
First, gather a few friends together (two or three you 
included, but you can also play alone). Then, take all 

the cards from the deck and split them among players 
(don’t deal nor spread them).

Last, read The Ghost Stone introduction card.  
There you go!

This short adventure will allow you to discover 
Unlock! quickly and without reading the rules! 

Longer adventures are available in stores.

W E L C O M E  T O

Full rules available at:  
www.spacecowboys.fr/unlock-demo

t App Store

Google Play u

First, download the free Unlock! app  
on your smartphone or your tablet.

NOTHING IS EASIER THAN PLAYING UNLOCK!

THE APP
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The ghost is no longer here.
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This is a BLUE card . It can be combined 
with a RED card . To that end, just add their 

respective numbers together. If the total matches a 
card in the deck, flip it over. 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.

The letterbox held a package,  
which contained a tiepin.



2 /22

ESCAPE GAME ADVENTURES

A demo adventure written by  
Licki, Mana, and Franfran.

Artwork: Cyrille Bertin
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The key fell on the other side of the door!
The carpet under it cushioned its fall.  

Oddly enough, the sound clearly  
materializes on this carpet.

70

A SMALL LIVING ROOM

31 39
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This is a GREEN card . In the app, press  
the ( ) symbol and enter this card number.  

Then, handle the machine according to  
its instructions, if any.

A SAFE

The precious stone must be locked in it. 
You are very close to achieving your goal.

51

This is a RED card . It can be combined  
with a BLUE card . To that end, just add  
their respective numbers together. If the total 

matches a card in the deck, flip it over.

The front door is locked.

21

AN OLD SINK

68

A painting is hidden by a shadow  
quite disturbing
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This is a GREEN card . In the app, press  
the ( ) symbol and enter this card number.  

Then, follow the machine’s instructions, if any.

AN OUIJA BOARD

007

This is a BLUE card . It can be combined  
with a RED card . To that end, just add their 

respective numbers together. If the total matches  
a card in the deck, flip it over.

A CROWBAR

31

A KEY

76
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This is a BLUE card . It can be combined  
with a RED card . To that end, just add their 

respective numbers together. If the total matches  
a card in the deck, flip it over.

The lantern is lit.

79

When lit by the lantern,  
the painting changes!
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The pedestal table shakes and  
triggers the opening of a door  

hidden behind a bookcase.  
An alarm goes off: Hurry!

73
39

This is a RED card . It can be combined with 
a BLUE card . Important: Some cards can be 

used twice.  If you are stuck, you can ask for a 
hint in the app: press the  button and enter the 
number of the card you are having trouble with.

The key is stuck in the keyhole,  
on the other side of this door.
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Each time you see a number in the illustration, 
you must take the matching card in the deck  

and flip it over. A number is hidden here.  
Fell free to move this card in all  

directions you can think of!

A MAILBOX
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