This location is connected to each adjacent location.

v Forced — If there are no clues at this location:
~ This location has the Solved trait.

orced — If 2 Flute locations are Solved: Put the set-
side Charcoal Flute into play.

This location finds all positions on its current row.
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This location is connected to each adjacent location.

B Forced — If there are no clues at this location:

This location has the Solved trait.

Forced — If 2 Lamp locations are Solved: Put the set-
aside Amber Lamp into play.

This location finds all positions on its current row.
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Evidence of the Lens
— 3\ L4 :

LOCATION
s _Zo Lens. Latitudinal. Excavated.

This location is connected to each adjacent location.

B Forced — If there are no clues at this location:

This location has the Solved trait.
Forced — If 2 Lens locations are Solved: Put the set-

aside Ruby Lens into play.

is location finds all positions on its current row.
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LOCATION
"~ Skull. Latitudinal. Excavated.
This location is connected to each adjacent location‘.-\

+ Forced — If there are no clues at this location:

“This location has the Solved trait.

Forced — If 2 Skull locations are Solved: Put the set-
side Amber Skull into play.

. This location finds all positions on its current row.
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