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CONTENTS

u Ages 10 and up

u 60 minutes

u �1 to 6 players

EXOTIC ADVENTURES

Each deck of cards proposes a cooperative scenario.
Players are immersed in an adventure and have one hour to complete their mission.

During that hour, they will have to overcome many challenges and obstacles.

60’
GAME OVERVIEW 

IMPORTANT: DO NOT LOOK THROUGH THE CARD DECKS BEFORE STARTING TO PLAY

A 10-card Tutorial deck 3 adventures (180 cards + 1 Sheet of paper + 1 Notebook)

This tutorial is placed  
on the top of the first adventure.

Place these cards in space 0  
once the decks are unwrapped. Difficulty level:   Difficulty level:     Difficulty level:     

THE NIGHT
OF THE BOOGEYMEN

Sheherazade’s
Last Tale Expedition: Challenger
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Each card bears a unique number 
on the back so that you can 
check if your deck is complete 
prior to starting the game.

In order to learn how to play the game, it is recommended you play the Tutorial
adventure first, as it will walk you through the rules.
The tutorial can even be played before reading this rulebook.
Just follow the setup instructions as indicated below:

u �Place the start card (with the title of the adventure) in the center of the table,  
with the text face up.

u Place the other cards face down to form a deck.
u �Launch the app (see App - page 7), select the Tutorial, and place the device  

within easy reach of all players.
u �One player reads the text on the start card out loud, then launches the countdown  

on the app and flips the card over. The game begins! 
Note: Players can take notes during the game.

GAME SETUP

GAME RULES

The first room of the game is on the back of the 
start card. In this room, there are numbers and let-
ters that match cards in the deck (the numbers
and letters that are written on the back of the cards).
Each time players see a number or a letter on the 
room card or any other card, they must take the 

matching card from the deck and reveal it (flip it 
over to see the other side).
Revealed cards are placed face up on the table so
that everyone can see them.

The game takes place in real time. The players 
must form a team and work together to win. Each 
player should have access to the deck at all times.  

Players can either designate one of them to search 
and reveal cards or split the deck among them. 
Players cannot spread out the deck on the table.
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CARD TYPES

THERE ARE SEVERAL CARD TYPES.

OBJECTS (RED OR BLUE STRIPE)
Objects can sometimes interact with other objects 
(see Combining Objects - page 4).

Object 35  is a cabinet.

Object 11  is a key.

MACHINES (GREEN STRIPE) 
Players must enter the Machine number in the app  

to access it (see Machines - page 5).

Machine 69  is a grid with 6 pins.

OTHER CARDS (GREY STRIPE)
These cards can be:
u A place showing a room and the objects within.
u The result of an interaction with an object.
u A penalty applied to players who made a mistake.
u A modifier (see Modifiers - page 5).

On the left, a room. 
In the middle, the result of an interaction. 
On the right, a penalty.

CODES (YELLOW STRIPE)
Players must enter a code in the app to continue  
the adventure (see Codes - page 6).

Card 21  is a door locked by a digital code.
Players must enter the code in the app to unlock the door.
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?DISCARDING CARDS

PENALTIES

COMBIN ING OBJECTS

Sometimes, it is possible to combine objects (for example, a key with a 
door). To that end, just add their respective numbers together (within a red 
or blue circle) and look for the matching card in the deck. Of course, it is 
impossible to combine a letter with a number.

GOLDEN RULE: A red number can only be combined with a blue 
number and vice versa. NO other combination is possible (blue+blue, 
red+red, blue+grey, etc.).

The top of some cards bears crossed-out numbers or letters. You must 
immediately discard the corresponding cards as they will not be used 
again during the game.

Players may lose time (generally a few minutes) because of 
some actions they performed. If players reveal a Penalty  
card ( ), they must follow its instructions. These cards 
must always be discarded afterwards.

Players decide to combine the key ( 11 ) with the cabinet ( 35 ).  
So, they look for card 46  (11+35) in the deck and reveal it. 
It works: they open the cabinet and discover what is inside.

After opening the cabinet ( 46 ), players must
discard the key ( 11 ) and the cabinet ( 35 ).










