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— INTRODUCTION —

€than is missing. Al that’s leit of him
is a backpack with a journal and a
strange compass that constantly points
in a mysterious direction. Reading bis

be calls the creature .
The compass apparently leads to a hollow log
in the woods, taking "L M STRECT cLW

to the world of that fearsome monster.
The last entry in the journal is written in
shaking letters and sends a chill down the
children’s spinesees

journal, the Kids from €Im Street find
a few sentences hastily scribbled by
Ethan himself, describing an evil being
that feeds on the innocence of children.

_ e UEnel: r_':_gh_éx éu:":c:«hl o \ool (-o\f_ me Yheve. s

?Lpék -.M-v WMLWMONILD cy A 6.\ e €."3§-._(;;\_. g;'f'ow- u

\t’usb@r_w"‘\ék lae.C-o*re. Si\lasa X FOnS we ntro R

o snother Tacelens




fiote: Please refer to the magoets sheet to properly
assemble magnets and bases with the figures.

8 Servants

I Den Token

2 Eye Tokens

4 Figure Bases

6 Baunted Places

3 Portal Tokens

10 Crossroads Cards

8 Iiiemory Tokens

6 Obstacle Tokens

50 Event Cards

10 Kid character Cards

6 Servants Cards

| Creepy Die

| hourglass

| The Foq

2 Tokens Bags




The following steps refer to the setup of the
base game, with no expansions. (See page I5)
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a Use this area to place collected
Memories in the course of the game.

) Event deck space.
ﬂ Discard pile space.

reach of all players.

Place the Gameboard on the table, easily within ]

Place the Duskworld on the
matching space on top of the
Gameboard. Place the Alan,
Sam and Judith Faceless

figures on each of the marked
spaces around Duskworld.

The figures” facing is irrelevant.

Place all the 6 Obstacles on
Duskworld. Each Obstacle
must cover exactly one @
symbol shown on Duskworld.
Make sure each Obstacle is
completely surrounded by
free spaces (in other words,
Obstacles cannot be adjacent
to each other).

shuffle the 8 Tilemories and
p]ace eﬂch one facedown

in a free space, adjacent to

the symbol present on
some parts of the Obstacles.
Make sure that two or more
Memories are never on the
same space or adjacent to

each other and be careful not
to peek at them while doing so,

o

~

Shuffle the Kid Characters

¢ards and deal one random

card ﬁ:ceup in front of each
player. During the game, these
cards will grant players unique
abilities. Put the leftovers back
in the box, they will not be used.

>

Shuffle the Event cards deck and place it
facedown on the Gameboard.

WARNING,

Each player draws 3 Event cards from the

deck and places them faceup , in front of The game contains magnets, thus it can be dangerous to

them. These cards form each player’s hand. electronic devices, such as phones and magnetic cards;
keep them away while playing, Please refer to the
magnets sheet for a full explanation on the subject.

o



m Use this area to fut expansions components
(when used) and keep them handy. Sulact the gaiic’s ditbiculty by

Threats displav. revealing !:he corresponding
a pidy number of cards from the

Event deck and placing them
€ASY | 5 cards on the Threats display,
= grouped by color.

IeDTUI 6 Cards Remove 3 Event cards from

the deck, without looking at
BARD | 8 Cards them. Place these cards back
in the box, they will not be used.

10+ Cards We recommend:

A dificu Ity level

for your ﬁ rst gante.

Rub the red side of the Billygoat
figure on the compass for a few
seconds. This will magnetize
the compass. The red side of

the needle should be attracted to
the colored half of the Billygoat
figure. Place the Team in any
free space adjacent to the
Entrance Obstacle, indicated

on the setup image.

Decide together where to
place Billygoat: it must be
placed on a free space
adjacent to one Obstacle,
facing the Team. You cannot
put him on an Edge space of
Duskworld. We recommend
placing Billygoat far from
the Team, but not too close
to the Faceless either.

Choose a starting player.

A free space is a space with no
components standing on it.

An occupied space is any space
that has any kind of figure or
token onit.

An adjacent space is any space that
is just barely connected to at least
another on Duskworld. Each space
can have at most & adjacent spaces.

An edge space is any space that has less
than ¢ adjaccnt spaces {in other words,
it is close to the edge of Duskworld).

A space is considered any one of the circles forming
the Duskworld. There can be different types of An external space is one of the outer
spaces referenced over the course of this rulebook. e

CAll move,
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However, Duskworld is filled with many dangers.
As soon as one of the 3 following conditions is met,
you immediately lose the game:

The Event deck is empty and you must
draw a card but cannot;
You are trapped forever in Duskworld!

At any time, if Billygoat and the
0 Team would occu{y the same space;
,/./
2

Billygoat has caught you!

The Team hits an Obstacle and you
don’t have enough Memories to use.
Bi]lyﬁoat transforms you into just
anot

The Faceless is a cooperative game; players win or
lose together. You play as a team of children trying
to save Ethan, the missing child that was brought
into Duskworld by Billygoat, an ancient and evil
creature lurking in the %(orest. Thanks to a magic
compass Ethan retrieved before disappearing,

ou descend into Duskworld and attempt to bring

than back to the real world by collecting his 8
lost memories; this is your only chance to win!

er one of Fthan's memories!

Beware! In order to do this, you have to move the
figures on the board: as each figure contains a
magnet, they affect the compass, whose red needle
will point in different and sometimes unexpected
directions. Learn to control the compass: that's the
key to victory!

The Faceless is played in a series of turns, taken in clockwise order, starting from the first player.
On your turn you can discuss your strategies with other players and then must perform one of the
following 3 actions:

A WALK _ @ REST ® WHISPER

Play a card from your hand. Draw until you refill your

hand to three cards Trade cards.

At the end of every player’s turn, a new Event card is revealed from the deck and added to the Threats
display to trigger a specific dangerous effect.
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A WALK Play a card from your hand

When you play a card, resolve the effects You can move it as many external spaces as you

depicted on the card and put it in the discard pile. like and freely rotate it in any direction.

Many cards allow you to manipulate one However, it cannot be moved over another

magnetic figure, tﬁus altering the orientation Faceless and you must always leave at least one

of the compass’ red needle. The Team usually free space between two Faceless.

moves forward in the direction indicated by

the red needle. When you are pleased with your movement and
rotation, move the Team in the direction currently

If you play a yellow / green / blue card, move the indicated by the red needle. The card just played

Faceless of the matching color along the indicates in the bottom right corner exactly how

external spaces of Duskworld. many spaces you must move the Team.

if you must move more than one space during a sinﬁle action, always move the Team one space
at a time. After every step taken, the red needle’s direction might change! Always follow the
direction shown by the compass at the beginning of every single step.

You can never move one magnetic figure to make trials and attempts BEFORE playing a card. >

» EXAMPLE

Carol plays a yellow card with a value of “1”, She can rotate and move the Faceless Judith:

—
( 0/ to any external space of Duskworld within reach; | | Q/ or move in a space adjacent to another Faceless; )

— ~ Carol then moves the Team one space,
( 0/ without passing over any other Faceless; ) 0/ according to the direction shown by the
\ " \

\ compass’ red needle.

&= 2

If you play a red card , you must move Billygoat one
space in any direction, then you can freely decide
its facing, Once you are pleased with its facing,
move the Team in the direction shown by the
compass’ red needle. The card tells you how many
spaces you must move the Team.

Biyiggoat cannot be moved on an Obstacle and

it doesn’t follow the Maze rule (see page 11)
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Bob plays a red card with a value of “2™:

N A
he rotates Billygoat in a direction of his choice,
W to affect the compass’ needle;

( of he moves Billygoat one space in a direction of his choice; )
Now he moves the Team two spaces,

)

Q following the direction shown by the

compass’ needle after each step,

If you play a purple card , move the Team to any adjacent space, ignoring the direction shown by the compass.
@ You must move the exact number of spaces shown on the card and you can choose any direction after each step.

Carol plays a purple card with a value of “3”

in a direction of her choice, and she can
choose a new direction after each step.

m she must move the Team three spaces

Sometimes the red needle points exactly
between two adjacent spaces. If this is the
case, players must choose into which of the
two spaces the Team moves.

" NOTE 0N ROTATION
AND MOUEMENT

et e —

When you rotate and/or move figures, you
can do so until you are completely satisfied
with their facing and position. You can make
all the trials and attempts you want; however,
when you have moved and/or rotated the
figure, you must move the Team and cannot
alter any figure’s position and facing anymore.
When moving the compass in a chosen direction
(e.g.: due to a purple card), you cannot make
trials and attempts. Each step counts as one of
the movements allowed.
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@ ReST Draw until you refill your hand to three cards

Add cards to your hand until you are back to three
cards. Take these cards from the Threats display,
starting from the bottom card (the cards entirely
visible) of any column. You are allowed to draw
mulltiple cards from a single column, and/or
draw from different columns.

BEWARE!

——

The Threats Display should always contain a
minimum of cards equal to the number of cards
that were added to it at the beginning of the
game (determined by the chosen d.ilg?cul level).
If at any time there are less than that, add cards
from the Event deck to the Threats display,
without triggering any effects, until you are
back to the original number,

must draw a facedown car.

are missing to refill the hand.

At the rare case that there are no

cards on the Threats display, you
dy from

the Event deck for each card you

® WHISPER Trade Cards

®

Choose a card from your hand or another player’s hand and give it to any other player of your choosing (including yourself).

H .  EEEw

Bob already has one card in his hand,
thus he can only draw two cards.

He decides to take the bottom cards
of the purple and red column.

o

Swap one card in any player’s hand with another card of any other player’s hand,

A player can never have more than three cards in their hand at any moment during
the game. You cannot give a card to a player that has already three cards.

Jade wants to pass Carol’s
yellow card to Bob.

However, Bob already has
three cards in hand.

Jade decides then to swap the
card from Bob’s hand
with Carol’s yellow card.
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% emor Each time the Team moves on to a space occupied by
: ' a Memory token, you collect the token. Reveal it and

place it faceup on its matching space on the Gameboard.

It is not necessary for the Team to stop on the Memory’s space. You can simply move
through that space and you will collect the Memory as soon as you pass over it.

Before or after you have performed an action, you can
decide to use one of the Memories you have collected
so far. Every Memory has a special effect. Once a
Memory has been used, it must be shifted over its
corresponding effect. You cannot use it again, but it
still counts towards fulfilling the victory condition.

Bob decides to use the Bow (one of the
Memories collected). To do so, he shifts
the Memory over its corresponding effect
and performs the corresponding action.

Move Sam’s figure as if you had just played a green card.

Move Judith’s figure as if you had just played a yellow card.

Move Alan’s figure as if you had just played Dbldecandd.

Move Billygoat’s figure as if you had just played a red card.

Move the Team in any direction by one space as if you had just
played a card.

@ THE MUSIC PLRYER Choose a player. That pcl'?rer draws cards from the Threats display

until they are back exactly to three.

Discard up to two cards from the Threats display. Always pick them
THE CAMPFIRE up starting from the bottom of the columns.

Move an Obstacle to another free space(s). Make sure to respect
THE OLD ROPE the rules of the setup for placing OEstacles.

WAWA WA WA AW AW AW,




HITTING AN OBSTACLE

s e TR D

You can use Memories to avoid being trapped in
one of Billygoat’s Obstacles. Each time the Team
must move on to a space containing an Obstacle,
instead leave the Team in its current position, If
you do not have unused Memories, you lose the
game. If you still have some unused Memories,
you must use as many Memories as steps you
would need to take in the Obstacle’s direction.
This does not activate the Memories’ special
effects, Memories used in this way are still shifted
over the corresponding effect and cannot be used
again to avoid an Obstacle or activate their special
effect! However, they still count towards ﬁJ].fEl)lling
the victory condition

\_ ) The Team must move three spaces in
the direction shown by the red needle,
The first move is safe, but with the
second and third step they would get
trapped by the Obstacle. You are close
to being turned into Ethan’smemories!
Players must perform the first step,
then select two faceup Memories g‘ley
own and use them - without performing
their effect - to avoid losing the game,
If they have only one unused Memory,
the game is lost.

Once you have performed an action and possibly used a
Memory's special effect, you must reveal the next card of

the Event deck. Add this card to the Threats Display, on the 4\ 6
column of the matching color. If there are already cards on \ o =/
that column, the new card goes to the bottom of the e
column, leaving the previous cards only partly visible,
® One of 5 possible Threat effects is now resolved, based on ®

the card’s color you reveal:

If you reveal a purple card: The Team gives in to panic! For every purple card on the disglay’s \
purple column; Move the Team one space in the direction shown by the compass' red needle.

This might result in hitting an Obstacle. j

If ffou reveal a red card: Billyioat spots you! For every red card on the display’s red column: Move \
Billygoat one space towards the Team and turn it so that it faces the compass (the figure’s not colored

part must point towards the Team figure).

Billygoat always follows the shortest path; if there are two or more paths of the same length, you can choose

which path Billygoat will follow. Billygoat can pass through Memories or stop above them, but it cannot pass
through an Obstacle, instead it must move around it. Billygoat cannot use the Maze rule (page 11)

If {ou reveal a yellow card: The Faceless are corrupted! For every pair of yellow cards on the display’s
yellow column: Choose a different Faceless and rotate it 180° without altering its position.

If there are more pairs of yellow cards, you must rotate a different Faceless for every pair.
You cannot choose to rotate the Team. If you have already rotated all 3 Faceless, go to the next phase.

If you reveal a blue card: Billygoat grows in power, For every pair of blue cards on the display’s blue
column: Reveal a card from the Event deck and add it to the Threats display, on the column of the
matching color. The effect of the card(s) you have just added in this way does not trigger.

If you reveal a green card: Duskworld gets darker. For every pair of green cards on the display’s green
i column; A different player must discard one card from their hand. Start from the current player and

proceed clockwise,

If a player has no cards in their hand, instead they must discard the top card from the Event deck to the discard
pile. With many green cards, it is possible that one or more players may be forced to discard more than once.

b . A b




CARD NUMBERS

You always have to move the Team the exact number
of spaces indicated on a played card!

| Pairs: In this picture you can see:

|
|
'|
|
i
|
| Remember: the needle’s direction might change after
‘ every single step, so make sure to move the Team

- 3 purple cards, 2red cards, one step at a time, and check out after each single

i 2blue cards (1 pair), step wﬁether the needle’s direction has changed!

| 1 green card (0 pairs), | J
| 3 yellow cards (1 pair). s o

You are only allowed to make trials and attempts
, after playing thecorresponding card or using the

| corresponding Memory. You can never move or
rotate a magnetic figure BEFORE playing a card to
Walk or using a Memory. You can never move the
compass to make trials and attempts. Every step
the Team performs is final.

Duskworld is a treacherous place filled with dangers,
and the kids can easily get lost along its dark paths.
Sometimes the Team must move beyond the edge of
Duskworld. When this happens, place the Team figure |
on the space in direct opposition to the one you have . \
just left, on the other side of Duskworld, If that space

is occupied by something, follow all the regular rules, "

(Remem ber: Billygoat can never use this rule when moving)

The colored part, which attracts the red needle,

and the blank part, which repels the red needle,

The closer a magnet and the compass are, the

ro - _ st_rml';ger the magnet’s influence over the compass
e,

will

© COLLIDING MAGNETS

e ot T .

In certain rare cases, two or more magnet figures ma | thev repel!
accidentally collide. When this ha perglgl, ren?;ve the . Ioey atiract ¥y 1
one you were moving, if possible, li-:)mm Duskworld
(put it away so that it does not interfere much with
tEe compass) and put the other back in its original
space, As soon as the removed figure is moved again
(via a newly played card or by using a Memory), take
that Faceless and place it on any free external space
of Duskworld, but not adjacent to another Faceless.

Billygoat can never leave Duskworld.
If ﬁou must remove it, remove the
other figure instead.
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As soon as all 8 Memories have been collected from Duskworld, the players win the game!
However, the players lose the game as soon as one of these conditions is met:

’ The Event deck runs ’ At any time, Billygoat ‘ The Team hits an Obstacle

out of cards and a card and the Team would and doesn’t have enough
must be drawn from it; occupy the same space; Memories to use.

Scenarios

After snoing Ethan, the Elm Street Clan grew confident they could save other kids as well from the evil clutches of
Billygoat. But things will get harder each time they attempt a rescue.

In this section you will find some predetermined setup we found fun and amusing during the many hours

of playtesting. They are accompanied with a short introduction to the kid you are trying to save and a list

of recommended Kid cards to use. If you are playing with 2 players, just use the first two on the list; if you
are playing with 3 players, use the first three. Special rules are listed for some scenarios.

You can find rules for the additional components in the next section of the rulebook.

THE BILLYGOAT PROJECT

Heather is a young girl obsessed with movies, and dreams of one day
becoming a director. She alwayscarries her camera filming every scene
she finds worth to record. Her last tape was found near the Duskworld
entrance.., This is your only chance to free her!

Additional componentss 3 Portals, 2 Eyes
Kid Setup: Lily, Casper, Dylan, Emily

DOWN THE RABBIT HOLE

Alice's love for animals is something special. She’s spent lots of time healing
wounded cubs in the forest behind Eer house. It was her passion for bunnies
that led her to the middle of the forest, where she disappeared forever.

She was taken by the Servants, deceitful creatures in the service of Billygoat.

Rdditional components: 4 Roaming Servants, 4 Haunted Places, 10 Crossroads Cards
Rid Setup: Matt, Julie, Lily, Luke




= EUIL INTENTIONS ‘1

Exploring the world, travelling to new places and seeing them with your
own eyes; this was Elliot dream. One day he finally got the opportunity to
do so thanks to a school trip, but things went wrong when he disappeared.
His binoculars were found on one of forest’s darkest paths...

Additional components: Creepy Die, Den, Demon Avatar
Kid Setup: Emily, P.J., Dylan, Karyn

In school, collecting and showing off bugs to your friends was wildly Eopular.
Many kids had huge collections, but no one came close to Satoshi, the best hunter
around. Some say he managed to find the rarest bugs inside a forest near the
village. But after his last bug hunt, no one's received any news from him.

Additional components: 8 Carrier Servants

Kid Setup: Lily, Casper, Dylan, Emily

Special Rule: A new victory condition must be met: after collecting all the Memories
in Duskworld, you must also then reach a space adjacent to the Entrance Obstacle.

Every kid at school was fascinated by John's creativity. "John always tells the
best stories!" they'd exclaim whenever he would perform a puppet show he'd
written. John dreamed of someday wriling his own books.

His latest show was meant to take place inside the forest near the city...

Rdditional components: 3 Swamp Obstacles, Puppetmaster Avatar, Eraserhead Avatar,
10 Crossroads Cards

Kid Setupt Tommy, Luke, Julie, Matt

Spedial Rules Play with two Avatar Cards; when both Avatars are activated,
resolve the two effects in any order you like.

Charlie is a great singer. He wins many of the contests in his town despite
being so young. His gassion for music grew thanks to his dad's huge vinyl
record collection, and he likes mixing and playing different genres. He always
carries with him a microphone because he E;m.l)i"eves that any place can be a stage.
He disappeared shortly after his last contest participation.

Rdditional components: Unspeakable Avatar, Nightworld
Kid Setup: Casper, Matt, P.J., Emily

Special Rules If a player says "Billygoat" during their turn, immediately add
anew Event card from the deck to the Threats display and activate its effect.




GOAT'GO FASTER

Nat really likes roller skating, Skating around the city feels like flying. She's a
bit of a local celebrity, the fastest kid around and never late in her life. But Nat
stays humble, spending most of her time teaching new tricks to the other kids.
Until one day, Nat went missing from the small town.

Raditional compenents: Hourglass, Nightworld

Kid Setup: Dylan, Luke, Karyn, Julie

GOATBUSTERS

Marie is a ghost hunter. She likes going into abandoned manors looking for
hints and ﬁues, and then telling horror stories around the campfire with her
friends at night. On her last ghost hunt, her mind was captured by a strange
creature lurking in the 1-\-'001;Fs.

Marie didn’t know how dangerous it was to follow after Billygoat...

Raditional componentss Spectral Avatar, 10 Crossroads Cards, The Fog
Kid Setups Tommy, Lily, Emily, Casper

For the ultimate challenge, try playing each one of the previous Scenarios
using The Fog. This is strongly recommended for players that have a high
understanding of the game’s mechanisms and dynamics.

alliScenarios, select your
ISP hericallmusic theme or consule
1IN an‘interactiveiways
ihis more over on: -
.

app.alterego.games




> €xpansions Rules.
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Expansions introduce new components you can add to change the overall experience you have with
The Faceless, Each component brings additional rules, so we recommend that you p{ay the base
game a few times before introducing these rules in your games, You can then add them in any
combination you prefer, or follow the scenarios rules listed in the previous section.

Each component added to the game affects only the Team. Billygoat or other
“quor]t ant components are unaffected and they can move over these components
uie like they move on a free space,unless otherwise specified.

(7 - AUATARS Recommended after & plays. e\

These are alternative forms Billygoat can assume, and can change the game in many different
ways. Each Avatar has a unique ability and brings new unexpected challenges to the game.

Riter the Setups Shuffle the Avatar cards and reveal one of them randomly. This card is
now in effect for the entire duration of the game. Place the selected Avatar close to the
Gameboard, Return the remaining Avatar cards to the game box, they will not be used.

See the Reference for additional info on the Avatar cards and their symbols. /

. CREEPY DIE Recommended after 5 plays. > ®

Duskworld is a place filled with lots of dangers. The shifting nature of this world makes it
unpredictable and the changing biomes force the kids to adapt to new unexpected situations.
Suddenly being slowed by a snowy climate can be an hinder, or maybe not?

Aiter the Setup: keep the Creepy Die handy.

During the game, when a yellow card is revealed during the Threats phase, before resolving its effect,
roll the Creepy Die and apply the effect shown. Some ef?ects remain until the Creepy Die is rolled again
and shows a different face. Once per player’s turn you can choose to roll the Creepy Die, If you do so,
first add a new Event card from tgz CIE,‘C]( to the Threats display. This card does not trigger any effect.

Jade wants to use her special
power, but the Die shows the
face. She adds the top card
of the Event Deck to the Threats
display and then rolls the Die.
She gets a [ face, which is fine
for her. At the end of the turn, a
yellow card is revealed and added
to the Threats display; the Creepy
Die gets rolled one more time,
but luckily, it ends up on the [Jj

face again.

See the Reference for additional info on Creepy Die symbols.




® . EEES

CROSSROADS Recommended after 5 plays.
LEAm BN Lear s B

e S Being at a crossroads forces you to make important decisions. Which path will you follow?

Aiter the Setup: shuffle the 10 Crossroads cards and put them near the
Gameboard in a facedown deck.

During the game, when a green card is revealed during the Threats phase, before
resolving its Threat effect, reveal the top card of the Crossroads deck. Now players
must make a choice and resolve one of the two effects shown. The final decision is up
to the current player. Discard the card next to the Crossroads deck after resolving it.

|
p

Carol ends her turn and reveals
a green card during the Threats
hase. Therefore, she must
rst draw a Crossroads card,
which gives her a choice: moving
the Team one space followin
the red or the white side of the
compass, Being close to an
Obstacle, she opts to follow
the white side of the compass,

See the Reference for additional info on Creepy Die symbols. >

DEN Recommended after 8 plays.

Can a place darker than Duskworld exist? Standing near the entrance of the Den, dark
voices start to haunt your mind, and persuading you off your quest. Resist, stay focused!

During setup, after placing the Obstacles, place the Den in 3 free spaces on
Duskworld. It must respect the same rules for placing Obstacles, aside from
needing tocovera @ symbol. When placing Billygoat, place him in

one of the free spaces adjacent to the Den, but not on an Edge space.

During the game, if you start your movement in a space adjacent to the Den,
you cannot use your Kidpower and/or use a Memory effect. Should you move
over the Den, you immediately lose the game (you are hypnotized by the dark u
voices and get trapped into the Den). C

V.

At the beginning of Bob’s turn,
the Team is adjacent to the Den,
This prevents Bob from using
his Kid card’s power.

He decides to play a blue card
that changes the compass’
direction, that was previously
heading into the Den, to avoid
losing the game,

See the Reference for additional info on Creepy Die symbols.
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| EYES Recommended after 6 plays.

Sometimes, strange forces spﬁv [vou from behind some rotten logs or dark bushes. You cannot
get away from Duskworld while they are watching. Investigate these places and make sure
Billygoat cannot see you sneaking back to your home!

\ )

Aiter the Setup: place the 2 Eyes faceup (the opened eye side)
on two different random spaces distant at most two spaces
from Billﬁgoat. The eyes must be at least three spaces away
from each other.

During the game, when you move on a space with an Eye, flip it to the other side,

When a !l? card is revealed during tEe Threats phase, before resolving its Threat effect, if at least
one Eye is flipped on the opened side, take 3 Event cards off the top of the deck and remove them from
the game, witgout looking at them. When playing with the Eyes, a new condition must be satisfied to
win the game: you must collect all the Memories from Duskworld and then both Eyes must be closed
(the closed side is faceup).

Eyes must be flipped again on the opened side if the Team walks on them while they
are on the closed side.

During her Walk action, Carol
moves over an Eye; this flips it
back to its opened side. During
the Threats phase, a plr card
is added to the Threats display;
since at least one Eye is stiﬁ
open, Carol must remove the @

top 3 cards from the Event deck
without looking at them.

NIGHTWORLD Recommended after 12 plays. —\

The last time you ventured in Duskworld things were much different. Going inside after the
sun has set makes this place more puzzling, as if it was frozen in an eternal enchantment.
Something is interfering with the compass, will you escape from here once again?

nllﬁm the Setup: When placing the Duskworld board, flip it over to its other side. This side
has a different setup configuration for the Obstacles, and some new spaces - called Reverse
spaces - with a unique property.

During the game, each time you should move and the Team is on a reverse space,
you must follow the white side of the needle instead of the red one. You must follow
it until you land on another reverse space.

white side of the compass’ needle.

Carol must move the Team

two spaces due to the card she
played. During the first step,
she follows the red needle of
the compass as usual, but lands
o1 a reverse Space. Now she
must move following the

white needle of the compass.
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HAUNTED PLACES Recommended after 6 plays. ™\

Being chased from all directions in Duskworld is a pretty scary thing. There are especially
grim places, haunted by all sorts of terrible things. The best option is to run away, it doesn't
matter where, just as fastas you can!

Aiter the Setup: Shuffle all the Haunted Places facedown and pick 4 at random,
without looking at them. Place them facedown on Duskworld on four different random
free spaces. Make sure to placethem at least three spaces away from each other.

During the game, when you move over an Haunted Place, reveal it, making sure to not change its
current orientation. You must immediately move the Team as many spaces as the number of iy
symbols shown, in the direction indicated.

After moving, if you still have movements left
This might result in hitting an Obstacle. due to a previous effect, perform them now,
Each time you move over a revealed Haunted
Place, you must move as if you just revealed it.
When a blue card is revealed during the
Threats phase, before resolving its effect, rotate each still facedown Haunted Place so that they point to the
next clockwise adjacent space. Repeat this for each other blue card in the Threats display.

During Jade’s turn, The Team must
perform three steps due to the card
she played, She moves the Team on
a free space and then above a face-
down Haunted Place, She reveals it
and must move two spaces on the
direction indicated. After that, she
still has one step left to perform

due to the card played, which she ®
takes now.

\_ “d
(7 HOURGLASS Recommended after 12 plays.

Billygoat's evil powers allow It to shift through time, making seeking Memories harder than

ever. Through time manipulation, It will force the Team to make quick decisions and face
dire consequences!

After the Setup: Place the Hourglass on the Gameboard, near to the collected Memories
space. When the first player starts playing their first turn, start the Hourglass.

During the game, you must retrieve one of the Memories on Duskworld before the sand
timer runs out, If the time is gone and you haven't collected at least one new Memory,
you must add 2 Event cards from the deck to the Threats display (without triggerin
them), then flip the Hourglass again. If at any time you collect one Memory, place the
Hourglass near it, The next time the Hourglass ends, you can turn it and place it to its
original place, without adding cards to the Threats display.

Bob takes a Memory before the sand timer
runs out, He immediately places the Hourglass
near the collected Memory and ends his turn.
During the next turn, Carol collects a new
Memory, and the Hourglass gets moved near
it. Before ending her turn, the timer runs out,
so she flips it and puts it back in its original
osition; if it was already there, she would
ve to add two cards to the Threats display.
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~ PORTALS

These Portals lets the Team teleport across the map and offer new interesting possibilities
to movement, However, they can also attract the Team, forcing players to rethink their path.

Recommended after 3 plays.

fAiter the Setup: shuffle and place the 3 Portals facedown on three different random
free spaces of Duskworld, making sure that they are at least three spaces away from
each other. When you are done, turn them faceup.

During the game, when the Team ends its movement in a space adjacent to a Portal, immediately
place the Team over it. However, if the Team ends its movement on a Portal, immediately move the
Team to the next Portal. The Portals are linked by letters; A brings to B, B brings to C and C brings to A.

—

If Billygoat is on a Portal and you gets moved there, you immediately lose the game.

Jade ends her movement over a
Portal. The Team is immediately
moved to the next Portal,

Later on, Bob moves the Team
and ends his movement in a space
adjacent to a Portal; the Team is
automatically moved on to the
Portal’s space.

What happens when you cannot see your hands in front of your face? How can you be sure
you are moving in the right direction? The only way to survive is to sharpen your other
senses and follow your instinct.

Riter the Setups keep The Fog handy.

During the game, at the start of each player’s turn, before any other action, put The
Fog over the Team, covering up the compass. This forces you to predict the potential
change of the magnetic fie lﬁ without having any immediate feed%ack from the
compass. After performing any action, or before moving due to a played card,
remove The Fog from the compass and resolve any movements you s%ould perform,

At the start of her turn, Jade
places The Fog over the compass.
Then she chooses to play a yellow
card from her hand, As she moves
Judith's figure, she must attempt
to guess the orientation of

the compass. When she's satisfied,
Jade removes The Fog and moves
the Team in the direction
indicated.

_ Recommended after IS plays. =
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Recommended after 8 plays.

SERUANTS

Servants of Billygoat makes for a new interesting menace that can be experimented in two modes.
Both modes will make collecting Memories even harder! There are two modes you can use Servants;
Roaming Servants & Carrier Servants. Follow rules only for one of the two modes during a single game,

Riter the Setup: shuffle and give the first player the 6 Servants cards.

These cards are used to determine where the Servants move when they get the chance to do so.

Make sure the cards are turned by the same player and that the cards are facing the same
direction each time, to avoid inconsistency between movements.

/

@ ROAMING SERUANTS K. CARRIER SERUANTS

Place 4 Servants on 4 different random
Memories on Duskworld. The remaining 4
Servants are not used for this mode.

Take the 8 Servants and place each one
on a different Memory on Duskworld.

y. If a Servant shc
instead tﬁe_\-' stop their mov

If at any time a Servant would move on to the When moving Servants, move also the
same space occupied by the Team, or viceversa, Memory underneath each of them together.
the players immediately lose the game. If at any time a Servant would move on to the

same gfce occupied by the Team, the players
immediately lose the game. However, if the
Team moves on to the same space occupied b

EKAMPLE g - a Servant, remove the Servant from Duskworld
. and collect the Memory as usual.

EXAMPLE

Bob reveals a red card during his Threats
phase and adds it to the Threats display,
making a total of 4 red cards on display.
Jade reveals a Servants card to determine
which direction the Servants move by
four ?aces. Since one of the Servants

Carol reveals a red card during her
Threats ‘rhase. Jade reveals a Servants

card to determine which direction the
Servants move. Each Servant carries with
it the Memory beneath itself. On the next
turn, Jade moves the Team on to one of
the Servants, she removes the Servant
and collects the Memory it was carrying.

would enter the same space where the
compass is located, the players immedi-
ately lose the game.

N\




SWAMP OBSTARCLES

Sometimes moving over swampy terrain can be a good shortcut to the next Memory.
However, moving at the wrong time might be the last decision you make. Watch your steps!

Recommended after 8 plays. >

During the Setup: after placing the Obstacles, randomly select two and flip them over.

During the game, you can move over the Swamp Obstacles, but for every step
you take over them, you must use a Memory - without resolving its effect.

If you don’t have a Memory to use and you move over any Swamp Obstacle
space, you immediately lose the game.

Billygoat and other components cannot move over Swamp Obstacles, they are still
considered asregular Obstacles for their movements purpose.

Bob performs a Walk action, Since
there are two unused Memories,

he decides to point the compass
and move two spaces over a Swamp
Obstacle, If Bob had to move a third
time over the Swamp Obstacle, the
players would lose the game, since
there wouldn’t be a Memory left to
use.

-
\

THE EKTRA BITS

You can use the 6 Warning tokens to help you remembering
when some effects might take place. Place them near the
corresponding column on the Threats display. If you need,
you can use the back of the tokens to signal other important
things. The two bags can be used to store the game’s cardboard
tokens. We suggest you separate the Obstacles and the Den
from the rest of the tokens.

/)

Everytime a ved card is revealed during the
Threats phase, place one unused Servant
on any free external space of Duskworld. 1t
must not be placed adjacent to another
Servant, if possible. A Faceless cannot be
moved on the occupied space for the rest
of the game, but it can be moved past it.

Billygoat can move over the Obstacles.
An Obstacle, for Billygoat's movement
purposes, is to be considered as only one
space that is adjacent to each of the
spaces that surrounds the Obstacle itself.

Everytime a yed card is revealed during the
Threats phase, all the players must avoid
speaking or making any kind of reference to
anything in the game. The next player must
perform their turn without any help from the
other players. You can start talking again at
the start of the next Threats phase.

iy

Jade reveals a red card, thus triggering

Billygoat must move three spaces
o 5 the Unspeakable power. Players cannot

due to the three cards on the red

column of the Threats display; it
passes over an Obstacle, but this
counts only as a single step of
the three it must perform.

talk or giveany hints to the next player,
Carol starts her turn but she must
decide her actions on her own, without
consulting the other players.

Carol wants to move Alan, but she
cannot move it on one of the spaces
already occupied by the Servants.




Once per turn, you can do the
Whisper action for free before
or after performing your reqular
action. Your regular action can
still be a Whisper.

Your hand size limit is 4 cards
instead of 3. When you Rest,
refill your hand to 4 cards.
Start the game with 4 cards.

/

On your turn, if you decide to
perform a Walk action, you
can play two cards instead of
one. Entirely resolve the first
card's effect before playing

fhc SﬂCOF’Id.

At the beginning of your turn
you can peck at the top card

of the Event deck. You can share
this information with the other
players. If you Restor Whisper
during this turn, do not trigger
the e_f?ccts of the Event card
added to the Threats display
during the Threats phase.

N

When you perform a Rest
action, you can move the
Team to any adjacent space.

If you perform a Walk action,
before moving the Team, you
can decide to add 1 or subtract
1 from the number shown on
the bottom right corner of the
Event card played. Move the
Team accordingly to the new
value chosen.

\

/

If the Team retrieves a Memory,
you can immediately draw

an Event card from the deck
and/or swap one of the cards in
your hand with one from the
bottom of any column in the
Threats d:'sp ay.

On your turn, before or after
performing your regular action,
you can choose to rotate one of
the Faceless, adjusting its facing
(ISJ/OH. prcfcr, !'Iowcvcr, yOH
cannot move it from its current
position,

‘\

S

During your Threats phase,
yﬂl,{ can diSCﬂTd H’[C rcveafcd
Event card to draw a new one.
You cannot discard the second
card you reveal and you must
add it to the Threats dispfay,

JULTE

On your turn, before your
rcgufar’ action, you can move
one Memory from its position
to any adjacent free space. If
playing with Carrier Servants,
you ﬂESO move thC Servant.

N

ERASERHEAD

Everytime a ped card with a value of “1” or “2” is revealed When you play aged eard from your hand, you must necessarily
during the Threats phase, after moving Billygoat, you must move Billygoat one adjacent space, the closer to the Team,
use a Memory, without triggering its effects, if able, You can still ¢ to rotate It however you like.

Full explanation on Page 15




@reepy Die

ie shows this
I IS pOwWers are
bled and canmet b

your powers again.,

e die shows this
1

M MuST maoeve

1 Event card,

Until the die shows this face,
everytime you must move tr
Team due fo an Event card, ¢
due to the purple Threat etfect,
maove it one less space following
the red needle’s direction.

A movement of zero or less
means the Team remains in its
current position,

Tull explanation
on Page IS

cauglht wi
tory, 1 you

so, immediatély rer

Mave Billygoat one

closer to the Team, ;
its figure so that it is tacing
compass. Then, ‘IrIIIII'IllHil'T\
reroll the die, )

Nothing happens,

Grossroads
Move the Team following the sed gidle of the needle by as many steps as indicated.
Move the Team following the wiifitssfdls of the needle by as many steps as indicated,
Resolve the red Threat effect as if you've just added a red card to the Threats display.
Resolve the purple Threat effect as if you've just added a purple card to the Threats display.
Use one of your Memories, without triggering any effects.
Mave Billygoat one space closer to the Team, and rotate its figure so that it is facing the compass.
If a yellow or green card gets played the next turn, you can rotate the corresponding Faceless, but not move it.
If a yellow or blme card gets played the next turn, you can rotate the corresponding Faceless, but not move it.

If a blwe or green card gets played the next turn, you can rotate the corresponding Faceless, but not move it

Full explanation on Page I6

filemory €ffects

Move the Team in any direction by one space

Move Sam’s figure as if you had just played a mﬁﬂl a5 ifyou had just played a 1 1

Choose a player. That player draws cards from the

M dith’s fig 5 if you had just played a yellow card.
ANEIRGILER R GIRS RS 200 NCJRAR P RE.R JWW 0 Threats display until they are back exactly to three.

Discard up to two cards from the Threats display. Always

’s fi i dj d a blue card.
Movenlnes gy #i 3 yow bt jusk plged.» pick them up starting from the bottom of the columns,

Move an Obstacle to another free space(s). Make sure

Move Billysoat’s figiwa.as if yori kad just played o sed ensd to respect the rules of the setup for placing Obstacles.

Yull explanation on Page 9

For every red card on the display’s red column: Move Billygoat one space towards the Team and turn it so that it faces the compass
(the figure’s not colored part must point towards the Team figure), Billygoat always follows the shortest path.

For every pair of green cards on the display’s green column: A different player must discard one card from their hand.
Start from the current player and proceed clockwise,

For every pair of yellow cards on the display’s yellow column; Choose a different Faceless and rotate it 180°
without altering its position. If there are more pairs of yellow cards, you must rotate a different Faceless.

For every pair of blue cards on the display’s blue column: Reveal a card from the Event deck and
add it to the Threats display, on the column of the matching color.

For every purple card on the display’s purple column: Move the Team one space in
the direction shown by the compass’ red needle. This might result in hitting an Obstacle.

Yull explanation on Page I




