runs out. reshutfie fhe discord ple fo
formm & nerw draw ple.
* This may only be done once per game.

WRATH '

When piared:
« Wnen played. Wroth immedately ends the curent

Soquence.

* igrore the sument grid card rue and ite effect. Only
Vrath rescives this fum.

+ Choose arether playen they mamt draw 3 cords frem
e draw pds.

+ Wrath may andy be played on another player's cord, rat

+ Discord Wrath after reselving. The fum confirues os
eernal

[re—

+ Tha caer revedis the cords.

« W Wroth s revealed. $he reveding playe drave 3 cords
In oddition 1o the rermil Lights pencity. The blafiing
player

« HOTE- mmvmnnmuimwmnupﬂ
fer iy reason, the revedling player rust drav 2 cord
N RCON WAL Tris e4tect 18 Unavesanie.

Featriction - One Wrath may be plaped por fum fofal 18
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FINAL CHALLENGE
The garre ends i a player successiully remaves oll ther
s, escoping fhe Grid of Snadows and keaving fhe.
remaining players to face ther fote.
Altematively, if the deaw ple in depsted the shadave

the lovest totol vakue wil evade the shodows' grosp.
whie oll sihers are bourd fo the grd

cards M!hm
Add the two that were.

of the game foce up fo the gid.

THE RULES

.

+ A single player may play mulfiple cards on a single
grid cordl but other players connot odd fo ther phay.

+  After playing. the player rmust reveal another foce-
down grid card and vait for their next fum fo play
ogain.

&

Tum Sequence:
+ Play procesds fo ha rext player n clockvise order.
« ¥ e next player con piay. ey must match e
cskou sl nusriber of @ focenup grid card.
+ kftor playing. they must reveal ancther
grid card i any rermain) and end thew fum.
« H a player connot play. they must poss, they do not

+ The Final Chalienge confinuss unil no one can play e

fiip over a grid card.
Open Play
= be played face up - g 9
alloved.
* Gard cblities no kanger apply. o face=ciown cards remain.

+ To pky on o grid card, fhe card must matn e

REFLECT '

Vhen played

+ W you are assigned one o mere power effects from a 2.
3 oF Wrath durrg @ fum, you may play Refiect 1o send
those effects bock fo fhe player or players whe
p——

Tirring

= Reflect may be played at any point affer you are first
ostigned o power effect durng o fum. It reflects ol
applcable power effects assigned fo you that fum.,
incducding any aesigned after it s played. Piace It foo

o on top of the cument fums grid cards.

Mt ovar on the grid

» Ho cards may be played on top of It That space is
blocked until the grid in refreshed (for swample, vien
Lightsl s calledh. The hum continues o8 normal.

i Lighisl s caed
= W you bl vith Reflect. you foke the grid cards. the

= M Ugnts s coled e 0 revesled Reflect, the Reflect
weffects apply o8 rormal ard the player vho colled
Ligta fihen the grad carcls ard Lights penlty.

¥ fur, fotal.

GAMBLE '

When played
+ When played, Gamble mmediately ends the cument

‘Sequance.
+ Kgore fhe curent grid cord e and its effect, only

H ot draw frves cards from the draw pls.
= Gamiks may hot be played on your own card.

¥ tumad aver on fhe grid

+ Discard Gamible.

+ Guees § er lover, § ef higher, o 0 Pewer cordd Replace
Garmible Vith a rev face-up grid card.

« M comect. nothing happens. i incorrect. drow cne penclty
cared The furm continuss a1 nereal

Hignte s coedd
« o bbb vt G, ke i prid cards. #he nomdl
Lights penalty,

mormaly. The coler fokes the grid cords and Lights
penaty.

CARD DOESTT MATCHT TIEN FASS.
OTHERWISE

‘WINNING THE GAME

- W o payer gets rid of of ther corde fney

Imeradiately vin
* After the Final Challenge. the player with the lovest

INDECISIVE
+ Bwitch the cument sequence colour.
+ Bhue o Yolow.
W fumed aver on fhe grid
+ You may play any number and colour on fop of it
foce down. Once fihe furn ends, of cords in this stock
—

i Lightsl s collech
Reasive Lights as namal

Restriction = Mo restrichion fo the rumber of times
played.
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