%-5 Players - Ages 17+ + 45-60 Minutes

" SHINING

CONTENTS:

Game Board

Y Movers

52 Shining Cards

16 Event Cards

5 Role Cards

68 Willpower Tolens
15 Health Tokens

2 Dice

1 Month Tracling Cube
1 Room 237 First Player Keychain
Instructions

OVERVIEW

The Overlook Hotel has closed for the
winter. You and your friends have
traveled deevp into the Rocky Mountains
to serve as its Caretakers for the next
several months. The trouble ig, many
unspealable tragedies have occurred in
the Hotel over the years. A strange and
terrifying aura can be felt in every
room and hallway, and your sleep is
plagued with dark visions of the past
that are slowly corrupting your minds.

When you discover the radio has been
sabotaged, you fear the worst: one of
you has already fallen victim to the
Hotel's malign influence! Can you muster
enough Willpower to last through the
winter without becoming possessed by
the Overlool? Or will you remain here
forever, as its permanent guests?

Instructions

OBTECTIVE

The Shining is a game of survival

and suspense. Players are Caretakers
exploring the Hotel, attempting to gain
enough Willpower to withstand it
corrupting influence each T:".OI'!t:l. Those
who fail become temporarily Possessed,
attacking—and possibly killing—other
players. Collectively, you win if you
ALL survive to the end of the fourth
month.

LEARNING WITHOUT THE CORRUPTED:

The Shining is most exciting when the
Corrupted role is used, but the game
also works as a fully cooperative
experience. If this is everyone's first
time playing, you may want to try

learning the game without the Corrupted

role. Simply add in the role when
you are ready. See PLAYING WITH THE
CORRUPTED (p. 9).

CORRUPTED VARIANT
OBJECTIVE

One of you plays the role of the
Corrupted, who has already succumbed to
the terrible forces of the Overlook, and

gsecretly acts against the other players.
The Corrupted wins if ONE Caretaker dies.

Be careful: if the Caretalers fail to
identify the Corrupted before the end
of the fourth month, then the Corrupted
will sabotage the snoweat, preventing
escape, and forcing the Caretakers to
survive a fifth month before the snow
thaws and help arrives.

SETUP
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Place the board within easy reach of all players.

. Shuffle the Shining and Event decks separately and place them face down near

the game board.

Create the Willpower Pool. Randomly draw 13 Willpower tokens per player and
place them face down in a single pool next to the board. Return the remaining
tolkens to the box—they won't be used this game.

. Place one VWillpower token drawn from the Pool face up onto each of the spaces

marked with a solid circle on the ground-floor locations. In a 4-player pame,
fill the extra space in the Office. In a H-player game, also fill the extra space
in the Kitchen.

. Place the Month Tracking Cube on the first space of the month traclker.

. Place the dice near the board within easy reach of all players.

Fach player chooses a Mover and places it in the Office.

. Each player takes three Health tolkens.

. Randomly determine a first player and give them the Room 237 First Player

Keychain. Play will proceed clockwise.

.Deal two Shining cards face down from the bottom of the deck to each player.

Do not look at your cards.

If playing Corrupted variant, count out 1 fewer Caretaker Role cards than players,
shuffle in the Corrupted Role card and deal 1 to each player. Keep your Role secret.

SETUP EXAMPLE FOR 4 PLAYERS

Game Board

Willpower

Month Tracking Cube

. . Dice Movers
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Health

Pool Tokens

Deck First

Player

Shining Keychain Role Cards Shining
Deck (Corrupted Variant) Cards




COMPONENTS

WILLPOWER TOEKENS

Willpower tolens represent the mental
resolve you need to overcome the
corrupting force of the Overlook Hotel.

You must try to collect enough Willpower
tokens from the Hotel locations and

the Willpower pool to avoid becoming
Possessed and attacking other players.
The number on each token represents the
Willpower gained. If the total value

of the Willpower tolkens you collect in

a month eguals or exceeds the value of
your combined Shining cards, you will
overcome the visions this month.

Some Willpower tokens have an
additional effect:

WHISKEY TOKENS

Each Whiskey tolten provides Willpower
equal to the total number of Whislkey
tolkens you have collected.

EXAMPLE: 1 Whiskey token is worth 1
Willpower, 2 Whiskey tokens are worth
2 Willpower each (for a total of 4),

3 Whiskey tolens are worth 3 Willpower
each (for a total of 9).
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WEAPON TOKENS (KNIFE/AXE/BAT)

These tokens have a high Willpower value
but are risky to take. They may make you
more dangerous during the Shining phase.

Certain Room actions may force you to
discard Willpower tokens from the game
or return them to the pool. Either way,
tokens must be placed face down.

The Willpower pool is the collective
morale of the group, which players
draw mental strength from. The pool

is limited; once exhausted it will
become very difficult to avoid becoming
Possessed, and players will lose an
additional Health token when attacked.

SHINING CARDS

Shining cards represent the horrible
visions of the past you witness at the
Overlook. The back of each card shows
a number range, such as 3 — 5. A number
in this range is printed on the front
of the card but remains hidden until the
Shining phase. The higher the number,
the more traumatic the vision, and the
more Willpower it tales to overcome.

At the end of each month you will turn
all your Shining cards face up and
total them together.

HEALTH TOKENS

Health tokens represent your physical
stamina. Health can be lost when a
Possessed player attacks another player,
when using the elevator, or when moving
to a distant location after the Willpower
Pool is depleted. If a Caretalker loses
all of their Health tolens, the game
ends in an immediate loss.
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EVENT CARDS

Event cards are drawn by the first
player at the start of each round and
trigger different effects at The Hotel.
They also determine the number of
rounds played in a month.
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ROLE CARDS (CORRUPTED VARIANT ONLY)
Role cards are dealt at the beginning
of the game. One player will play as
the Corrunted and the others will play
cooperatively as Caretakers.

GAMEPLAY

MONTHS AND ROUNDS

Bach month contains either two or three
rounds. A round consists of each player
talking one turn.

l. The first player (with the Room 237
Keychain) talkes the top card from the
Event declt and reads it aloud, before
placing it face up for all players to
see. An Tvent's effect is active for
one round only.

2. Starting with the first player and
continuing clockwise, each player moves
and takes Room actions to collect
Willpower from the board and the Pool.

3. After each player has taken a turn,
a new round begins. The first player
discards the current Event card
face up next to the deck, then draws
a new Event card.

If the color of the new Event card
matches the color of a previously
discarded Event card: this will be the
final round. Bach player talkes one
more turn before the Shining phase.

MOVING/ACTION

On their turn, each player moves
to a new location and performs the
location's action(s).

MOVING

» You MUST move to a new location on your
turn; you may not stay where you are.

- Movement takes place through hallways,
up and down the stairs, or by using
the elevator.

« You may not move through or end your
turn in a location blocked by the
Event card.

» Moving to an adjacent location is free.
To move farther, you must discard one
token from the Willpower Pool for each
location you move to after the first.
Longer trips expose you to more
horrifying visions, and gradually
deplete the collective will of the groun.

-

If the Willpower Pool is empty, you
must give up a Health token for each
additional room you move to — the
strain on your already depleted
Willpower wounds you physically!

« Regardless of how many locations you
move through, you may only move once,
and talke the action of the location on
which your Mover ends.



EXAMPLE: Moving from the Colorado Room
to the Caretaker's Apartment is free.

. Discard one

from pool
at random

EXAMPLE: Moving from the Colorado Room

through the Office to end in the Gold Room

costs one Willnower tolen from the Pool.

THE ELEVATOR

Rooms connected by the elevator are
considered adjacent for purposes of
movement. But the Hotel's elevator is
haunted, so you must roll the white
die to use it. If you roll the elevator
doors icon, you are wounded and must
discard one Health tolken—you have
been scarred by the horrifying vision
of a cascading wave of blood! (You are
unharmed by any other roll.)
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SHINING PHASE

At the end of each month play proceeds
to the Shining phase. Have you collected
enough Willpower to avoid being Possessed

by the Overlool Hotel?

Starting with the first player and
continuing clockwise, each player,

in turn order, resolves their Shining
cards as follows:

1. Determine your total Willpower by
adding up the numbers on the
Willpower tolkens you have collected
this month.

2.Determine your Shining total by
flipping your Shining cards face up and

adding all the Shining numbers together:

If your Willpower total is equal to
or higher than your Shining total:
you have fought off the horrors of
the Overloolk Hotel this month!

ee

Total = 8

Total = 8

EXAMPLE: At the end of the month, Jen
has collected a Willpower token with
a value of 4 and two that show a
Whislkey. The Whiskey tokens are worth
2 each (1 for each Whiskey). Jen's total
Willpower is 8. She flips her Shining
cards face up, revealing a § and a 3
for a total of 8. Jen's Willpower is
equal to her Shining total; she avoids
becoming Possessed this month!

If your Willpower total is lower
than your Shining total: you are
temporarily Possessed by The Overlook
Hotel! Move and attack as detailed in
the "Possessed" steps that follow.

POSSESSED

Possessed players fall victim to the
Overloold's evil influence and attack
a fellow player as follows:

1. MOVE

Move to the location of the player
nearest to you, ignoring any Event
cards blocking access to locations.
Do not discard Willpower tolkens
from the pool if you move more than
one space.

« If you already share a location with
another player, remain where you are.
If more than one player is closest to
you, you must choose which player
to attacl.

« You may not use the elevator.

» If you are in the Hotel, you may not
move to the Hedge Magze; if you are in
the Hedge Maze, you may not move into
the Hotel.

2. ATTACK
« Roll the black AND the white dice:

BLACK DIE

Attaclked player loses one Health tolken
if the result shows a blood splatter.

ANININ

WHITE DIE

Attacked player loses one Health tolien
for each weapon tolken the Possessed has
collected that matches the die result.
(Elevator doors have no effect.)

WILLPOWER POOL

If the Willpower Pool is depleted,
attacked players lose one additional
Health Token when attacked (regardless
of the results shown on the dice).

X

EXAMPLE: Dexter has two Willpower
tokens: one Bat and one Axe. During the
Shining phase, he becomes Possessed, and
moves from the Kitchen to attacl the
closest player, Jen, in the Cold Room.
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EXAMPLE (continued): He rolls both dice:
the black die shows a blank, but the

white die shows an Axe. Because Dexter
has one Axe, Jen loses one Health token.

CLEANUP PHASE

Once all players have completed the
Shining phase, prepare for the next
month:

1. Bach player discards their Shining
cards and collected Willpower tokens
from the game.

2.Return all face up Event cards to the
bottom of the Event decl.

%.The first player passes the Room 237
Keychain to the player on their left.

4. Replenish the Willpower tokens on the
ground floor locations as you did
during setup, drawing from the



Willpower Pool. Unclaimed tokens
from the previous month remain on
their locations.

5.Deal each player two new Shining
cards, face down from the bottom of
the declc. Remember not to look at
the fronts of your Shining cards.

.Advance the Month Tracking cube.

o

7.Check for victory (see WINNING and
LOSING below).

WINNING AND LOSING

Players win the game if they all
survive until the end of the fourth
month. For a more challenging game,

you may try playing a full five months.

+ Players lose the game immediately if
anyone dies.

STRATEGY TIPS

« The Willpower Pool gets smaller as
the game progresses. You must worl
together to balance the group's need
to conserve enough Willpower to last
the winter, with each player's need to
avold becoming Possessed.

- Carefully consider the number range
on each of your Shining cards—these
give you an idea of how many
Willpower tolkens you need to collect
before the end of the month.

« Tokens showing weapons add more
Willpower but male you more dangerous
to other Caretaliers.

+ If you think a certain player is
likely to become Possessed, you may
suggest they hide in the Hedge MNaze.
Or perhaps you could hide in
there yourself..

« If you think you've collected enough
Willpower to avoid becoming Possessed,
you may want to move to a location
with no tokens remaining to help
conserve the Pool.

ROOM ACTIONS

Each location in the Overlook has
associated actions. Follow the
instructions printed on the room.
Unless otherwise indicated, you must
perform all actions in the room

you end in.

KITCHEN

Talze one Willpower tolen from this
location. Then, you may move any other
player's mover one space to an adjacent
location not blocked by the Event card.
The moved player does not take the
location's associated action. (You may
perform the Kitchen's action even if
there are no Willpower tokens
remaining there.)

OFFICE

Talte the Willpower token with the lowest
value from this location. Then, look at
the top card of the Event declk. Choose
whether to return this card to the top
or the bottom of the deck. (You may
nerform the Office's action even if there
are no Willpower tolkens remaining there.)

ROOM 237
Draw two Willpower toltens from the

Pool and look at them. You may keep any

Weapon tolkens. Mix the rest bacl: into
the Pool face down.

CARETAKER'S APARTMENT

Draw two Willpower tokens from the
Pool, look at them, and choose one.
You may give this token to any player
or keep it for yourself. Discard the
other tolken face down.

COLORADO ROOM

Add one Willpower token from the Pool
to this location. Then, talke any token
from this location.

GOLD ROOM

Take the Willpower tolten with the
highest value from this location.

HEDGE MAZE

You can only attack and be attacked by
other players in the Hedge Maze. During
the Shining phase, any players in the
maze cannot move into the Hotel; any
players in the Hotel cannot move into
the maze.

GARAGE

Mot a room that may be entered like
others in the Hotel. This is where you
track the passage of months. After the
Oleanup phase, advance the time tracking
cube forward one month.
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PLAYING WITH THE
CORRUPTED

Once you're familiar with the game,
you may wish to add an additional
layer of intrigue, unease, and danper
by introducing the Corrupnted variant.
Using these rules, one player will
secretly work against the rest, and
will win the pame alone if any other
Caretalzer is lkilled.

SETUP

Setup the game as normal, adding this
final sten:

Count out a stack of Caretaker Role
cards equal to the number of players.
Return ONE card from the stack to
the box (along with any unused
Caretaker Role cards), then shuffle
the Jorrupted Role card into the stacl.
Bach player looks at their Role card
without revealing it to the other
players. You are free to tell the truth
or lie about your Role, as long as you
don't show your card to anyone else.

Play the game as normal with the
following additions:

HIDDEN INFORMATION

When playing with the Corrupted, all
information is suspect. When a player is
looking at Event cards while performing
the action in the Office, they may not
show the card to anyone. They may tall
freely about what the card says (and
they may choose to lie), but they may not
reveal the card.

Similarly, when looking at Willpower
tokens while performing the actions in
Room 237 or the Jaretalker's Apartment,
a player may not show the tokens to
anyone until they decide which ones

to keep. In the Caretaker's Apartment,
return the discarded tolken to the box
without revealing it.

ACCUSATIONS/THE CORRUPTED REVEALED!

You may begin to suspect a fellow
player of being the Corrupted.
Successfully identifying the Corrupted

9

before the end of the fourth month
allows Caretakers to avoid playing
a difficult and dangerous fifth and
final month.

Careful! Only ONE accusation can be
made per game. Once a player has been
officially accused, the opportunity is
lost for everyone for the rest of the
game (even if the identity of the
Corrupted becomes obvious).

The Corrupted cannot make an
accusation, though they can act as
though they might make one, to deceive
the other players.

At any time during your turn you may
turn your Role card face up and accuse
another player of being the Corrupted.
At this point, the accused must turn
their Role card face un. This will cause
one of two situations to occur:

1. CORRECT ACCUSATION — THE CORRUPTED
REVEALED!

Once the Corrupted player is revealed,
play continues with the following
modifications:

«All players receive +1 to their
Willpower totals during the Shining
phase for the rest of the game.

«The Corrupted player can no longer
be the target of an attack by a
Possessed player.

+ The Corrupted player can only move
one location per turn.

« The Corrupted can still win if any
Jaretaler dies.

2.FALSE ACCUSATION

Wrongly accusing a fellow player
hurts the Caretakers. The Corrupted
remains hidden and paranoia wrealks
havoc. Play continues with the
following modification:

« A11 players, including the Corrunted,
receive +1 to their Shining totals
during the Shining phase for the
rest of the zame.

CORRUPTED GRIEVOUSLY WOUNDED

The Corrupted does not die like a
Caretaler; instead, they stagger
bloodily through the Overlook,
driven by a ceaseless tenacity!

If the Corrupted loses their final
Health token, they must:

« Continue play as if a correct
accusation has been made
(see previous).

A revealed Corrupted player continues
to play as normal on their turn (with
the above modifiers). They are still
dealt Shining cards, move to locations,
and collect Willpower.

In the event that the Corrupted is
falsely accused but later loses their
final Health token, the 41 Shining
penalty and the +1 Willpower bonus
cancel each other out and are not
applied for the rest of the game.

WINNING AND LOSING

If at any time, a Caretaker (other than
the Corrupted) loses their third Health
token, the Corrupted wins.

If all Caretakers survive the fourth
month, check for victory:

If the Corrupted has been revealed: The
Jaretalcers escape the Overlool in the
snowcat and win the game!

If the Corrupted has NOT been revealed:
The Corrupted sabotages the snowcat!
Move the Month Tracling Cube to the
fifth month. Caretakers must survive
through the Shining phase of this final
month to win.

CORRUPTED STRATEGY

« When taking the action in Room 237,

the Corrupted may return weapon
tolkkens to the Pool if they wish.

» The Corrupted can try to win by

deliberately scoring a low Willpower
total at the end of the month, OR by
collecting all the high-value Willpower
tokens, making it more likely that the
Taretakers become Possessed and liill
each other!

The Corrupted can use the Event deck
to their advantage—manipulating or
lying about the card on top with the
0ffice action.

« The Corrupted should try to avoid

being accused through bluffing, lying,
or casting suspicion on other players!

Mixlore

Asmodes North Armerica, Inc
1895 West County Road B2 Roseville, MN 55113

Instructions: © 2020 Funko, LLC
THE SHINING and all related characters and elements © & ™
Warner Bros. Entertainment Inc. WB SHIELD: @ & ™WBEI, (s20)
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OVERVIEW

MONTHS AND ROUNDS (see p. 4)

1. The first player turns over an
Event card.

2.Tn turn order, each player moves to
a new location and tales the Room
action there.

roLL @ : [} LosE

Roll the white die to use the elevator.

« If you roll elevator door icon, you
are wounded and must discard one
Health token.

3.After each player has taken a turn,
a new round begins.

4. After the final round in a month,
proceed to the Shining phase.

SHINING PHASE (see p.5)

1. Determine your total Willpower.

Each Whiskey tolen provides

.. number of Whiskey tolens
you have collected.

» 1 Whiskey token = 1 Willpower
+ 2 Whiskey tokens = 4 Willpower
+ 3 Whiskey tolkens = 9 Willpower

2.Flip your Shining cards face up and
determine your Shining total:

If your Willpower total is equal to
or higher than your Shining total:
you have fought off the horrors of
the Overlool: Hotel this month!

If your Willpower total is lower than

your Shining total: you are temporarily

Possessed by the Overlook Hotel!

Willpower eaqual to the total

3.Play passes to the next player.

+1 to all Shining Totals if there has been
a false accusation!

+1 to all Willpower Totals if the Corrupted
is revealed!

POSSESSED MOVE (see p. 6)

« Move to the location of the player
nearest to you. If you are in the Hotel,
you may not move to the Hedge Maze,
if you are in the Hedre Maze, you may
not move into the Hotel.

POSSESSED ATTACK (see p. 6)

Roll both dice:

Black die: attaclked player loses
one Health tolen if the result
shows a blood splatter.

White die: attaclked player loses

& one Health tolten for each weapon
tolken the Possessed has collected
that matches the die result.

If the Willpower Pool is depleted, attacked
players lose one additional Health Token
when attacked.

CLEAN UP PHASE (see p. 6)

. Tach player discards their Shining
cards and collected Willpower tokens
from the game.

2.Return all face-up Event cards to the
bottom of the Event decl.

3.The first player passes the Room 237
Keychain to the player on their left.

4.Replenish the Willpower tolens on the
ground floor locations, drawing from
the Willpower pool. Unclaimed tokens
from the previous month remain on
their locations.

AN

.Deal each player two new Shining cards
face down from the bottom of the decl.
Remember not to look at the fronts of
your Shining cards.

6.Move the Month Tracking Cube to the
next space.

T7.Check for victory.



