


1 TNEE @ | D [ [ [

The Towers
In this expansion, you must also bring together the Dream Towers, which are legendary but fragile constructs,
and have been scattered by the evil Incubus.

Components: 12 Tower cards (3 red, 3 blue, 3 green, 3 brown) D I
Those cards have the following expansion symbol: ® o - 0. ol
Set up: shuffle the 12 Tower cards in the deck

Additional victory condition: to win, you must have placed on the table an Alignment of Towers, i.e. a row of
4 Tower cards, one for each color. You must still obtain the 8 Door cards.

The Towers

Are Labyrinth cards > >

A Tower card is played as a Labyrinth card, but not in the Labyrinth row(s); it is J o
played in an additional row, made up of Tower cards only. In a two player game, o il
there is still only one row of Tower cards, and both players are allowed to play

cards in it.

The Tower cards have Sun and Moon symbols down one or both side(s). A similar 5 810 ° ®
rule applies as for the Chamber cards: a card may only be played next to another °

Tower card if the two don’t share the same symbol on adjacent sides. . 0 o

Discarding a tower
When you discard a Tower card, you may look at the first 3, 4 or 5 cards on the deck (according to the number
printed on the bottom of the card); then put them all back onto the top of the deck in the order of your choice.

Effect of Nightmares on the Towers

After drawing and resolving a Nightmare card, you must also discard a Tower card already played (the Tower
cards in the hands of the player(s) are not affected). If several Tower cards are on the table, you choose the
one you want to discard —you may discard a Tower card which is between two other Tower cards only if the
remaining cards may connect without violating the connection rule.

False Destruction
If you draw a Nightmare and don’t want to discard a Tower card, you may choose the “False destruction” effect:
resolve the Nightmare card as usual, but then put the Nightmare card into the Limbo pile instead of discarding
it; in this case, you don’t need to discard a Tower card.

Power of the Alignment -
If you manage to play 4 Tower cards, one for each color, these cards are not o °
affected by the Nightmare cards anymore: you no longer have to discard a L=l LA

Tower card after resolving a Nightmare card. An alignment of Towers

Variant: Scatter the ruins
For a more difficult game, ignore the previous paragraph: the Tower cards on the table are always affected by
Nightmare cards, even if you have an Alignment of Towers.

Dark Premonitions and Happy Dreams
In this expansion, you have to cope with the Dark Premonitions, dreaded relics which come to life at predict-
able moments as you pursue your quest. You will be helped by the Happy Dreams, which are powerful but
fleeting.

Components: 8 Dark Premonition cards, 4 Happy Dream cards,

Those cards have the following expansion symbol: @

Set up: Shuffle the 4 Happy Dream cards in the deck.

Then shuffle the 8 Dark Premonition cards and reveal 4 of them face
up on the table. Put the remaining Dark Premonition cards in a pile
face down beside the 4 revealed cards.

The Dark Premonitions

A Dark Premonition card contains two pieces of information: the trigger condition and the penalty. When the
trigger condition is fulfilled, you must immediately apply the penalty; the Dark Premonition card is then removed
from the game.

If several Dark Premonition cards have their trigger condition fulfilled at the same moment, you decide in which
order you resolve them (if resolving the first Dark Premonition removes the trigger condition of the second one,
you don’t have to resolve it, and it simply stays on the table).

The Dark Premonition cards:

If two red Doors are on the table,
Take all red Chamber cards from the deck and discard them.

If two Door cards of the same color are on the table,

Put one of those Door cards into the Limbo pile.
If two green Door cards are on the table,

Take one Nightmare card from the discard pile,

and put tin the Limbo pile. If at least 5 Door cards are on the table,

Reveal 2 Dark Premonition cards
(immediately triggered if the condition is fulfilled)

If two blue Door cards are one the table,
Take two Key cards from the deck and discard them.
If at least one Door card of each color is on the table,
Take all Happy Dream cards from the deck and discard them.

If two brown Door cards are on the table, °©
Put a gained Door of your choice into the Limbo pile.
If at least 3 Door cards are on the table,
Discard your hand (then draw a new hand of 5 cards, as if
. . "]
you just resolved a Nightmare card); then, reveal one Dark
The Happy Dream Premonition card (immediately triggered if the condition is o

Are Dream cards. fulfilled)

When you draw a Happy Dream during phase 2° «Draw», you have to choose one of the following:
-Remove one face up Dark Premonition card from the game, without applying its effect

or

-Reveal the first 7 cards of the deck; you may discard as many as you want, then put the rest

back on the top of the deck in the order of your choice

or

-Take from the deck one card of your choice; then shuffle the deck and put the chosen card on top of it.
When the Happy Dream card has been resolved, discard it.

Variant: Darker Premonitions
For a more difficult game, reveal 5 or 6 Dark Premonitions at the beginning of the game.
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