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1 player     30 minutes

destiny awaits you 
Within the chests of fate.

Open three chests, and the 
treasure is yours. But only keys 
enchanted with the correct 
spells can unlock your fortune.  
You must summon the cards and 
cast your hand upon the keys. If 
you can’t draw the right spells, 
offer a token of fate and try 
again. Get caught unable to 
enchant a key, and you lose a fate 
token. Run out of fate tokens, and 

you lose the game. 

Cast your magic upon the keys 
and unlock your fate!
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Components

1 Rulebook & 
Fortune Guide

5 Chest
Cards

20 Key
Cards

5 Fate 
Tokens

5 Treasure
Cards

6

6

41 Spell
Cards
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Shuffle the five treasure Cards 
and place them facedown in a 
row. Place the chest cards on top 
of the treasures, in order, from 
highest score to lowest.

Next Shuffle the Key cards and 
fan out five cards faceup beneath 
the chests. Place the remaining 
keys facedown in a draw deck. 
Shuffle the Spell cards and Place 
them facedown in a draw pile. Take 
the five fate tokens and begin.

Set Up
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At the start of each turn, 
shuffle the spell deck and 
draw five cards. This is the 
player’s starting hand.

The player then chooses from 
one of the following actions.

Enchant a key card
If a player’s hand meets the spell 
shown upon a key card, they may 
cast their magic and gain that key. 

The enchanted key is placed upon 
a matching lock. If there is no 
lock available, the key is instead 
discarded. (Note that Each chest 
has three locks. Once a key has 
been played upon a lock, that lock 
is no longer available.)

After performing this action, the 
current turn ends.

Gameplay
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Use a Fate token 
If the player has an available Fate 
Token, they may place it upon a key. 
(Note that A key card may not have 
more than one fate token upon it. )

After placing a fate token, the 
player discards any number of 
Spell cards from their hand and 
redraws back up to five. The player 
then takes their next action for 
the turn.

Discard one fate token
If the player is unable to enchant 
a key, or chooses not to, they must 
discard one Fate token. If the player 
possesses unused Fate tokens, they 
may discard one these. If all Fate 
tokens are in play upon keys, the 
player must discard one of the 
used Fate tokens along with the 
Key card beneath it. If the player 
has no fate tokens to discard, they 
lose the game. 

After discarding a fate token, the 
current turn ends.
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Fate
When a Fate token is placed upon 
a key card, that key may no longer 
be enchanted for the remainder 
of the current turn. In addition, 
if the player should obtain a 
hand that meets a tokened key’s 
spell, both the key and the fate 
token are discarded. (Note that 
This can happen to multiple keys 
in one turn.)

After incurring a fate penalty, 
the current turn ends.

Enchantment Bonus
If a player enchants a key with 
the first draw of their turn, they 
regain one discarded Fate token, 
returning it to their supply.



7

Opening Chests
If a player enchants all three 
keys needed to unlock a chest, 
the chest is immediately opened. 
The keys are removed from the 
game and The chest is set aside. 
The treasure within is revealed 
and placed upon the opened 
chest. (Note that Treasures must 
be kept in the order gained.)

After opening a chest, the 
current turn ends.

End Of A Turn
After completing a turn, all 
spell cards are collected and 
reshuffled. All non-discarded 
Fate tokens are returned. Any 
discarded or obtained Key cards 
are replaced with new ones from 
the draw deck. If no Key cards 
remain in the draw deck, the 
vacant key is not replaced. A new 
turn then begins.
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Pair : two matching values 

Two Pair : two sets of matching 
values

Small straight : Three cards in 
numerical order

Small flush : Three cards of the same 
suit

Three of a kind : Three cards of the 
same value

Small Odd Straight : Three cards in 
odd numerical order 

Small even Straight : Three cards in 
even numerical order

Large straight : Four cards in 
numerical order

Spells
TO enchant a KEY, 
THE PLAYER MUST 

CAST THE matching 
Spell shown on a 

Key card.
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Small straight flush : three cards in 
numerical order of the same suit

Large flush : Four cards of the same 
suit 

Full Odds : Five cards of any odd value

Full Evens : Five cards of any Even value

Large Odd Straight : Four cards in 
odd numerical order

Large Even Straight : Four cards in 
Even numerical order 

Full Straight : Five cards in 
numerical order

Full Flush : Five cards Of the same 
suit

Full Odd Straight : Five cards in odd 
numerical order (1,3,5,7,9)

Full Even Straight : Five cards in 
Even numerical order (2,4,6,8,10)

Full House : Three cards of the same 
value, paired with two cards of 
another value

Four of a kind : Four cards of the 
same value
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Wild spell Card
The Wild spell card can be 
any suit and value the player 
chooses. However, a chosen 
wild card can still trigger 
a fate token penalty if the 
desired card does so.

The player loses when they 
must discard a Fate token but 
have none remaining. 

ADDITIONALLY, If there are no 
more keys in the draw pile and 
the remaining keys would be 
insufficient to win the game, 
the player loses.

End Of Game
The player wins the game

by unlocking three chests.
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Scoring
After winning a game of Lock 
& Spell, the PLAYER scores the 
following:

+5 points for each Fate token not 
discarded, plus The number of 
points shown on each opened chest.

-1 point for each key discarded 
during the game, either from 
fate penalties or enchanting keys 
not needed.

Fortunes
Upon winning a game of 
lock & spell, the player’s 
fortune is told Using the 
order of treasures gained,  
Players can find their fortune 
in the following guidebook. 

destiny favors those with a 
higher score . . . 50 points 

is a perfect game!
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18

19

20

21

Page
Mirror Sword Amulet

Book
Skull

Mirror Amulet Book
Skull

Sword
Mirror Book Skull

Sword
Amulet

Mirror Skull Sword
Amulet

Book

Find your fortune by following 
the order of treasures gained.
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Amulet Mirror Sword
Book
Skull

Amulet Sword Book
Skull

Mirror
Amulet Book Skull

Mirror
Sword

Amulet Skull Mirror
Sword

Book

Sword Mirror Amulet
Book
Skull

Sword Amulet Book
Skull

Mirror
Sword Book Skull

Mirror
Amulet

Sword Skull Mirror
Amulet

Book

22

23

24

25

26

27

28

29

Page
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Book Mirror Sword
Amulet

Skull
Book Sword Amulet

Skull
Mirror

Book Amulet Skull
Mirror
Sword

Book Skull Mirror
Sword
Amulet

30

31

32

33

34

35

36

37

Page

Skull Mirror Sword
Amulet

Book
Skull Sword Amulet

Book
Mirror

Skull Amulet Book
Mirror
Sword

Skull Book Mirror
Sword
Amulet
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Mirror Sword Amulet
Refine yourself before 
taking on the world.

1

Mirror Sword Book
Wisdom is sustained by 

self discernment.

2

Mirror Sword Skull
Grant yourself grace with 

gentle admonition.

3
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Mirror Amulet Book
Peace lies within 

accepting your fate.

4

Mirror Amulet Skull
Vanity misguides you like a 

broken compass.

5

Mirror Amulet Sword
The wise find perfection in 

their circumstances.

6
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Mirror Book Skull
Faith can be dangerous without 

eyes set upon your heart.

7

Mirror Book Sword
Knowledge is a tool that 

cuts through time.

8

Mirror Book Amulet
Your mind can unlock any door. 

Your heart knows which to open.

9
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Mirror Skull Sword
Life reveals itself to those 

who have died.

10

Mirror Skull Amulet
Friendship is a living treasure. 

Cherish it without greed.

11

Mirror Skull Book
The faults of your past are 

keys to wisdom.

12
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Sword Mirror Amulet
Courage is not possible 

without fear.

13

Sword Mirror Book
You must be willing to fail 

if you wish to succeed.

14

Sword Mirror Skull
Hesitate but a moment, and 

you will surely lose.

15



23

Sword Amulet Book
Judge yourself as you 

judge others.

16

Sword Amulet Skull
There is much to life that is 

out of your control.

17

Sword Amulet Mirror
Joy follows responsibility.

18



24

Sword Book Skull
Living within reason will lead 
you away from false realities.

19

Sword Book Mirror
You must focus only

on the present.

20

Sword Book Amulet
Drink from the endless 

wellspring of your mind.

21
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Sword Skull Mirror
With eyes upon more than one 

target, your aim cannot be true.

22

Sword Skull Amulet
Your mind must find a 

companion in your heart.

23

Sword Skull Book
Logic cuts away at the veil 

of poor judgment.

24
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Amulet Mirror sword
Compassion is the key

to understanding.

25

Amulet Mirror book
Manifest yourself, and the

path will be made clear.

26

Amulet Mirror skull
The weeds of lust, left unwatched, 

will grow forevermore.

27
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Amulet Sword Book
A singular ambition can 

change the world.

28

Amulet Sword Skull
Dance with uncertainty,
and always be renewed.

29

Amulet Sword Mirror
Life must give more than

it receives.

30
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Amulet Book Skull
Do not hang upon 

the words of others.

31

Amulet Book Mirror
The story of your life is not 

yours alone to tell.

32

Amulet Book Sword
Courtesy is the style of a 

well-respected soul.

33
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Amulet Skull Mirror
Speak in the language of 

your spirit.

34

Amulet Skull Sword
True success lies in the measure 

of peace within your heart.

35

Amulet Skull Book
You seek answers to the 

wrong questions.

36
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Book Mirror Sword
Let the wisdom of others 

guide you.

37

Book Mirror Amulet
Love is always present to 

those that give it.

38

Book Mirror Skull
Solitude is required to 

change your course.

39



31

Book Sword Amulet
The skeptic within you
is a painful necessity.

40

Book Sword Skull
You must escape the lonely 

fate of a jaded heart.

41

Book Sword Mirror
Bravery is the rhythm of 

your true heart.

42
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Book Amulet Skull
Judging others only 
imprisons yourself.

43

Book Amulet Mirror
Humble yourself before that 

which is greater.

44

Book Amulet Sword
Bare your soul wide open, 

and love will surely find you.

45
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Book Skull Mirror
The truth must first

be found alone.

46

Book Skull Sword
Faith in the hearts of others 

lends you strength.

47

Book Skull Amulet
Only one path 

is yours to take.

48
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Skull Mirror Sword
Discipline is needed.
Control yourself.

49

Skull Mirror Amulet
a quiet danger lurks

behind every timid heart.

50

Skull Mirror Book
To live in the light of love,

one must accept their shadow.

51
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Skull Sword Amulet
Wounds, once healed, lead

to a greater strength.

52

Skull Sword Book
Noble passions are worth 

fighting for.

53

Skull Sword Mirror
Time is the teacher of 

sages and fools.

54
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Skull Amulet Book
Youth shall return before 

the journey’s end.

55

Skull Amulet Mirror
Only a fool listens to the 

gossip of their mind.

56

Skull Amulet Sword
The tenacity of life

will never fail.

57
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Skull Book mirror
Knowledge becomes wisdom 
only by letting itself go.

58

Skull Book Sword
We all must taste the
bitterness of defeat.

59

Skull Book Amulet
Find what guides your heart 

and follow it to no end.

60
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