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The Apocalypse

I t is the year 2012, and the world is indeed coming to an end.
Noone seems to understand though what is going on exactly.
I t all started in February, when a huge area in Russia was shaken as if by an explosion, leaving in its wake a zone a 
few hundred miles wide that defies all the laws of physics, nature and just plain common sense. Hundreds of scientists 
tried to explain what is going on in there, but they remained without answers. It soon became obvious that anyone who 
enters returns insane or not at all, and not only machines sent inside suffer severe malfunction, even satellite photos 
end up pitch black. So what is in the middle of the zone that became known only as “The Unknown”, still remains a 
mystery. Its appearance has stirred the world literally and metaphorically alike.
In the following months unexplainable events continued to shock the population throughout the globe. In many 
cases they resulted in the biggest catastrophes the modern world has seen, great fires swallowing cities in flames and 
earthquakes transforming landscapes. But not everything seemed to be a natural disaster - apparitions and impossible 
occurences became more and more frequent, making every witness question the reliability of everything science has 
discovered and stated so far. 
I t’s been almost half a year now, and while many try to continue their normal way of living, many others began to 
center their lives around these events, apostolating religious theories about the end of the world, or using the chaos to 
their own advantages. It is pretty obvious to everyone that there won’t be long before something big happens, although 
what that will be, or what the meaning of all this is, noone knows.
There are, however, a handful who have a few educated guesses. Only the most expert initiates of obscure occult lore 
heard about the lost apocryphal scripture in which a prophet claims to have dreamt about the death of God. In his vi-
sion God himself told him that the only reason he created Earth for was for it to be his grave and at the same time the 
womb he will reborn from. He claimed that the corpse of God will lay on Earth’s surface unrecognizable, starting a 
decay in the material fabric of the world and simultaneously, freeing the substance of his rebirth, the dreams and fan-
tasies of mankind that carry the very essence of His being. His heart, at the center of his body, will be the only thing 
visible to the human eye, containing an energy that can forge universes and make any mortal omnipotent.
The truth in these words is dubious, yet considering recent events, many risk to find out if there’s anything to it. Maybe 
it’s not meant to be taken literally, it’s just a symbol of sorts for something invaluable related to the planet’s natural 
life cycle that the ancient elders discovered and mythicized. Maybe the world is not ending at all, it’s just a pass-
ing phase that can be cured and exploited for greater wealth. Whatever this “Heart” is, claiming it may mean either 
power beyond imagination, if that’s what one’s after, or, in more altruistic hands, maybe just a stop to the disasters.
Determination, however, is not enough. It seems impossible to survive a few hours in The Unknown, let alone days 
to reach its center. But as ancient as this myth is, there have been others throughout the millennia who were preparing 
to get hold of God’s Heart when the time would come. Allegedly powerful artifacts have been created, or conjured up 
from mystic sources, that are supposed to help their bearer get through the body of God safe and sound in spite of the 
unusual conditions one may face within. These relics have been lost long ago in the ruins of long-gone cities or under 
the soil of centuries, yet some believe that if one could find and gather at least a few of them, they would be able to 
reach their goal and put their hands on the source of creation.
And yet, there are some that can’t help but wonder, if all this is true, maybe the newborn greed for his Heart is not 
against God’s intentions at all, for his ways may well be mysterious, but he’s no fool for sure.
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In this game, 2 to 4 players portray some of those reckless sol-
diers of fortune who decided to get a hold of the Heart, either 
for themselves, or for the good of all mankind, or perhaps as 
the agent of wealthy people - maybe even a government.  
The winner is the player who manages to get it first.

It is not at all easy, though. Once inside The Unknown, a char-
acter has to face and survive 3 extremely harsh events, each 
one of them potentially fatal in themselves. A player may try to 
risk it by pure luck, but there is a possibility though to look for 
the legendary Artifacts that may improve one’s chances inside 
The Unknown considerably.

During their adventures the players’ Characters will probably 
travel around the world, visit exotic places, lead expeditions 
into relentless wildernesses in search for Artifacts, face surpris-
ing Adventures and venture into disaster-ridden places all other 
people are running away from. The dangers lie not only in the 
natural catastrophes caused by the troubled matter of the Earth, 
but also in the insanity of people trying to deal with the coming 
of the apocalypse, in the rivalry of others who have the same 
goal in mind and, most unexpectedly of all, in the appearance 
of supernatural events and creatures that have only lived in 
people’s imagination before.

All the while the Characters can learn new, useful Skills, make 
long-term Plans that can be of their advantage, and they can 
obtain less powerful, maybe not less mysterious ancient rarities 
or high-tech items that can help them along their way. 

This book will try to set a few rules that the players can keep 
themselves to even at this chaotic time of the Apocalypse. 

Game by Péter Varga
Thanks for their invaluable help, support, advice, ideas and 
playtesting to Alexandra Terék, István Magi, Scott Moore, 

 Ákos Tasnádi, Dávid Haraszti, Zoltán Demendy, Dániel Kodaj, 
István Madarász, Gábor Valló, Zsolt Kohári, Márton Pán
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The Game board depicts the world map, with several places 
players can visit during the game. There’s also place for cards, 
and a bit of summary for the ability checks.

There are four different kinds of visitable areas on the map:

Western Cities                    Exotic Cities 

The Western Cities are not necessarily in the Western half of 
the world, but it is the common name in the game for the more 
developed cities where players usually gather their information 
before moving on to an expedition in more dangerous areas.

 
 
 
 

 
 
In the Exotic Cities, the Characters can learn a few crucial facts 
about the Artifact they are looking for. However, they may have 
other reasons to visit them too.
 
If the rules or the text of a card refer to a “City” in general, it 
can be both a Western or an Exotic City - the same applies if 
the text says “Any City”.

In the upper left corner of both types is the icon for the reward 
a player can get if he is making his Research in this city (see 
Game Turn / Research section).

In the lower right corner of both city types is the icon depict-
ing what the player gains if he spends his Free Time in this city 
(see Game Turn / Free Time section).

There are times when players have to randomly determine a 
Western City. In this case they must roll two dice, add their 
results together and choose the City which has the correspond-
ing number in the upper right corner.
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There are several types of cards in the game. Namely:

- Character cards
- Good Luck cards
- Bad Luck cards
- Skill cards
- Plan cards
- Rare Item cards
- The Unknown cards
- Artifact cards
- Obstacle cards
- Random City Adventure cards
- Random Field Adventure cards

Four of these types the players actually hold in their hands: 
Good Luck, Bad Luck, Skill and Plan cards. The other are usu-
ally on the table in front of them. If an effect refers to “cards in 
a player’s hand”, it applies only to these four types.

A player can hold no more than 6 cards of each type in his 
hand, thus a maximum of 24 cards. If you already have 6 cards 
of one type and you draw a seventh, after drawing this excess 
card immediately choose one of the 7 to discard. 
 
Some type of cards, after played, must be put in their respective 
discard pile (individual exceptions may occur), or, to save some 
space, on the bottom of the deck. And there are those type of 
cards that the players usually place in front of them on the table 
- typically Skills, Rare Items and Artifacts.

Those cards that stay in play in front of you have a Reminder 
icon in their lower left corner to remind you of their use. These 
icons don’t have a meaning on their own - you don’t have to 
memorize what each specific icon means - they just refer to 
the text of the card in a way that you can remember at a glance 
when to use that card. This way you don’t have to read all your 
cards over and over again during play to make sure you don’t 
forget to use one, hopefully the icons will remind you. You can 
find some examples on sample cards in this rulebook.

The most important rule to keep in mind is that the text of the 
cards always overrule the rulebook.

If two or more card effects contradict each other, the domi-
nating effect is the one played or used later in chronological 
order.

Some cards may need the player to “use” the card to trigger 
its effect. This means that - under the proper conditions - if the 
player wishes to apply the given effect, he has to rotate the card 
90 degrees to the right to indicate that he has used the card’s 
desired effect. 

A player can’t use a card if the card is already in its used posi-
tion. At the end of a player’s turn, in the Refresh phase, all 
cards become usable again - this is the time when the current 
player can rotate them back to their unused position.

If the draw deck of any card type runs out, shuffle the corre-
sponding discard pile to form a new deck to draw from.

Expedition Fields

The light blue hexagons leading out from Exotic Cities are the 
Expedition Fields (or in short, Fields). Players can move their 
pawns to these fields in their search for the Artifacts. These 
hexes represent the sometimes exciting, sometimes breathtak-
ing, but most often dangerous land that can be reached from the 
given city.
  
The higher the number on the Field, the better the chances of an 
Artifact hiding there, but these places are also more dangerous. 
So the players have to choose very carefully where to start an 
expedition. 

The Number on the Field modifies:
- Expedition Rolls made in the area
- the Difficulty of any Adventure the Character faces there.
 

The Unknown 

Finally, the players may enter the zone of the Unknown itself - 
but they’d better be very well prepared to do so. Without proper 
foresight they are likely to find their own deaths here.
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Character cards 
 

The characters in the game represent individuals who are more 
familiar with the occult and supernatural than the average 
people, and each of them is looking for the Heart for their own 
personal reasons. Maybe someone hired them, or they aim to 
use it to their own advantage - the players are free to come up 
with anything they feel like.

These people are in fact the protagonists of the story being told. 
Their primary abilities reveal wether they like to solve a situ-
ation by brute force, wisdom or supernatural means, but it can 
change during their adventures.
 
At setup, each player will choose one of these characters to 
play during the game (see Setup) and they will keep it until the 
game ends.
 
A Character card features the following details:

- Below the character’s picture you can read his or her Special 
Ability. This text is unique to each character and may play a 
crucial role in the player’s choice. 

- There are three numbers in the lower half of the card, marked 
with letters. These are the three primary Abilities of the charac-
ters. The higher the number, the better the given Character is at  
the corresponding trait: 

A: Action Hero
S: Scholar
M: Mystic

These values will be subject to change during the course of the 
game, marked by Number Tokens. 
 
If some effect modifies any of the three Abilities, it will refer to 
them in this manner, e.g.: “Gain 1 Scholar” or “Lose 1 Action 
Hero”. This actually means the player has to change the value 
of the character’s relevant Ability. 
 

These Abilities will be put to test several times during the 
game. Such an occasion is called an Ability Check. For ex-
ample, when a player has to test his character’s Scholar Ability, 
the card text will say “Make a Scholar check”. See Ability 
checks section for more information.

The players will have to take into account other details regard-
ing their characters as well, such as their Personalities (see To-
kens section), their Experience (see Leveling) and their Health 
(see Death). See the Sample Play Area for a detailed example.

The Reminder icon on this card tries to ensure you don’t forget 
to use Alex’s ability when a Bad Luck card is played on her.

 
Good Luck and Bad Luck cards

 

    
 

(sample Good Luck card on the left,  
Bad Luck card on the right)

The Good Luck cards make the character’s lives easier - they 
are always helpful in some way or other. Usually the player 
who draws them keeps them in his hand until the right moment, 
when he plays it to his own benefit.

The role of the Bad Luck cards is to make mischief to other 
players. The Bad Luck cards don’t affect the player who draws 
them - he puts and keeps them in his hand, then when the time 
comes, plays them to hinder other players. Their effect is rarely 
due to something the Bad Luck card’s player’s character actu-
ally does, these cards just represent some unfortunate event the 
target player’s character must face.

There are many ways to draw Good and Bad Luck cards, 
mainly during the Free Time phase in Cities (see Game Turn / 
Free Time) and when the player’s Character gains a level (see 
Leveling). 

A player can only play Good Luck cards during his own 
turn. Similarly, A player can only play Bad Luck cards dur-
ing other players’ turn.
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Regarding timing during the turn: at the top of the card text, 
there is usually a paragraph in italics - this determines the exact 
conditions of playing the card. If these conditions are respected, 
the player is free to play the card at any time.

Some Good Luck and Bad Luck cards feature the bold and 
italic trait “Adventure” right beneath their title. These are 
always played during the Adventure step, and can’t be played 
at any other time. Read more about these in the Game Turn / 
Adventure section. 

Sometimes there is the image of the Catastrophe token on these 
cards - it means that at the time of playing the card featuring 
this symbol, the Catastrophe token must be moved - see the 
section about the Catastrophe.

When the Bad Luck card’s text refers to “you” in the text, that 
means the target player, not the one who played the card.

During a specific player’s turn, all of his opponents are allowed 
to play Bad Luck cards. Bad Luck cards can only be played 
against the current player, ie., if it’s Player X’s turn, Player Y 
can’t play a Bad Luck card on Player Z.

Only one Bad Luck card can be played on any one player 
during each Step. If during a given Step a Bad Luck card has 
already been played against the active player, no further Bad 
Luck cards can be played against him during the same Step. 
His opponents are, however, free to discuss which of them 
should play a card this time for what effect. 

Skill Cards 
 

There are many things worth learning for a person that aims for 
the most dangerous of adventures, and these are represented in 
the Skill cards. The players often have the choice of studying 
some of many different specialties, but it is not always the best 
way to spend a character’s free time. 

When a player draws a Skill card, he takes it into his hand. In 
order for his Character to learn any given Skill, he will need 
Skill tokens (see Tokens section).  

As soon as a character gains one or more Skill tokens, the 
player may put a Skill card from his hand on the table, 
upside-down, so that the number at the bottom of the card is at 
the top, in a legible position. He places one or more of the Skill 
tokens just gained on this card. This is the way to show that the 
character is “just learning” this skill, but haven’t acquired it yet.
When a player gains any Skill tokens, he may also put any of 
them on Skill cards that are already in front of him in this 
“just learning” position. 

As soon as the Skill tokens on the card equal to the number 
printed on the card, the Skill is finally learned. Rotate the card 
to normal position (so that the number is upside down, as it is 
not relevant any more, and the title and text are legible) and 
discard all Skill tokens from the card.

A player can’t use the text of a Skill card he is “just learning”.
If a player gains more than one Skill tokens at a time, he may 
decide to share it among the Skills he is just learning, or to start 
learning several new Skills, putting them down to the table 
from his hand, or any combination of these.

It is possible to learn a Skill as soon as it is placed on the table 
(eg., it needs only 1 token to learn and the player gains a token) 
- in this case it can be placed in normal position, showing the 
other players that the token is spent on this card, then discard 
the token.

It is not allowed to place Skill tokens on Skill cards that are 
already learned.

If a player gains Skill tokens, but doesn’t have any Skills 
that he is just learning and he doesn’t have any Skill cards 
in his hand either, he must discard these Skill tokens. The 
Skill tokens must always be on a card that is being learned, or 
they must be discarded. Also, if a Skill on the table is not yet 
learned, but there are no Skill tokens on it (they got discarded, 
ie., due to death), it must be taken back to the player’s hand.

Skill cards can mainly be drawn during the Free Time phase in 
certain Cities. 

There are 2 cards of each Skill, but a Character can only 
learn the same Skill once. If at any time a player draws a Skill 
card he has already learned, or one that he already has a copy 
of in his hand (or drew 2 of the same), he may show it to other 
players, then discard the redundant copy, and draw a new card 
instead.

Learning a new Skill rewards the player with some Experience 
points as well - as marked by the globe symbols in the bot-
tom right corner, which stand for the Experience (XP) tokens 
gained. These are awarded as soon as the Skill is learned. You 
can read more about Experience in the Leveling section.
 
The Reminder icon on the Hunting card indicates that you need 
to pay attention to it when you face an Adventure.
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Plan Cards 
 

The characters may have many reasons to travel to certain plac-
es - to gain the benefit of spending their Free Time in different 
Cities, or to find out about dangers accompanying the Artifacts 
in an Exotic City, and only they themselves know what else. 
Most of the time though, if they are clever enough, they have 
a Plan, or even more than one, to justify their deeds. These are 
represented in the form of Plan cards in the game.

A player can collect the Plan cards he draws in his hand, and if 
there are some he’d like to see being carried out, he must take 
care to do what is necessary in order to play them. Once the 
circumstances are met, he may play the card, gaining its quite 
remarkable reward.

All Plan cards specify several places the character must Visit 
in order to play the card. The game uses the “Visited tokens” to 
help the players mark which places they have already been to: 
usually, at the end of his turn, a player can put one of his own 
Visited tokens on his current location, so that in a later turn he 
can prove to everyone, pointing at the token there, that he has 
been to that place earlier during the course of the game.  
You can read more about the exact rules of placing and remov-
ing Visited tokens on page 17. 

The Plan cards mention some places (most often Cities) after 
the word “Visit” usually in the very first line. The player can 
only play the Plan card if he has a Visited token at all of the 
listed places.

Some (not all) Plan cards have additional conditions that define 
the timing of playing the card. It makes the time to play the 
card obvious, as long as the Visit conditions are met.
If the card doesn’t have any such timing criteria, it can be 
played at any time during the player’s turn, of course, only 
as long as the Visit conditions are met. Most often the best 
choice to play such cards is when the final required Visited 
token is placed on the board, but it is not compulsory.

The order of visiting the required places does not matter.

Some things worth keeping in mind: 
- The Plan cards are the surest way to gain Rare Items.
- It is possible to play Plan cards even in the Unknown.
- There are no two Plan cards with the same Visit list, but it is 
worth to go for Plans with some common requirements.
- Sometimes it is better to just let go of a Plan than getting 
obsessed about fulfilling the character’s every idea. 

Plan cards can mainly be drawn during the Free Time phase in 
certain Cities. 

Playing certain Plan cards also rewards the character with some 
Experience, marked at the bottom right corner of the card.

Rare Item Cards 
 

Rare Items are all kinds of useful things that are hard to come 
by, ranging from magical talismans to high tech constructions. 

All Rare Item cards have two different traits right under their 
title, both equally important. If an effect makes you draw a 
specific kind of Rare Item card - eg. “draw 1 Treasure Rare 
Item”, keep revealing cards from the top of the Rare Item deck 
until you find one with the given trait (in this case, Treasure), 
keep it and discard the rest. Any other traits the card has be-
sides the one that you were looking for do not matter. 
If the type of item is not specified - the effect just says “draw 1 
Rare Item” - you just draw the topmost card of the Rare Item 
deck disregarding its traits completely.

When you draw a Rare Item card, put it on the table in front of 
you - don’t take it into your hand. Its effects are applied right 
from that moment. You gain the XP reward (bottom right cor-
ner) for a Rare Item as soon as you obtain it (if you choose any 
alternative reward instead of keeping it, you don’t get the XP). 

Players start the game with drawing 2 Rare Items worth only 1 
XP, and chooing 1 of them to keep (see Setup). After that, they 
usually get more by the means of Plans or Adventures.

The Reminder icon on this example card shows that it’s useful 
on a Field (with any number, not just +2).
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The Unknown Cards 
 

These cards represent different surreal areas from inside the 
mysterious place that is called the Unknown. These places are 
usually very far from earthly landscapes, they rather resemble 
scenes from nightmares than anything real, even though there 
seems to be some symbolic link between them and the spiritual 
world. But that’s just how the Unknown is, reality is nothing 
like it used to be in there, venturing inside is more like entering 
the imagination of an insane mind. 
If you take a closer look at their text from a technical point, you 
can realize that if a character has to face any of these, the result 
is very often nearly fatal. But to find the Heart of the Unknown 
and to win the game, a player not only has to face one of them, 
but three in a row! It seems almost impossible to survive this, 
but with careful precaution it can indeed be done.

An essential way of getting ready for entering the Unknown is 
learning about what awaits you inside. This knowledge is very 
hard to obtain, but if you can take a peek at these otherworldly 
landscapes through some dangerous methods, you can make 
sure to take with you what you need to survive.
During the game, these peeks occur when you “draw Unknown 
cards.” Any Unknown cards you draw go to a seperate, face 
down pile in front of you on the table. You don’t take them in 
your hand, and they are not spread out in front of you - they are 
in their own stack, face down. This is referred to as your col-
lection of Unknown cards. They act as fragments of a map of 
the Unknown: you know that if you follow the path that leads 
through these places, you can find the Heart.
You can look through your collection at any time you wish, but 
other players can never look at the face down Unknown cards 
in your collection. 

Near the end of the game, when you finally enter the Unknown, 
you can use Unknown cards from your collection to face, and 
as such, you will know what to expect, and if you were careful 
and lucky enough, by that time you will probably have what 
you need to face 3 cards in a row and survive. You can read 
more about this and the endgame in the Unknown section.
 

Each of the Unknown cards has a trait right below their title. 
Some cards, mainly Artifacts, may refer to them.

The most common way of gaining Unknown cards is to go to 
the City with the Catastrophe token - read more about it in the 
Catastrophe section.

After you have faced an Unknown card, regardless of the 
result, you gain its XP reward in the bottom right corner. It is 
possible to gain a level even inside the Unknown.

Artifact and Obstacle Cards 
 

   
 

(sample Artifact card on the left,  
Obstacle card on the right)

Artifacts are ancient, extremely powerful items, that somehow 
got lost and forgotten during the centuries. Arcane manuscipts 
claim that they are in some obscure way connected to the area 
that would be the Unknown, and as such, their usefulness 
usually is not at all that obvious to the uninitiated eye. Many 
people entirely refuse to acknowledge their existence, others do 
everything to acquire them without prying their origins.

Regardless of the characters’ beliefs, players will notice that 
facing the Unknown cards is much easier if they have a few Ar-
tifact cards in their possession. Strictly by the rules, however, 
it is not mandatory to have any Artifacts at all in order to enter 
the Unknown: if a player is lucky enough, he might as well win 
the game without one, but it is very unlikely.
 
The Artifacts are not at all easy to find. Locating their where-
abouts is only one thing to worry about. There might be other 
things that make them hard to get to, and this factor is rep-
resented by the Obstacle cards. Most times, when a player is 
looking for an Artifact, there will be one Obstacle card belong-
ing to it, which the player will have to comply and face before 
finding it. The Obstacle card is drawn and kept face down, and 
the player may either find a way to reveal it, or risk facing it 
without knowing what awaits him.
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An Artifact card may have one or more of three sections: 
- The Found part has to be performed as soon as the player 
finally gets to the Artifact, after facing the Obstacle card. 
- The Continuous part affects the Artifact’s owner from the 
moment he has found it until the end of the game (or until he 
loses the Artifact). This is what the Reminder icon refers to.
- The Unknown part is relevant only while the Artifact’s owner 
is inside The Unknown, from the moment he moves there in the 
Travel phase, until he somehow moves away from there, eg. as 
the result of dying. Its effects are not valid in any other case.

You gain the XP reward (bottom right corner) for an Artifact 
after you have completed its Found part, or if it doesn’t have 
that section, as soon as you find it.

The main strategy during the game can obviously be to match 
the Unknown cards in your collection with Artifact cards that 
can help to face those specific cards, and thus survive the path 
you have found right to the Heart of the Unknown. 
Read more about how to gain Artifacts in the section “The Hunt 
for the Artifacts”.

The sample Artifact above has an eye as its Reminder icon: this 
is a sign that you actually need to be constantly aware of this 
card, since its effects can be triggered “at any time”.

Random Adventure Cards (City / Field) 
 

   
 

(sample City Random Adventure card on the left,  
Field Random Adventure card on the right)

Adventure cards represent events that happen to a player during 
the time his turn incorporates. These may either end well or 
badly, sometimes depending upon the result of an ability check, 
sometimes only influenced by the character’s personality.  
Usually the players have the option to play a Good Luck or Bad 
Luck Adventure card on purpose. If they forfeit to do so, the 
active Character may have to face a Random Adventure.
 
All Adventure cards feature one or more Traits in bold and 
italic under their title. These serve only as reference for other 
cards and effects.

There are two types of Random Adventures and they should be 
sorted accordingly into two separate decks at the beginning of 
the game: the City and Field Adventures, regarding whether the 
player is in a City or at a Field when it’s time for him to draw a 
Random Adventure card.

At the bottom of the Adventure cards you may see some re-
striction that specifies if the given Adventure can or cannot be 
played at the player’s current location.

If the Adventure card indicates an Experience reward in its 
lower right corner, the player gains it regardless of the out-
come of the card’s effects (i.e., even if it features an ability 
check and the player fails it), after the effects have taken place.

Read more about the Adventure cards’ exact usage in the Game 
Turn chapter’s Adventure section.

Personality

Every character has some kind of personality that predefines 
what they will do when they have to make a decision. If there 
are several ways an Adventure or other card effect can play out 
depending on how the character behaves in that situation, the 
player has to take a look at his character’s current personality to 
see which effects to apply. 
The characters always have two personality traits at the same 
time, as written on their Personality tokens. The player must 
always keep 2 different Personality tokens near his character’s 
card to indicate his current behaviour. There are 4 different 
tokens to choose from, and each of them are double-sided. A 
player can never have two personality traits that are found on 
the different sides of the same token.

The personality traits in pairs are

- Passionate / Cold Blooded
- Talkative / Antisocial
- Saint / Bastard
- Perfectionist / Impatient

For example, a given character cannot be Talkative and Anti-
social at the same time. A legal combination for a character is, 
for example, Passionate and Impatient.
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If a card effect refers to a character’s personality, it is worded in 
this manner: “If you are Antisocial, draw 1 Skill card.” In this 
case, if your character has the Antisocial personality displayed 
near to his character card as one of his two active tokens, you 
can draw 1 Skill card, otherwise nothing happens.
 
At the start of the game each player chooses freely two of the 
tokens for his character. After that, during the course of the 
game, you cannot just change them at any time, only when an 
effect calls for it. Most commonly, there is an opportunity to 
change one of your two personalities when you gain a level.

The character’s personalities have no game effects on their 
own. They are occasionally referred to by other cards, and 
those cards will have a good or bad effect on you depending 
on your actual personalities. Each personality can lead to both 
good and bad consequences equally.

As a strategy, you may want to modify your Personalities based 
on the usefulness of the cards in your hand.

Location Markers 

There are 2 Location Markers for each Exotic City. These are 
generally used to determine the whereabouts of Artifacts.

Visited Tokens  

The Visited tokens are used to indicate which location a given 
character has been to before, mainly for the sake of Plan cards. 
Each player has 5 Visited Tokens of one color of their choice. 
Read more about rules of placing Visited tokens on page 17. 

Research Tokens 

Whenever a character gains knowledge of something arcane, 
he gains one or more of these tokens. They represent the depth 
of a character’s knowledge about a specific Artifact, or the 
Unknown in general.

Equipment Tokens
 

Equipment tokens stand for all kinds of useful gear a character 
may ever need, mainly to make a successful Expedition. When-
ever characters acquire some monetary support, they are also 
assumed to receieve it in the form of these indispensable assets. 

Skill Tokens 

Characters put these tokens on Skill cards while they are learn-
ing the relevant Skill. When a certain number of these tokens 
are accumulated on any given card, that Skill counts as learned.

Number Tokens 

The Number tokens are mainly used to indicate changes to nu-
meric values that are printed on cards, e.g. to characters’ Abili-
ties. They are also used to mark the character’s current level. 
We suggest to mark the changes of the values of your Abilities 
with these tokens as soon as they are lowered or increased - not 
only when you gain a level or die, but more importantly, even if 
they are changed by cards played in front of you. If your Abili-
ties are modified by such cards - like Skills or Rare Items -, 
paying attention to immediate indication spares you the time of 
adding everything together again and again, and frees you from 
keeping in mind which effect you have already counted and 
which you have not. But beware, don’t forget to alter the values 
if, for some reason, you lose the card that affected them.
The only card effect you may not want to indicate with Number 
Tokens is the Artifact cards’ effect in the Unknown, if they 
would modify your Abilities’ values significantly only for a 
short time. The bottom line is, it’s up to you to decide how to 
indicate the values’ changes, but always be consistent!

 
Health Tokens

These represent the physical well-being of the character. If a 
character runs out of them, he dies.
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Catastrophe Token and Starting Player Token

  
The Apocalypse brings great disasters throughout the world. 
The Catastrophe token marks the location of the most recent 
tragedy. Read more about it on page 18.
The Starting Player token has an Active side (shown) and a 
Blank side. Read more about it on pages 14 and 19.

Experience (XP) Tokens

These are the rewards that help the characters improve them-
selves by experiencing events they can learn form. When a 
character collects 5 of these, he reaches a higher Level.

1. Character Card: Dimitriy Martynov, dangerous member 
of a secret organization
2. Number Token representing current Level 
3. XP tokens - he needs just 1 more to reach the next level, 
then he discards them
4. Current Personalities - a Passionate Bastard
5. Research Tokens
6. Equipment Tokens
7. Dimitriy’s Aspired Artifact - this is the relic he’s 
currently preparing an expedition to find
8. Location Marker - this shows on which Fields Dimitriy 
has to look for his Aspired Artifact
9. The Artifact’s Obstacle card, already revealed - Dimitriy 
has to face the instructions of this card when he finds his  
Aspired Artifact in order to obtain it successfully

10. Skills already learned
11. Skill being learned (there could be more than one at 
the same time), with a Skill Token on it
12. A Rare Item in Dimitriy’s possession (its Reminder 
icon refers to the initials of the abilities, since the Item can 
be used during Abilty checks)
13. The modified values of the character’s printed 
Abilities, marked by Number Tokens
14. Unknown Cards in Dimitriy’s Collection
15. Artifacts in Dimitriy’s Collection (he has found these 
earlier during the course of the game). He should make 
sure that every Artifact in his collection with a Continuous 
effect is constantly visible. Apparently, he has none such.
16. Health. Dimitriy presently has 3 Health, so he’s not 
really in a good shape.
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1. Put the board at the middle of the table.
2. Separate the cards by type, and place the stacks on their 
dedicated spaces on the board.
3. Separate the tokens as well and place them next to the board 
(separation is actually optional if it looks too intimidating).  
The Location tokens must be face down in a pile.
4. Randomly select a Starting Player to be the first to choose a 
Character to play during the game (others follow clockwise).
He takes the Starting Player token, with its active side up.
5. Each player places the Number token ‘1’ above their Charac-
ter card to indicate the starting Level of their Character.
6. The basic maximum (and starting) Health of each Character 
is 6, so each player takes 6 Health tokens from the common 
pile and places them near their Characters. 
7. Each player chooses a colored set of 5 Visited tokens and 
places them near their Character cards.
8. Each player draws a starting hand of 3 Good Luck, 3 Bad 
Luck, 2 Plan and 2 Skill cards. 

9. Each Character starts with one out of 2 randomly drawn 
Rare Item cards worth 1 XP. In detail: players (in turn order) 
draw the topmost card from the Rare Item deck, and check 
its XP reward: if it is more than 1, they discard it and draw 
again until finding a Rare Item worth 1 XP. Then repeat this 
method. When the players have 2 cards, they choose one to 
keep, discarding the other. They don’t receive its XP reward.
10. If the Characters have any bonuses that affect them at 
setup, apply them now. In the example above, Brandon starts 
with 3 Unknown cards already in his Collection.
11. The players now set the Personalities of their Characters, 
preferably based on all the information available to them on 
the cards they have already drawn. 
12. Roll 2 dice to determine a random Western City. Place the 
Catastrophe token in that City.
13. Each player now puts his Character figure into any City - 
Western or Exotic - they would like to start from. Since the 
first step is Travel, this choice does not matter much.
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Throughout the game, players have the option to look for 
Artifacts to make the endgame easier for themselves - but it is 
completely voluntary, if someone feels they can win without 
owning a single Artifact, they’re free to do whatever else they 
think is necessary. If a player wants to search for any Artifacts, 
this section will describe in detail how to do it.

During the course of the game, if a player does his best to find 
as many Artifacts as possible, probably the optimal number to 
get is 2 or 3. However, even one Artifact could mean a huge 
advantage inside the Unknown.

The way Artifact and Unknown cards relate to one another is 
like connections between subsets: one Artifact card can help 
you facing a fraction of the total Unknown cards. So if you get 
lucky and you face only those Unknown cards (perhaps by hav-
ing them in your collection, see The Unknown section) that are 
all weakened by the one Artifact you happen to own, that one 
may be enough for victory. However, it is rare to get that lucky,  
though being able to select from several available cards with 
the aid of some effects always furthers your cause. All in all, it 
is safe to say that the more Artifacts you have, the better your 
chances are to face Unknown cards during the endgame that are 
affected by them.

The Research tokens in the game mostly represent knowledge 
about the hiding place (and handling) of a specific Artifact. 
You discover a new Artifact as soon as you gain the first Re-
search token if you don’t already have an Aspired Artifact.  
So the main rule is:

If you gain a Research token and you don’t have an Aspired 
Artifact at present, you discover clues about a new Artifact.

It means that at that very moment you draw the top 2 cards 
of the Artifact deck, choose one to use (discarding the other), 
and place it right next to your Character card - this will be your 
Aspired Artifact, the one you are currently looking for.

When you gain a new Aspired Artifact, there are two pieces of 
relating information immediately coming with it: one is the 
general Location where you should look for the Artifact, the 
other is the Obstacle you will have to face in order to find it.

Draw one of the face-down Location markers, reveal it and 
place it on the Artifact card. While this is your Aspired Artifact, 
you can look for it in that zone’s Field hexes, during your Ex-
pedition Step. If you spend your turn in any other Field zone, 
you will not be able to find it. 

The final thing to resolve is to determine the Obstacle you will 
have to face when you find the Artifact. However, you will not 
know what this Obstacle is until either you travel to the Exotic 
City named on the Location token, or you roll a successful 
Expedition roll.  
For now, draw the topmost card of the Obstacle deck and 
place it face down to the right of your Aspired Artifact, without 
looking at it. Be careful: if you don’t find out what this card is 
by the time you make a successful Expedition roll, it might turn 
out that you can’t satisfy its requirements, and in that case you 
are considered as not finding the Artifact after all.

See the suggested layout of how this all should look like on 
page 11, in “A Player’s Play Area” section.

Note that as soon as you find your Aspired Artifact, you have to 
discard all of your Research tokens, since your search is over. 
When you gain your next Research token, you discover infor-
mation about a new Artifact in this exact manner.

However, you may not like the Artifact you discovered at all, or 
maybe you think that overcoming its Obstacle comes at far too 
much of a price. For this reason, even if you already have an 
Aspired Artifact, you can discard 2 Research tokens at any 
time during your turn to discover new clues about a differ-
ent Artifact.
When you decide to do this, discard your Aspired Artifact, its 
Location marker (putting it back into the supply face down) 
and its Obstacle card along with the 2 Research tokens. Then, 
follow the rules of discovering a new Aspired Artifact in the 
same manner as described above. You can do this as many 
times as you want, as long as you discard 2 Research tokens at 
every occasion separately.

After you have an Aspired Artifact, you may at any point 
decide to lead an expedition to one of the Fields of its Location 
to find it. When choosing which Field to travel to, consider that 
the number printed on them modifies not only your Expedition 
Roll but the Difficulty of Ability checks resulting from Adven-
tures as well. 
If you think your chances are good, leave for the expedition 
as soon as possible, because if you collect too many Research 
tokens before starting, they will be wasted when you discard 
them all after finding the Artifact.

The method of finding the Artifact is described in the Expedi-
tion step (see page 17). The Artifacts you have already found 
are placed into your Collection, placed on the table in front of 
you. Make sure they are all clearly visible to keep track of their 
Continuous effects. You can have any number of Artifacts here.
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A Game Turn is composed of 6 separate steps:

1. Travel
2. Research
3. Free Time
4. Adventure
5. Expedition

6. Refresh

The players go through these steps one by one. The Starting 
Player acts first in each step, and when he’s done, the player to 
his left is next, and so on, until everyone has completed the cur-
rent step. Then the gameplay moves on to the next step. At the 
end of the turn, the Starting Player token is passed to the player 
on the left, and a new turn begins. The turns are repeated until 
the game ends, which happens if a player that is currently in 
The Unknown zone, faces the 3rd Unknown card of his current 
visit and survives it. When this happens, he wins the game and 
all the other players lose.

Some of the steps are played differently depending upon 
whether the active Character is presently at a City or on a Field.
A Character trying his luck in The Unknown zone has an espe-
cially limited turn, but an extra step (see The Unknown section 
about this). If a player is forced to skip a step, play order passes 
through him during that step and he does nothing. He can still 
play Bad Luck cards on other players during this step.
If the rules refer to “a player’s turn”, it means the time when he 
is the active player during a given step.

The in-game time that passes during one turn can not really be 
exactly defined. You may consider a turn taking about one to 
two weeks, give or take a few days, in a character’s life.

A Character may choose to travel to a new location, or he may 
stay at his current location. Moving is voluntary.

You are basically free to move from anywhere to anywhere 
else. Since a turn covers several days and the Character may 
take a plane if he wants to travel a long distance, it does not 
matter how far his destination is. So if you want to move to a 
different place, just place your marker there and you are done.

Note that if you you are inside The Unknown, your Travel step 
is skipped, so you are not able to move out of it. Once you are 
there, you either win the game or you die. Death is the only 
way to move out from The Unknown.

Also note that you are free to move to any Field Hex from any-
where else on the board, you don’t have to start your expedition 
on the Field with the lowest number on it.

One Character can only travel once per turn. 

A Character can only do Research if he is in a City.
If the Character is on a Field, this step of his turn is skipped.

In this step the Character basically tries to obtain as much 
information or help as possible given his current location.
In game terms it means that the player can take the reward that 
is printed in the top left corner of his current City.
In case of Western Cities it is a Research token, in Exotic Cit-
ies it is an Equipment token at all times, as you can also see 
printed on the board. Generally, this is the most obvious way to 
gather Research tokens.
 
Exception: in some cases, if you are at the same City as the 
Catastrophe token, instead of the regular reward, you draw 1 
Unknown card and add it to your Collection without facing it. 
You can read more about it in the Catastrophe section. 
 
If you are at the Exotic City that matches the Location token of 
your Aspired Artifact, and its Obstacle card is face down, you 
may turn it face up freely during this step.
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This step occurs both at a City and on a Field, but it is played 
out differently. 

Generally, the players can use this step to stock up on cards, 
gain some crucial knowledge or gear, or to learn Skills.
 
Exception: if you are at the same City as the Catastrophe to-
ken, this step of your turn is skipped. You can read more about 
it in the Catastrophe section.

- Spending Free Time In A City:

The Character can choose between two options: does he spend 
all his free time dedicated to the study and practice of some 
Skill, or does he dive into the city life to find out what possi-
bilities he may pursue here?
That is, he must choose one of the following:
- Concentrate on his studies and gain 1 Skill token he can 
spend immediately OR
- Take a look around and gain the reward depicted in the City’s 
lower right corner.

The rewards vary among different Cities. The icons on the 
board are easy to identify, but you can read them here in detail: 
 

Exotic Cities:

- Draw 1 Good Luck Card (in Fairbanks, Lima and Bangkok)
- Draw 1 Bad Luck Card (in Nairobi and Bogota)
- Gain 1 Research token (in Cairo, Lhasa, New Delhi and 
Beijing)

Western Cities:

- Draw 2 Good Luck Cards (in London)
- Draw 2 Bad Luck Cards (in Cape Town)
- Draw 1 Good Luck and 1 Bad Luck Card (in Paris and in Rio  
de Janiero)
- Draw 2 Plan Cards, choose one to keep and discard the other 
(in Los Angeles and in Rome)
- Draw 2 Skill Cards, choose one to keep and discard the other 
(in Oslo and in Sydney)
- Gain 1 Research token (in St. Petersburg)
- Gain 2 Equipment tokens (in New York)
- Heal 2 Health (in Geneva).

- Spending Free Time On A Field:

When you are out on an Expedition in some unwelcoming 
countryside, you can count yourself lucky if you can find some 
free time. The only thing you can do here in your free time is 
study: gain 1 Skill token.
If you don’t have any Skill cards to learn, this token is wasted. 
You can never keep Skill tokens for later, you always have to 
put them on a Skill you are learning.

When a Character spends a few days in one area, it’s unlikely 
they pass uneventfully. He will find out in this step what has 
happened to him during his visit.

The players have a chance to control the active Character’s 
fate. The active player may play a Good Luck Adventure to 
ensure only good things happen to the Character, and if he 
does not, the other players have the chance to play a Bad Luck 
Adventure on him hoping to detain him somewhat. If noone 
plays any Adventures, the active player draws a card from the 
corresponding Random Adventure deck to see what happens, 
but only on a Field or, in a City, if he is the Starting Player

Any Adventure card played must correspond to the active Char-
acter’s location (see at the bottom of the card). If the Character 
is in a City, only City Adventures are playable. If the Character 
is on a Field, only Field Adventures are playable. 
In case of  Field Adventures, the listed locations at the bottom 
refer to the Field’s nearest Exotic City, e.g., a Field Adventure 
with the listed location of Cairo is playable on any of the four 
Field hexagons connecting to Cairo, but not in Cairo, the City.



16

The Adventure card is discarded after the Character has faced 
it. Its effects usually feature some Ability check, or the outcome 
may depend upon the Character’s current Personalities. 
The Character gains the XP reward of the Adventure regard-
less of the outcome. Bad Luck Adventures award no XP at all.

Note that Good Luck and Bad Luck cards with the ‘Adventure’  
trait are only playable in this step, in the manner described be-
low. However, Good- and Bad Luck cards that don’t have this 
trait may be played at any time (as specified in their text).

In detail, in the Adventure step, follow these items in order:

1. The active player may play 1 Good Luck Adventure from 
his hand, if it is playable at the Character’s current location.

2. Only if no Good Luck Adventure was played, any other 
player may play 1 Bad Luck Adventure on the active charac-
ter. The opponents may discuss whose card to play if there are 
multiple options. The card must be playable at the Character’s 
location. Playing a Bad Luck Adventure in this manner does 
count as the one Bad Luck card that can be played on the active 
player during this step.

3. Only if neither the active player nor the others played any 
Adventure cards (either Good or Bad Luck), the active player 
may face a Random Adventure card:
- in a City, he draws the top card of the Random City Adven-
ture deck only if he is the Starting Player (otherwise, this step 
has passed uneventfully for him).
- on a Field, he draws the top card of the Random Field Adven-
ture deck regardless of whether he’s the Starting Player or not. 
 
The playability of some Random Adventure cards are restrict-
ed. If the player draws one that is not playable at his current 
site, he discards it and draws another instead, until he finds one 
that is playable.

Note: if the Starting Player token is showing its inactive side 
(which happens while someone is inside The Unknown), noone, 
not even the Starting Player draws a Random Adventure card 
in a City. On a Field, Random Field Adventures are drawn as 
usual (only if no Good- or Bad Luck Adventures were played).

 
A Character can only lead an expedition if he is on a Field 
belonging to the Exotic City named on his Aspired Arti-
fact’s Location marker.
 
If the Character is in a City, or on a Field that does not belong 
to the Exotic City named on his Aspired Artifact’s Location 
marker, this step of his turn is skipped.
 
Naturally, this step is also skipped if the player doesn’t have 
an Aspired Artifact at all. 
 
The Character is now leading an expedition to some wilderness 
hoping to find the Artifact here - though he would probably fail 
alone, the friends and/or crew he brings with himself are gener-
ally not represented in the game. However, he is also going to 
need some equipment to make a proper expedition. 

In game terms it means that the player must discard 1 Equip-
ment token in order to make an Expedition Roll. If he can’t 
do that, he can not roll.

The purpose of the Expedition Roll is to see if the Character 
has managed to find the Artifact he was looking for at this very 
spot, or maybe it is hiding on some other Field. 

To make the Expedition Roll, the player rolls 2 dice. He modi-
fies the result by adding the number of Research tokens in 
his possession to the total. Furthermore, he modifies the result 
by the number on his current Field.
 
Example: the player rolled a 6 with two dice for his Expedition 
Roll. He has 3 Research tokens in his possession, thus the total 
is 9 so far. He is standing on a Field that has the number “+2” 
printed on it. So the final result of his Expedition Roll is 11.

If the total of the Expedition Roll is at least 10, the expedition 
is a success, and the Character finds his Aspired Artifact! 
If the total is less than 10, he hasn’t found what he is looking 
for, and he has to keep on searching.

If the Expedition Roll is unsuccessful, nothing happens. The 
player can try again the next turn. However, he should make 
sure to have at least 1 Equipment for the next Expedition.
 
Also note that the number on the Field modifies both the Dif-
ficulty of Ability checks resulting from Adventures there and 
the Expedition Roll. Players should choose wisely from the 
availalble Fields where to make an Expedition at. 

 
 



17

Finding The Artifact

If the player has reached at least 10 with his Expedition Roll 
total, he is almost at the goal of his travels: the Artifact he was 
looking for is most likely here! But before any celebration, 
there are still some things to look out for.
 
At this point the Obstacle card of the aspired Artifact may 
either be face down or face up. (It might be face up if the player 
had travelled to the related Exotic City earlier). A face down 
Obstacle only means the player (usually) does not know what 
awaits him when finding the Artifact. This has no other result 
than the requirements of the Obstacle may take him by surprise.

1. If his aspired Artifact’s Obstacle card is face down when 
the Character makes a successful Expedition Roll, it must be 
revealed (turned face up) immediately. 

2. The Character must face the Obstacle card of his Aspired 
Artifact, if it has any. In many cases, it is some simple task, like 
making an Ability check. At other times though it may be a re-
quirement the player has to satisfy in order to find the Artifact. 
If the Artifact’s Obstacle features such a requirement and the 
player is not able to satisfy it, he is considered as though he 
has failed the Expedition Roll after all and he has not found 
the Artifact here. 

If the Character faced the Obstacle and died as a result of the 
Ability check or satisfying the requirement, he is considered to 
reach forward for the Artifact with his Last Breath and the ef-
fects of death are not applied until after he gains the Artifact.

3. If the Artifact card has a Found section, the player must 
carry out its text. Regardless of the outcome, he can finally 
add the Artifact Card to his Collection. If he died as a result 
of the Found effects, he is still considered alive with his Last 
Breath until the end of the next step.

4. After adding the Artifact to his Collection and gaining its XP 
award, the player must discard all of his Research tokens - 
they were pieces of information related to the whereabouts of 
this Artifact, and they can help him no more. Finally, discard 
the Obstacle card and Location token of the Artifact.  
 
If the Character is living only on his Last Breath, he now dies.

Never forget about the Continuous effects of the Artifacts in 
your Collection!

There are 2 things to take care of in this step.

1. Rotate all of your used cards into unused position.
2. If you want to, you may place a Visited token at your cur-
rent location. Don’t forget: if you can now play a Plan card, 
you may do so.

Rules of Placing and Removing Visited Tokens

One player can only have 1 Visited token at the same place. 
It is possible to have Visited tokens of several players at the 
same place.

You must place a Visited token on your current location if you 
have drawn an Unknown card in your Research step in the 
City with the Catastrophe token as a reward for investigating, 
and the Catastrophe is still in the same city as you

You may either take the token from your unused pile or from 
another location you already have a token on. 

Exception: you can’t take off your Visited token from the 
City with the Catastrophe token because it indicates you have 
done something you can’t repeat at that location.

When the Catastrophe moves, all players must immediately 
remove their Visited tokens form its new location and place it 
next to the board.

You can’t just remove one of your Visited tokens from the 
board unless the game rules or card effects instruct you so.
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This huge area inside the Russian taiga, the size of a small 
country in itself which noone knows anything about - that’s 
why they began to refer to it as “The Unknown” - is a place 
of the most perplexing mystery. The few that have returned 
from venturing inside describe it as a place where nightmares 
become true, where nothing is as it seems and nothing is as it 
should be.

I t was not before long that people aware of the lore of the 
Heart connected the zone with the apocalyptic events that have 
been occuring recently, and concluded that this area must actu-
ally be the corpse of God himself. And the same people believe 
that in the middle of this zone there is the heart of God, still 
very much alive, only waiting for a human being who, holding 
it, can become a new God. In a normal world, such talk would 
be shrugged off as nonsense. But it’s been a long time since the 
world was anything close to normal. Some even say that this 
is the time when everything a man can think of - everything 
anyone has ever thought of -, can actually exist.

I t was one thing to realize that though, and another to act 
upon it, when entering the site proves so deadly. But there are 
always those who take the risks for glory, money or power 
- and the few who search for a cure for the world’s illness. 
Whatever the motivation may be, it is the aim of these people 
- represented by the Characters in the game - to find out what 
awaits inside.

The goal of the game is to venture inside and find out. Once 
inside, a Character will have to face 3 Unknown cards. If he is 
still alive at the end of the 3rd, he wins the game. 

Optional rule: with only two players, the goal may be facing 4 
Unknown cards instead of 3, to make for a longer game.

W hat you have happening now is not the kind of sudden end of 
the world many would expect. The decay is slow, but gaining 
momentum. And while it is accompanied by the appearance of 
unbelievably wondrous things as creatures of imagination are 
let loose, there is also a great deal of destruction.

There are unfortunately many instances when this happens 
in densely lived cities. This may result in earthquakes, floods, 
hailstorms - they look almost natural, but they always have 
some unusual cause. When the soil opens deep and fire con-
sumes everything, panic reigns. However, you may occasion-
ally see some people rushing towards the center of destruction, 
instead of fleeing from it like everybody else. These are the 
people that want to put their hands on the Heart. It’s only them 
who wonder what was the exact reason for this disaster, and 
find it a good opportunity to actually learn something about the 
looming end. Because it is indeed all connected: inside every 
catastrophe, there are signs and clues that can say a lot about 
the nature of things inside The Unknown.

To mark where the latest Catastrophe has happened, use the 
Catastrophe token: put it on the picture of the affected City on 
the board. As soon as a new Catastrophe occurs, players will 
have to move the token to a new City. Any clues in the previous 
location have turned cold. At the start of the game, place the 
Catastrophe token at a randomly determined Western City.

The Catastrophe token is moved every time a player plays a 
card that features the image of the Catastrophe token, or 
when a card effect specifically instructs the players to move 
the token. Whenever the Catastrophe token moves, roll 2 dice. 
The destination City is the Western City that has the number 
equal to the sum of the dice in its top right corner. The Catas-
trophe never moves to an Exotic City in this manner, though 
other effects may force it to. Players must take off the board 
any Visited tokens on the Catastrophe’s new location, as it 
destroys every previous arrangements established there. 

If there is a Character at the same City as the Catastrophe to-
ken, his turn is modified in the following manner:
 
- In his Research step instead of normal play, if the player 
does not already have a Visited token on this City, he draws 
1 Unknown card, reads it without facing it, and places it in his 
Collection. If he has a Visited token here, this step is skipped.

- His Free Time step is skipped entirely.
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Remember, he will have to place a Visited token here in his 
Refresh step to indicate that the Character has already investi-
gated this catastrophe and can’t do so again until the Catastro-
phe token moves somewhere else.

Players should always make sure they take off the board every 
Visited token from the Catastrophe’s new location immediately 
after it moves.

Players can have any number of Unknown cards in their Col-
lection. Cards are stored here face down so that other players 
can’t see them.

 
If there are any Characters inside The Unknown, the turn is 
extended with another step, the “Unknown Step”. It occurs 
right after the Travel step. If a Character has moved to The 
Unknown, he will immediately have his first Unknown step 
after the Travel step has been completed by everyone.

All Characters that are inside the Unknown skip all other steps 
during a turn except for the Unknown step and the Refresh 
step. Characters that are not inside The Unknown completely 
skip the Unknown Step.
Even reduced turns like this have a “start of turn” for purposes 
of playing cards. However, cards that are playable only in steps 
that are skipped can not be played during skipped steps.
Apart from that, all cards (even Bad Luck cards) can be played 
by or against a player who is inside the Unknown as normal.

As soon as someone enters The Unknown, flip the Starting 
Player token on its blank side. If there is noone inside The Un-
known and the game has not ended yet, flip it back to (or make 
sure that it shows) its active side.
While the Starting Player token shows its blank side, it is not 
passed to the left at the end of turns. This is done to ensure 
that whichever player entered The Unknown first will remain 
the first in play order to have a chance to win the game. Also, 
while it shows its blank side, the Starting Player does not draw 
a Random Adventure if he is currently at a City.

During the Unknown step the active player has to face one 
Unknown card.

The Refresh step is played exactly as in a normal turn, except 
that no Visited token can be placed in The Unknown.

Note that lacking a Travel step, it is not possible to move out 
of the Unknown. You either die there or you win the game. The 
period you spend inside the Unknown, from moving there until 
you die or win the game is called a Visit.

Facing an Unknown card works in the following manner:

If the Character has any Unknown cards in his Collection, it 
means that he has gained some knowledge about the nature of 
the Unknown. Having this knowledge is like knowing the way 
to get to the Heart. So, these cards act like a kind of a map. 

When a Character has to face an Unknown card, he chooses: 
- He either goes in a direction where he doesn’t know what to 
expect: in this case, he draws the topmost card of the Un-
known deck, and that’s the one he faces
- Or he follows the path he already knows: in this case, he 
plays and faces an Unknown card from his Collection.

You may only face each card in your Collection once per visit.
 
An Unknown card you have faced during your current visit 
stays in front of you on the table, face up, until your visit is 
over. Then, the cards you have played from your Collection 
go back there, so you can face them again during your next 
visit. On the other hand, the cards you have randomly drawn 
from the deck during this visit are discarded if, after having 
faced them, you fail to win the game. Make sure to place the 
Unknown cards you have faced in front of you in a way that 
makes this distinction (which Unknown card came from your 
Collection and which you drew from the deck) obvious. 

The Artifact cards may be of great use when you face Unknown 
cards. Their The Unknown: effects are applied only at these 
times, even in the rare case when you have to face one outside 
of the Unknown. 
 
Note that Artifacts get refreshed in the Refresh step if you have 
turned them to their used position, so one Artifact can be used 
to help against multiple Unknown cards. However, if an effect 
has the limitation “once per visit”, you may only trigger that 
once during your current stay inside the Unknown.

If you are inside the Unknown, and you have just faced the 
3rd Unknown card during your current visit, and did not 
die as a result, you immediately win the game.

A fter all you’ve been through you have finally found the 
Heart, and it is indeed the most marvelous thing you’ve ever 
seen. When you touch it, it’s like a nuclear blast of energy, and 
you suddenly understand that the legend was true to the last 
word, it was not just some myth or symbol. As this final gesture 
revives God, you become one with him, or he becomes one with 
you, or maybe you just realize now that you and every being 
of Earth has always been one with him. Whatever happens 
next exactly - is the world finally relieved of its woes, or does 
destruction become complete - is up to you: after all, you are 
now omnipotent.
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There are many occasions when it needs to be determined if a 
Character comes out of a situation successfully or not. This is 
where the Ability Checks come in.

Every Character has three main abilities: Action Hero, Scholar 
and Mystic. This means that each Character is apt at each of 
these fields to some degree - they can fight or use weapons, 
they have their wits and knowledge of things to get themselves 
out of dangerous situations and yes, they can even command 
the supernatural or occult forces to their advantage. To show 
how well a Character can perform in a certain field, they are 
represented by numeric values on the Character cards, which 
can later increase or decrease during the course of the game.

You recognize an Ability check from its wording, which is like 
“Make a Scholar (F) check.” After that, there are usually three 
paragraphs on the card that prompted the check:  

the first one is to see what happens if you Fail,
the second tells the outcome of a Simple Success 
(or in short, just Success),
and finally the third details the effects of a Great Success.

During Ability Checks, the players will often find themselves 
with the dilemma: should they push their luck to get a better 
result, risking failure, or should they settle for lesser rewards? 
No doubt all Characters share the gambling frame of mind, 
after all, if they preferred their lives safe and sound, they would 
have stayed at home. To represent this, the Ability Checks will 
be resolved in a manner reminiscent of playing Dice Poker.

An Ability Check tells you two things: first, its required Ability, 
which is set in bold and is either Action Hero, Scholar or Mys-
tic; the second is the Difficulty of the check, which is a code in 
the parentheses.

The Required Ability will only tell you which Ability to use for 
the check if you want to be able to reach a Great Success. You 
can choose to use any Ability in any Check, the only differ-
ence it makes is that if you choose something else than the Re-
quired Ability, then no matter how well you perform, you can 
at most reach a simple Success instead of a Great Success. But 
if one of your other Abilities is much higher than the Required 
one, it may be well worth it to prefer that.
 
When you choose the Ability to use, you determine the number 
of Rerolls you will be able to do during the check, which is 
equal to the value of your chosen Ability.  
 
During the course of an Ability check, card effects may be used 
freely, with some limitations (see later). 

You may imagine choosing an Ability other than the 
Required one for a check as such:  

- The required Ability is Mystic, using Action Hero: 
an occultist tortures you with some black magic, and to 
stop him, you simply shoot him with your gun.
- The required Ability is Action Hero, using Scholar:
you have to escape from a dangerous cult, but with the 
creative use of your surroundings and the laws of physics, 
you cheat them by hiding in an impossible place.
- The required Ability is Scholar, using Mystic:
instead of knowing exactly what you are doing, you get 
your ideas as inspiration from the spirit world. 
 
That is, if your Character has a high Action Hero value, he 
may use it to solve every problem he faces, but in certain 
situations he could achieve more if he used his brains 
instead of shooting everything that moves.
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The check is made by rolling 5 dice together as if in Dice 
Poker, and the result is the Hand you have rolled.
To achieve a better Hand, you may reroll dice, one at a time, as 
many times as you want, but only up to the number of your 
Rerolls. It is purely your choice which die you reroll, you may 
reroll the same one over and over again if you wish so. You can 
stop rerolling dice before reaching your Reroll limit, but once 
you have reached it, you must stop. You have to accept the cur-
rent Hand at the time you stopped as your check result. 

Each Ability check has a Difficulty. This determines what Hand 
you have to reach as the result. It is referred to in short on the 
cards, to make it easier to read what is the Hand you have to 
reach. But apart from that short code, each Hand has an as-
sociated numeric value. If the Difficulty is modified during the 
check, the Hand you have to reach changes accordingly. 

See the associated Difficulties in this table:

Difficulty Hand Short
0 Nothing -
1 One Pair -
2 Two Pairs -
3 Three of a Kind 3K
4 Full House F
5 Straight -
6 Four of a Kind 4K
7 Five of a Kind 5K

Dice Poker Hands

In Dice Poker, you take the numbers on the five dice you 
have rolled, and try to find the most valuable combination 
(Hand) of them. From easiest to hardest target Hands:

- One Pair is a Hand such as 4 4 3 5 1, which contains two 
dice of the same number, plus three other unmatched dice.
- Two Pairs is a Hand such as 2 2 4 4 6, which contains two 
dice of the same number, plus two of another (that match 
each other but not the first pair), plus one unmatched die.
- Three of a Kind is a Hand such as 5 5 5 1 4, which contains 
three dice of the same number, plus two unmatched dice.
- A Full House is a Hand such as 3 3 3 6 6, which contains 
three matching dice of one number, and two matching dice 
of another number. 
- A Straight is a Hand such as 1 2 3 4 5, which contains all 
five dice and their numbers form an uninterrupted sequence. 
- Four of a Kind is a Hand such as 1 1 1 1 3, which contains 
four dice of one number, and an unmatched die of another.
- Five of a Kind is a Hand such as 6 6 6 6 6, in which all five 
dice show the same number.

The outcome of the check turns out this way:
If you roll a lower Category than the necessary Hand, the 
result of the check is Failure.
If you roll exactly the same or even better Hand than the one 
associated with the Difficulty, it means you have reached at 
least a Simple Success.
If your chosen Ability was the same as the Required one, 
and you roll a Hand at least 2 Categories better than the one 
determined by the Difficulty, you reach a Great Success.

When you have your result, apply the effects of the related 
section on the card that prompted the check. If you roll a Great 
Success, apply only those effects, do not apply the effects of 
the Simple Success as well.

Note that you can’t lower the Difficulty below 0.
Also, no matter how much the Difficulty is above 7, the neces-
sary Hand will remain the Five of a Kind - it is only harder to 
decrease it to a lower target Hand.

Timing of effects:
Some cards can be played or used during an Ability check that 
modify the Difficulty or the value of your Ability. These cards 
should be played or used immediately after the ability to use 
was chosen, but before the dice are rolled. 

Any reference to a given Ability regarding an ability check on 
cards always refers to the chosen ability, not the required one.
 

Example of an Ability Check: 

John faces an Adventure card that calls upon a Scholar (F) 
check. John’s Scholar ability is only 4, his Mystic ability is 6. 
He thinks hard about maybe using his Scholar ability anyway, 
because the rewards for a Great Success are very tempting, but 
in the end he decides it’s not worth the risk, so he announces 
he’s about to use his Mystic ability for a check. 

One of his opponents takes the opportunity to play a Bad Luck 
card on him that lowers his Mystic ability by 2 when he is 
making a Mystic check. So John will only have 6-2=4 Rerolls 
for this check. Fortunately, he has a Rare Item that lowers the 
Difficulty of Mystic checks he makes by 1. So instead of having 
to roll at least a Full House, as marked by the (F) on the card, 
rolling a Three of a Kind is already a Success for him. 

He rolls the dice, the result is: 1 2 2 5 5. It’s only Two Pairs yet, 
but he has 4 Rerolls. So he takes the die showing 1 and rerolls 
it: it is now a 3. He rerolls it again: it is a 5! His result is now  
2 2 5 5 5, a Full House, which is a Simple Success for him.
 
Even though he still has 2 Rerolls, he announces he accepts 
the result, because not having chosen Scholar, he can’t reach a 
Great Success no matter how good his result turns out to be.



22

What doesn’t kill you makes you stronger, as the saying goes. 
In this game, the Characters gain Experience for going through 
adventures, but also for learning new skills and acquiring rare 
possessions. When a Character gathers enough Experience 
points (XP), their advancement is reflected by stepping forward 
to the next Experience Level.

Usually, the XP award a Character can receive for cards is 
displayed in the bottom right corner of the card.  
 
The Character’s current Experience level is simply marked by 
a number token near to the Character card. Everyone begins at 
Level 1. 

You advance to the next Level as soons as you gather 5 XP 
tokens. This has the following consequences: 

- Raise your Level to the next higher number, and mark it by a 
Number token.
- Choose one of your main Abilities (Action Hero, Scholar or 
Mystic) and raise it by 1.
- Draw 1 Good Luck and 1 Bad Luck card.
- You may now change one of your Personalities if you want.
- Discard 5 of your XP tokens. Thus, you start collecting them 
again, advancing another level if you gather another 5.  
 
Note that if you gained more than one XP tokens from a source 
and it results in you having 6 or more, you still only discard 5, 
so you can keep the surplus for the next leveling. 

You may advance a level even inside The Unknown.

There is no upper limit for a Character’s Level, and neither for 
his Ability values.
 
If for some reason you die and gain a Level at the same time, 
first apply the effects of gaining a Level. This can happen for 
example if you gain XP for an Adventure card that lowers your 
Health to 0, or when you find your Aspired Artifact with your 
last breath (see in the Expedition section).

 

If the Health of a Character is ever lowered to 0, he is supposed 
to be Dead. At least, he disappears for a short time while every-
one believes him dead, but in fact it was only an almost fatal 
accident that he is recovering from.
 
When a Character dies, the player takes his pawn off the board, 
and skips the rest of this turn and his next turn entirely. He 
may still play Bad Luck cards on opponents during this time.

In the following turn (after skipping one) the player may place 
his Character anywhere on the board and begin the turn there. 
 
Additionally, apply these effects as soon as the Character dies: 

- You have to discard 2 XP tokens. If you have less, discard 
that, but you don’t lose a Level.
- Discard all Skill tokens from Skills you have been learning.
- Lower your highest Ability by 1.
- Set your Health to 2.

Note that dying resets your Visit to the Unknown, so you will 
have to face 3 cards all over again.  
 
Your Visited tokens stay where they are.

Note that you may postpone the effects of Death if you are 
living on your Last Breath while finding your Aspired Artifact 
(see Expedition section).
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If two or more card effects contradict each other, the domi-
nating effect is the one played or used later in chronological 
order.

For example: a card effect instructs John that he must travel to 
Bangkok in his next turn. Before he could do that, another card 
effect declares that noone can enter Bangkok for two turns. In 
this case, he is freed from his obligation and may travel any-
where (since he can not travel to Bangkok).  
If the chronological order would have been reversed, it would 
look like this: A card comes up that says noone can enter Bang-
kok for two turns, but later, during his turn, John faces a card 
that instructs him specifically to travel to Bangkok. In this case, 
he must travel there, in spite of the prohibition of the previously 
played card.

 
*** 

There is always an opportunity for every player to react to a 
new card played or used, or game effect triggered. The chance 
should always be given to all players to react before continu-
ing the game. These effects take place in chronological order. 

For example: Sarah is about to make an Ability check. She 
declares that she is going to use her Scholar ability. A curi-
ous opponent asks her, “Do you play any Good Luck cards?” 
She does have one in her hand that would give her +2 to her 
Scholar check, but she thinks she doesn’t need it just now, so 
she says, “Nah.” Instead of immediately rolling the 5 dice with-
out giving the other players a chance to react, she asks, “Does 
anyone want to play some Bad Luck cards on me?” Another 
player says “Aye”, and plays a card that modifies her Scholar 
by -2. Now, seeing this, she decides this is the time for her to 
play her Good Luck card to get the modifiers even out, and she 
does so. Since only one Bad Luck card can be played on her 
during one step, she proceeds to roll the dice with confidence.

  
***

Skipping a step is not the same as doing nothing during a step. 
If a step is skipped, no players can play or use cards that could 
only be played or used during that step. 
 
For example: John has a Good Luck card in his hand that says 
“Play during your Research step.” He is, however, currently on 
a Field. The Research step is skipped for players who are on a 
Field, so John is not allowed to play this card now.

*** 

Reactions to a card or game mechanics effect can be played as 
long as the game doesn’t progress any further - that is, until the 
execution of a further step or substep is being started. Leveling 
and Death does not break the opportunity window. The effects  
take place in chronological order. If a character would simul-
taneously die and gain a level (as a result of gaining XP and 
losing Health from the same effect), first apply the effects of 
leveling, followed by the effects of death.

For example: Sarah has just faced an Adventure that made her 
make a Scholar check, in which she reached a Great Success. 
The Adventure awards her with instantly finding her Aspired 
Artifact. She happens to have a Rare Item that lets her roll 2 
dice after a successful Scholar check to see if she can discard 
her Artifact’s Obstacle. She would like to use it, but she is not 
allowed to do that yet: first, the effects of the Adventure card 
are carried out (during which she already finds her Aspired Ar-
tifact), she could only use her Rare Item after those effects are 
fulfilled, but by that time she will not have an Aspired Artifact. 
So she goes on Finding her Artifact.  
While she is facing her Obstacle card, she loses all of her 
Health. She still goes on to the Found effects of the Artifact, 
adding it to her collection. She gains the XP reward both for 
the Adventure and for the Artifact. With that, she gains a level. 
She acts accordingly. Then, she applies the effects of death.
After all this, she and other players still have the opportunity 
to play or use cards that react to Sarah’s successful Scholar 
check, or to her finding the Artifact, or her leveling, or her 
death. Only after everyone declares they don’t wish to play or 
use further cards can the game go on.

***

At any one time, you can have only one Aspired Artifact. 
If you draw a new one (while already having one), you have 
to discard your previous one, along with its Obstacle (if it 
has any) and Location marker. If you draw a new one, unless 
instructed otherwise, you always draw 2 Artifact cards and 
choose 1 to keep, then assign a random Location marker and a 
face down Obstacle card to it.

***

During one turn, you can only have one Adventure. If you play 
a Good Luck Adventure for yourself and it is cancelled, you 
can’t play, draw or face any other Adventures during this turn. 
Note that some Plan cards can be played as Good Luck Adven-
tures. These cards can’t be cancelled by cards that cancel Good 
Luck cards.
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The game has been going on for a while now. The three char-
acters in play are John Dante (who is a Cold Blooded Bastard), 
Sam the Seer (a Talkative Saint) and Brandon the Broken (a 
Passionate Perfectionist). A new turn begins, with John as the 
Starting Player.

1. Travel

John has a Rare Item called “Local Allies”, which says
 

When you gain this item, randomly select a 
Western City and place a Health token there.
When you spend your Free Time in that City, 
heal 1 Health in addition to any other rewards.
Lower the Difficulty of any ability check you 
make while you are in this City by 1.

Back when he got this item, the randomly selected City has 
become London. He has a few good reasons to go there now: 
he is in a bit of a rough shape, so the Health gain would do him 
good, and furthermore, he has a Good Luck Adventure in his 
hand which he wouldn’t mind lowering the difficulty of. So he 
announces that he is travelling to London. 

But Brandon grabs this opportunity to play a Bad Luck card on 
him, named “Overconfident”, with the text

Play at the end of a player’s Travel phase if he 
has at least 3 Rare Items.
You can’t play or draw any cards from or to 
your hand for the rest of this turn. 
Additionally, if you are Cold Blooded, roll a 
die for each of your Rare Items. If you roll a 1 
for any of them, discard it as you’re sure you 
don’t need it anymore.

John would really not like to be a victim of this card, so as a 
response, he plays a Plan card from his hand called “Revenge”:

Visit Geneva and Bogota.
Play when a Bad Luck card is played on you.
Cancel all effects of that card and draw 3 Bad 
Luck cards.
If you are Bastard, put the cancelled Bad Luck 
card into your hand instead of discarding it.

He points on the board to Geneva and Bogota: he has a Visited 
token on both places, so the playing of this Plan is justified.

So as a result, he doesn’t have to face the Overconfident card’s 
effects, what’s more, he can draw 3 Bad Luck cards, and he 
does so. He could also put the Overconfident card into his own 
hand, since he is a Bastard, but that would be the 7th Bad Luck 
card in his hand. He may choose to keep it and discard another 
Bad Luck from his hand instead, but since the other players 
don’t have 3 Rare Items, he decides he doesn’t need it and 
discards it along with the Plan he has just played.

***

Sam has just been to Oslo. Since she is in a Western City, she 
plays the “First Aid” Good Luck card for full effect:

Play at the start of your turn.
Heal 2 Health.
If you play this card in a 
Western City, regain your max Health.

This card features the image of the Catastrophe, so after she’s 
healed, she must move the Catastrophe token. She is about to 
roll 2 dice to select a random Western City where the Catas-
trophe moves to, but she has a Rare Item called “Seven-Sided 
Coin”, which she now would like to use:

Use before you roll two dice for any reason 
except during an Ability check.
Choose Heads or Tails, then roll the dice.
If you chose Heads and the result of the roll is 
7 or higher, draw 2 Good Luck cards.
If you chose Tails and the result of the roll is 7 
or less, draw 2 Bad Luck cards.

She says “Heads”, then rolls the dice. Unfortunately for her, the 
dice turn out a 1 and a 2, so the chosen city is New York, and 
she doesn’t gain the rewards she hoped from the Coin.

Brandon had a Visited token in New York that he needed for a 
plan, but the Catastrophe destroys it and he has to take it off the 
board. He hisses painfully.

Sam would like to draw an Unknown card, so, following the 
Catastrophe, she announces she travels to New York.

***

Brandon has an Aspired Artifact, with Bangkok on its Loca-
tion marker. He announces he travels to the “+1” Expedition 
Field near Bangkok to go and make an expedition and moves 
his pawn there.

“

“

“

“

“



25

2. Research

John gains a Research token in London. Since he does not 
presently have an Aspired Artifact and he’s just gained a Re-
search token, now he discovers something about a new Artifact 
he hasn’t even heard of before.

He draws the top 2 cards from the Artifact deck. Not fool-
ing around, he directly inspects their “The Unknown” effect, 
frowning, gathering his Unknown cards up from his collection 
and trying to decide which Artifact suits his Unknown cards 
better. The choice seems pretty obvious to him, so he keeps one 
of the Artifacts as his Aspired, and discards the other. He also 
reveals a Location marker (Cairo) and places it on the Artifact 
card. Finally, he draws the topmost Obstacle card, and places it, 
face down, next to his new Aspired Artifact.

***

Sam is at the City with the Catastrophe token. Since she does 
not yet have a Visited token here, she has the opportunity to 
draw an Unknown card here (instead of the Research token).

She would like to use her Character Ability first, which says:

Once per turn, Sam can read the top card of 
any one of the decks, then either discard it or 
put it back on top of the deck.

According to her Ability, she now chooses the Unknown deck, 
reading the topmost card to decide if this is what she really 
needs. In the end, she thinks she has just the Artifact for this 
card, so she places it back on top of the deck.

Then, as her Research reward, she draws it and puts it into her 
collection, with a small smile on her face.

***

Brandon skips this step, since he is on a Field.

3. Free Time

John decides he needs the Good Luck cards that are the Free 
Time reward of London, so instead of learning some Skill, he 
draws 2 Good Luck cards from the deck.

Then he does not forget about his “Local Allies” Rare Item - 
that’s one of the reasons he came here for - and regains 1 of his 
lost Health tokens.

***

Sam skips this step, being in the city with the Catastrophe.

***

“

Brandon can only spend the time studying out here in the 
wilderness. Luckily he brought some books with himself. So 
when he gains a Skill token, it is not wasted, since he is already 
learning a Skill called “Archeology”, which needs just 1 more 
token to be learned and says:

Each time you find an Artifact, draw an 
 Ancient Rare Item as well.
 

So he places the token on this card, shows everyone he has as 
many tokens on it as many it requires to be learned, then rotates 
the card to its normal position, discarding all tokens from it, 
and he gains the Experiece tokens that are rewarded to him for 
learning this Skill.

4. Adventure

John announces he plays a Good Luck Adventure for himself. 
He puts it on the table and reads it out loud along with its title: 
“Hiding From The Inquisition”.

The leader of a secret cult is wanted by the 
New Inquisition, and he asks for your help to 
mislead them. You try to come up with some-
thing plausible.
Make a Scholar (3K) check. Gain +2 Rerolls if 
you are Cold Blooded.

The reward for a Great Success would be a Rare Item as a sign 
of gratitude from the cult leader, and John would like that quite 
much. So he announces he chooses his Scholar ability to use. 
 
But he also has a special Character Ability:

While John is Bastard, and an Adventure he 
faces forces him to make an Ability check, roll 
a die: if the result is 3 or more, its Difficulty is 
decreased by 1.

He decides to put some good old dirty tricks to use here, so he 
activates this ability. He rolls a die: it shows a 2! But it would 
not be like John to give up so easily. He has an already learned 
Skill that now comes handy, called “Persistence”: 
 

Use immediately after you make a roll to reroll 
it. You cannot reroll an Ability check or an 
Expedition roll with this skill.

He uses this Skill to reroll the die for his special Character abil-
ity, and this time it shows a 5. So the Difficulty of the Adven-
ture’s check is now Two Pairs instead of Three of a Kind.

He also points out that his Local Allies help him here in Lon-
don, decreasing the Difficulty further down to One Pair.

“

“

“

“
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Sam can’t bear to let him have it so easily, so she plays the Bad 
Luck card “Too Early To Celebrate” on him.

Play when an opponent is about to make an 
Ability check.
Increase the Difficulty of the check by 2.

So now the Difficulty is back at Three of a Kind. John seems 
a bit annoyed. He doesn’t have anything else to play or use, 
and he has got his one Bad Luck per step, so he reaches for the 
dice, reminding the others that he is Cold Blooded so he gets 
+2 rerolls for this check, according to the text of the Adventure.  
(It is no accident, last time he gained a level he already held 
this Adventure in hand, and anticipating it he changed his Per-
sonality to Cold Blooded just for this advantage.)

He rolls the dice: the result is 1 2 3 3 6. For a Great Success, he 
has to reach at least a Straight. He decides he doesn’t want to 
risk a Failure, so he goes the safer way, aiming for a Four of a 
Kind, because that way if he has at least a Three of a Kind, he 
still has a Simple Success. His Scholar is only 4, but with the 
extra +2, he has 6 Rerolls. 

1st reroll: he takes up the die showing 1 and rerolls it. 
The result is now: 2 3 3 4 6.

2nd reroll: he takes up the die showing 2 and rerolls it.
The result is now: 3 3 3 4 6.

He has reached the Simple Success, but why stop now, when he 
has 4 rerolls left.

3rd reroll: he takes up the die showing 4 and rerolls it.
The result is now: 3 3 3 6 6.

A Full is still only a Simple Success, being only one Category 
higher than the Three of a Kind. So he continues the check.

4th reroll: he takes up a die showing 6 and rerolls it.
The result is now: 3 3 3 5 6.

5th reroll: he takes up the die showing 6 and rerolls it.
The result is now: 3 3 3 4 5.

6th, last reroll: he takes up the die showing 4 and rerolls it.
The result is now: 2 3 3 3 6.

He doesn’t have any more Rerolls. He sadly accepts the re-
wards of a Simple Success:

You offer him some good ideas. 
Draw 2 Good Luck cards.

After drawing the Good Luck cards, he also gains 1 XP for the 
Adventure (he would have even if he had Failed it).

“
Now that he has faced a Good Luck Adventure, he does not 
have to draw a Random City Adventure, even though he is the 
Starting Player. There is always only at most one Adventure 
every turn for a player.

***

Sam does not have a Good Luck Adventure for herself. A bit 
afraid, she asks the other players if they play a Bad Luck Ad-
venture on her. The others shake their heads. Sam is relieved.

Since she is not the Starting Player this turn, she does not draw 
a Random Adventure for herself. So her turn passes without 
any Adventures this time.

***

Brandon does not have any Good Luck Adventures either. He 
asks the others too if they have some nasty Adventures for him. 
The response is “no” again.

But Brandon is on a Field. This means he has to face a Random 
Field Adventure even if he is not the Starting Player. So he re-
veals the top card of the Random Field Adventure deck - “The 
Competitors” - and reads it aloud.

The signs of another expedition leads you 
directly into their camp. A woman invites you 
to a chat, but they can hardly hide that they are 
looking for the same Artifact as you.
Make a Scholar (3K) check.

Since Brandon is on the Field with the number “+1”, the Dif-
ficulty of this check is raised by one, to Full House.

A Failure on this check may mean that he has to discard his 
Aspired Artifact, but the reward for the Great Success is 2 Re-
search tokens and 2 Skill tokens, which is too tempting for him. 
So he announces he uses his Scholar ablity. His Scholar value 
is 5, so he will have 5 Rerolls. He doesn’t play any Good Luck 
cards that modify either his number of Rerolls or the Difficulty 
of the check, so he asks the others if maybe they want to play a 
Bad Luck card that does. They don’t. 

So he rolls the dice. The result is 1 1 3 3 5. For a Great Success, 
he needs Four of a Kind, but he trusts his luck.

1st reroll: he takes up the die showing 5 and rerolls it. 
The result is now: 1 1 3 3 4.

2nd reroll: he takes up the die showing 4 and rerolls it. 
The result is now: 1 1 3 3 6.

3rd reroll: he takes up the die showing 6 and rerolls it. 
The result is now: 1 1 3 3 3.

“

“
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It is already a Full House - good enough for a Simple Success. 
Now if he aims for the Four of a Kind, he has a chance to ruin 
this and roll a Failure after all. But he takes the risk.

4th reroll: he takes up a die showing 1 and rerolls it. 
The result is now: 1 3 3 3 4.

5th, last reroll: he takes up the die showing 1 and rerolls it. 
The result is now: 2 3 3 3 4.

“That’s a Failure,” Sam observes. 
“Or is it?” asks Brandon, playing a Good Luck card “Gaining 
The Edge”:

Play during an ability check you make, after 
you have finished Rerolling.
Choose one of the dice you have rolled for 
the ability check. Turn it so that it shows one 
number higher than before.

He takes the die showing a 2, and he turns it to its 3 side. Now 
the result of the check is 3 3 3 3 4 - a Four of a Kind.

But the “Gaining The Edge” card also features the symbol of 
the Catastrophe token. So Brandon rolls 2 dice to move the 
Catastrophe - the result is 5, so the token is moved to London, 
where John is at. Sam had a Visited token there, but she takes it 
off now.

Back to the ability check - Brandon reads the effects of a Great 
Success:

You learn a few details without giving anything 
away. Gain 2 Research and 2 Skill tokens.

He takes the Research tokens, and plays a Skill from his hand 
that needs 3 tokens to learn, upside down, placing the 2 tokens 
on it - he is still just learning it.

He also gains the XP reward for the Adventure. He now has 4.

5. Expedition

John and Sam skip this step, because they are not on a Field.

***

Brandon, however, is on the very Fields where his Aspired 
Artifact is hiding. So he makes an Expedition check, discarding 
1 Equipment token. He rolls two dice - the result is 6. 

He has - after a lucky Adventure - 5 Research tokens, and he is 
currently on the Field showing “+1”, so he adds 6 to the result.

His total is thus 12. He finds the Artifact successfully.

“

His Aspired Artifact has an Obstacle card he has revealed on a 
previous turn, having visited the city of Bangkok for this very 
reason. It’s titled “Blood Sacrifice” and it says:

When you find this Artifact, you have to pour 
your blood over it to claim it as your own.
Lose 2 Health.

Brandon does so, discarding 2 of his Health tokens.

Then he goes on to his Aspired Artifact. It is the “Strange Gem-
stone Animal”, and it does not have any Found effect. So with-
out any further ado, Brandon discards all his Research tokens, 
and places the Artifact among his already gained ones, making 
sure it is visible, because it does have a Continuous effect:

Continuous: You get the paranoid feeling that 
something unfriendly is watching you, and it’s 
not just in your mind. When someone plays a 
Bad Luck card on you, that player may imme-
diately draw 1 Bad Luck card.

He gains the 2 Experience tokens for the Artifact, and with that, 
he now has 6, so he gains a level. 
He raises the number token that marks his level, exchanging the 
“3” token for one showing a “4” 
He draws 1 Good Luck and 1 Bad Luck card.
He decides to raise his Action Hero ability by one, exchanging 
the number token “5” on it for a “6”. 
He says he doesn’t want to change any of his Personalities.
He discards 5 XP tokens - he still has 1 remaining.

But his Expedition is not over yet - he knocks with his finger 
on the Skill he has learned during his Free Time, Archeology, 
which lets him draw 1 Ancient Rare Item whenever he finds 
an Artifact. So he draws the top card of the Rare Item deck. Its 
types are “Charm / Alteration” so he discards it. He draws the 
next card: it’s a “High Tech / Social” card. He discards it too. 
He draws yet another card. It’s finally an “Ancient / Treasure” 
card, called “Focusing Pendant”, so he keeps it. It says:

Ancient / Treasure
Gain +1 to your Mystic checks.

So he immediately marks on his Character card with a Number 
token that his Mystic ability is now raised by one. He also gains 
1 XP for obtaining the Rare Item.

6. Refresh

John now finds that the Catastrophe is in the City where he is 
at. If he places a Visited token here now, he won’t be able to 
examine the Catastrophe and draw an Unknown card here. So 
even though he has a Plan that lists London, he decides he’ll 
stay here for another turn, entering the Catastrophe. So he says 
he does not place a Visited token here just yet.

“

“

“

“
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John has used his skill “Persistence” during this turn, so he now 
turns it back to its unused position.

***

Sam has been inside the Catastrophe during her Research step, 
so she would be obliged to place a Visited token here, but the 
Catastrophe token has moved away from here during the course 
of the turn, so it is not mandatory any more for her to do so.

She still chooses to place a Visited token here in New York. 
With that, she announces she has a Plan to play, called “Friends 
In High Places”:

Visit Los Angeles, New York and Rome.
You have become well known in certain confi-
dential circles. Draw 1 Social Rare Item.
If you don’t want to keep it, gain 2 Equipments 
and 2 Good Luck cards instead.

She points to Los Angeles, Rome, and now New York, where 
she has Visited tokens. She reveals the top card of the Rare 
Item deck - it is a “Charm / Treasure” card. She discards it and 
reveals another one: it is a “High Tech / Social” card called 
“List of Names and Phone Numbers”, with the text:

When you gain one or more Equipment tokens, 
roll a die. If the result is at least 4, gain 1 ad-
ditional Equipment token.

She thinks it is far too late in the game now to make proper 
use of this card, so she decides she does not want to keep it, 
accepting the alternative reward of 2 Equipments and 2 Good 
Luck cards instead. This way she doesn’t get the XP reward of 
the Rare Item either, but she doesn’t mind. The Plan card itself 
doesn’t award any XP either in any case.

She has used her “Seven-Sided Coin” during this turn, so she 
rotates it back to its unused position.

***

Brandon in on an Expedition Field, so he doesn’t place a Vis-
ited token here. He also doesn’t have any used cards.
But before he could finish, John plays a Bad Luck card on him, 
“Entropy of Luck”:

Play at the end of the turn of an opponent who 
has more Artifacts in his collection than you.
All players who have more Artifacts than you 
in their collection must immediately put 2 ran-
dom Good Luck cards on the table from their 
hand. You may choose and keep one of these 
cards. Discard the rest.

“

“

John and Sam both have 2 Artifacts, Brandon has 3. So he is 
the only one who has to place 2 Good Luck cards from his hand 
on the table. He does so. John seems quite happy with one of 
them, he takes it into his hand, discarding the other.

John does not forget that the “Strange Gemstone Animal” is 
watching Brandon malignantly: due to its Continuous effect, he 
is now allowed to draw 1 Bad Luck card.

A New Turn Begins

John gives the Starting player token to Sam. She decides to 
Travel to Sydney. Then, when it’s Brandon’s turn to Travel, he 
surprises everyone by moving into the Unknown. Sam turns the 
Starting Player token to its inactive side right away - she won’t 
have to draw a Random Adventure this turn and she won’t pass 
the token at the start of the next turn, unless Brandon dies.  
John decides to stay in London, as he has planned.

The Unknown

Now there is a special step for Brandon, who is inside the Un-
known, right after the Travel step. He decides to play the first 
Unknown card to face from his Collection: “The Tar Pit”.

What you are walking on seems to be a lake of 
pitch black tar, but your heart is filled with ex-
treme grief, compassion and helplessness with 
every step, so you suspect it must be something 
more than that - maybe the very essence of 
suffering. Now that you share all this pain with 
the world, you wish you could ease it!
Due to the unbearable emotional shock, lose 8 
Health. You can reduce this loss by the number 
of Good Luck cards you discard from your 
hand.

He has only 3 Good Luck cards in his hand, but the “Strange 
Gemstone Animal” can help him for a change. It says:

The Unknown: When you are discarding one or 
more cards from your hand, use this card: add 
+6 to the number of cards you have discarded.

So he decides to discard only 2 Good Luck cards from his 
hand, then he uses the Gemstone Animal. This counts as if 
he has discarded 8 cards - reducing the Health loss he has to 
suffer to zero - he has passed the first Unknown card without a 
scratch! There are still 2 left for him to face in following turns.

The Game Goes On

It is now the Research step for Sam and John. They plan to 
leave for the Unknown too quickly, hoping Brandon would die 
inside. Brandon is going to skip all other steps except for the 
Refresh step. The game goes on. 

“

“
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