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Keys

If you end your Movement on a sector with a Key you may take it immediately as a free
action and then roll to Hide. If you don't fail the roll to Hide you can go back to the
Elevator as a free action. Place the Key on your Player Card.

When you collect 3 Keys (4 Keys with 2 Players) you can go to fight the Al on the top of the
tower. Once you reach the last elevator stop, place your meeple beside the Al Card as a free
action.

Hide

To Hide against the Sentinels you must roll 1 die. If you roll a number equal or higher than
the sum of the number on the sector your meeple is on and the Sentinel’s Anti-Stealth you
can continue with your turn (if you have enough AP to do so).

If you fail the test to Hide your turn ends. You cannot take any other action and it is now
the Sentinel Turn.

The adrenaline makes you learn new unknown abilities: move the token on top of the first
Ability on the left that has at least one token on it and place it on the next Ability on the
right. If the tokens are only on the last ability, simply remove them from the game.

(Note: You can spend Luck Points to modify the roll to Hide and to add +1 to the result of
the roll).
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Symbols on Tower Cards
These symbols determine the stats of the Sentinel:

i==1 All dice in this row must show the same number. You still have to satisfy the
rules of the Sentinel’s Hit Boxes, if any.

! All dice in this row must match the numbers on the Hit
Boxes.

mmm You must place Red dice on the indicated Hit Boxes.

All empty Hit Boxes now have that number (follow the rule of White Box with
aNumber).

Abilities

When attacking a Sentinel (or Al), you can modify the result of your dice by using the
unlocked Abilities on your player card.

You can use unlocked Abilities only once per turn, for free. An Ability is unlocked if there are
no tokens on it.

You can reuse an unlocked Ability in the same turn by spending Luck points (red die).
Decrease by 1 the die for each time you reuse an unlocked Ability
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If you place as many Damage tokens as the Energy of a Sentinel, you defeat it, and gain 1
Energy.
Flip the Sentinel card face down to show you defeated it.

After you attack a Sentinel, your turn ends and it is the Sentinel’s turn.

Sentinel Turn

If it is the first time the Sentinel activates, place an Activation token on top of the card.
Slide the Sentinel Card 1 sector to the left.

The Sentinel attacks you if you are in its Range (even if your meeple is in the elevator).

Sentinels’Range considers both sides of the Sentinel’s cards.

Sectors directly above the sentinels card are Range 0.

You receive an amount of damage (Energy Points) equal to the number shown on the
Sentinel card. Decrease the Energy die by that amount.

If your Energy reaches 0 you lose the game!

If the Sentinel Card covers the Sector 1, the floor can’t be explored any more and if your
meeple is in it you lose the game.

(Note: after a Sentinel attacks you, you will automatically fail any other tests to Hide in
that floor).




Countdown

At the end of each round, move the Round Counter 1 space to the left.

Every time the Round Counter moves to a new Sector, slide all the Sentinels that are 2
Sectors behind by 1 space to the left.

If you don’t collect all 3 keys (4 keys with 2 players) and reach the Al before the end of Round
12, you lose the game!

WINNING CONDITIOMN
To win the game you have to defeat the Al by dealing an amount of damage equal to its
Energy points.

EGUIPMENT

To use your equipment, you have to pay the cost of activation shown on the top-left of the
chosen item.

Base Weapon

This weapon is on the Player Card. You can use this weapon to attack.
TO USE: no activation cost.

RANGE: 2

DAMAGE: 1










