





In the enchanted realm of Veridia, magic is not justa - 48
part of life; it is life. Here, amidst whispering forests

and shimmering lakes, lived Arcanix, a wizard of

great power. While he was known across the land for =48
his magic and benevolence, people also came to know '
him for his extreme clumsiness. Thus, it was not

unusual for the people of Veridia to sometimes

experience some chaos at Arcanix’s hands.

One evening, Arcanix endeavored to cast a spell to
organize his vast collection of magical Artifacts.

A slip of the tongue, and the spell spiraled into a
magical maelstrom. In moments, his treasured
Artifacts were whisked away, to locations unknown. .

Realizing the gravity of his blunder, Arcanix is now
summoning adventurers from near and far to find A
and retrieve his lost Artifacts. Your aim is to use the '8
clues that Arcanix has given you - his Echoes - to

find the hidden Artifacts and restore his collection.
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- This game is suitable for 3-7 players. One
player takes on the role of Arcanix, preparing
all the artifacts and keeping track of which

L artifacts are found. The other players are
Arcanix’s adventurers and their goal is to find
as many artifacts as they can.

The winner of the game is the player that
scores the most points. In the event of a tie,
the player that keeps the most Echo cards is
the winner.

" GAMEe coMPOMEnLS

¢ 55 Artifact cards
® 55 Echo cards
" e Arcanix’s Guidebook

The game is designed with replayability in
. mind and is suitable for a wide variety of
: 'gdoor locations.
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As the player that takes on the role of Arcanix
your first job is to hide all the artifacts. First,
you need to familiarize yourself with the
cards. You have two types of cards available:
Artifact cards and Echo cards.
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.f"' The Artifact cards are the cards that will be
hidden in a predetermined location that you

~ can find below. They each have a name that
you have to record in your Guidebook.

The Echo cards are numbered and have a clue
in poem form written on them. On the back
they have a star rating according to the
difficulty of the clue.

Arcanix’s Guidebook




Your Guidebook is your companion in

setting up and keeping track of the hidden
Artifacts. Below you will find a table that
pairs each Echo number with an actual
location that you have to hide an Artifact in.

Note that you might not have all the locations
listed below available in the area that you're
playing. In that case, hide as many as you can.

Ecfo NR. LocA{fon

Next to a place where water flows

........ Lo 220000 00bddoB0 0 A00 GO SB0n 000k G0 0 Aot -

Inside washing machine/dishwasher




Amongst tools for writing or drawing

....... D OB I00 oIBHNAE BB600 0385000006 6000500 000

Near/in fuse box




Under a coffee machine/teapot

....... Lo 006000000000006000033000 008600 0IRE0 G HEE 0

Under a rug




Looking at the table above, randomly select
an Artifact card for each Echo number and
record the pair in your Guidebook. This will
be used to validate the findings during the

3 game. Then, simply hide the Artifact and

place its corresponding Echo, difficulty
rating up, on the playing table.




When all the Artifacts are hidden and all :
Echo cards are placed on the playing table it’s

time to gather around the adventurers and
explain the rules of the game.
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Classic mode is played in timed rounds. Every
player takes one Echo card of their choice
from the table and they have 3 minutes to
find the corresponding Artifact.

If they are successful, they return with the
Artifact to you. You then need to check using

the correct Artifact for the Echo card that
they chose. If yes, they get to keep the Echo
card and give back the Artifact to you.
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the pair of cards doesn’t match the

" Guidebook entry, the player needs to secretly

" return the Artifact in its hiding spot and
place the Echo card back on the playing table.

| The round ends when the 3 minutes are up.

Before a new round starts make sure that you
have validated all Artifacts and/or have the
wrong ones returned.

CASu[ Mope

In casual mode there are no timers or rounds,
" so players choose Echo cards, try to find the
. Artifacts and present their findings to you
.~ independently of each other.

Once they have found an Artifact and

. validate their finding with you, they keep the

& Echo card and simply pick up a new one.




The only caveat here is that once a player
picks up an Echo card they cannot place it
back on the playing table, so they must find
its corresponding Artifact before being
allowed to pick up a new one.

End of GAMe

Nearing the end of the game, if there are
fewer Echo cards than players, the card is
read aloud to all the players and the first
player that finds the corresponding Artifact
wins it. Repeat for all the cards that are left.

Now that the adventurers have found all the
missing Artifacts it’s time to count the scores
and determine a winner. Each player will
count the stars at the back of their Echo cards
and reveal their final score. The player with
the highest score wins. If there is a tie, the

3 ﬁplayer who has the most Echo cards wins.




Thank you for joining us on this quest. We

hope "Arcanix's Echoes" brings you countless
hours of joy and magical memories. Until
next time, may the Echoes of Arcanix guide
your path!
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This game is proudly published by Klein
Games, a small family business dedicated to
producing high-quality, imaginative, and
family-friendly games. At Klein Games, we
believe in the power of play and the joy of
shared experiences. Thank you for supporting
our journey and for being a part of our
gaming family.

Happy adventuring!










