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Sfilled with numerous up and downs. This game
features events that represent the fiighest and
lowest moments in life. The cards are designed
szmp[y, in ordkr to LOnLEy emotion over grapﬁzc =







._ It is t/ie p[ayers ]05 to create their own
long and balanced (chronological) lifeline

filled with years that are Positive (Green)
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carcf sﬁzgﬁ‘lé it 6ac&mto the décl{, -
and. give thema new card.
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Universe Card Clarifications

Ex, If a “Universe” card tells you to remove
all cards with “Descendants” you also cannot
p(&jy cards with “Descendants” until that
“Universe” card is removed.

“Universe” cards marked with a star
represent the exception to “Universe”
cards and-enact a one time event and do
not influence the ongoing gameplay.

“Vengeful Oniverse” is the cruelest card in
the game. During gameplay and scoring it
supercedes any - Life Complete” cards that
are.older than 50. Do not remove any. “Life
Complete " cards. If “Vengeful Universe” goes
away, they do not.



End of Round
The round is complete when a player
has a [ifeline that includes ten balanced

“Year"cards and a"Life Complete’card.
or
A player has a lifeline that includes ten

balanced “Year cards and spans at least 84

years. On theirfollowing turn, they may

say ‘A Life Well Lived” and may take

the“Life Well Lived” card only if they do

not already have a “Life Complete” card.
or

The draw deck runs out of cards. At this
point, the Universe was unyielding and
nobody could live a full and happy lfe.
Score the balanced cards you have as
normal.

A player is not obligated to end the round

until they wish. A4 Player may have as
many cards as they wish in their lifeline.



: .-_pomts "‘E:( 3@urp&a cards = 6pomts e

fmf of q\’oum[ Scorma
OEacﬁ year r Lived is equwa[ent to one
Pamt Ex, 87 years =87 pamts :

OEacﬁ Wegatwe ‘Year (@ﬁze) is wortﬁ one
_ pount. o @[ue cands = 3 poinis-

*Each Weutr’a[ Vear (Purple) is wort/i two : :

e Each (quztwe Year (1 green) is wortﬁ tﬁree
pomts “Ex, 3 Green cards = 9 points

. j{cfe[ any “Universe” — moc[ ﬁers

o The “Life Well Lived” cardw worth 15— -
pomts :
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6 (green) +15(L ife ‘We[[ Lived)- 6 (Universe)
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End of Game

Unyrelding Universe is played in rounds
until a score of 250 (oranother score
decided upon before the game begins) is
reached. The furst player to reach 250

is the winner, if two players reach the
threshold at the same time whoever hias
the highest overall score is declared the
winner,

Feeling Icons



©  TheProtagonist

' Everyone 1s the hero of
their own story. The owner
of their own lifeline. It’s

up to them to make it a

) ) good one.




~ The Antagonist
Everyone has a villain. A
reoccurring nuisance that

never seems to leave you
alone. Always there at
your lowest and highest
moments.




The “Annoying Universe” card is being
difficult. What happens if two “Annoyed’

cards are next to one another?




