














2. FORM WORDS

a. You have 2 goals in this phase:
i.  First and foremost, SURVIVE. Do this by using 

all your team’s letters without exceeding the 
Library Limit. You will need to form words

unrelated to your book’s objective.

ii. Work towards the objective on the left side of 
your book. (Ignore the Final Chapter for now.)

b. When ready, start the 3-minute timer and form 
words using your letters (see Valid Words on page 6). 

IMPORTANT - You can break up your words at any 
time to form new words and/or give away letters.

c. Players can freely move letters and even entire words 
amongst one another.

d. You may not take or touch another player’s letters 
without their consent.

e. Anyone can store and use letters in the Library.
f. At the end of the Book Binding Phase, each player 

cannot have more than 8 words.

2. BOOK BINDING PHASE

If against all odds, we actually manage to bind a book, just 

imagine what we could learn.

 Burn and salvage unused letters. Bind completed books.

1. VERIFY WORDS

a. Once time is up, verify that each player’s words are 

“valid” (see Valid Words on page 6).

b. If there are any invalid words, unused letters, or 
misspelled words, move them into the Library.

c. If you exceed the Library Limit, then you have been 
caught by the Illiterati and must do the following:

2. BURN AND SALVAGE LETTERS (if applicable) 
a.  Burn: Flip over all the letters in the Library. 

Randomly select 1 letter and place it on the Burn 

Tracker. This letter is now permanently removed 
from the game. If you fill up the Burn Tracker, you lose 

the game.

b. Salvage: Flip the remaining letters in the Library 
faceup. Save letters equal to the Library Limit 

(e.g. up to 3 in Normal Mode). Discard the rest.
c. Additionally, if any player has more than 8 words, 

they must do the following: 
 i.  Discard down to 8 words.
 ii. Burn 1 letter from the discarded letters.

3. BIND BOOKS (if applicable)

a. If any letters were burned this round, no one may 
bind books this round. (All for one or none for all!)

b. In order to bind a book, you must form words that 
meet your book’s requirements. Turn in the required 
words by placing them into the discard bag. Keep any 
remaining words you may have.

i.  In order to bind Mammal Menagerie (above), you 
need to spell “animals” using at least 8 letters. 
You can spell as many words as needed. 
Additionally, this book requires that at least 3 of 
your letters be       .

ii. If there’s debate over whether a word counts, all 
players vote and simple majority wins. If there’s a 
tie, the word is deemed invalid.

c. Flip over your completed book. Great job!
d. Now draw a different-colored book than the one you 

just finished.
e. If you finish binding all your books before your 

teammates do, you no longer draw books. 
However, you can still draw letters and help them 
with their books.

f. Once everyone has bound all their individual books, 
move on to the Final Chapter in an attempt to win 
the game (see page 6).

3. ILLITERATI ATTACK PHASE

The Illiterati are relentless in their assault upon the forces of 

literacy. We need to move fast because the longer our operation 

takes, the stronger the Illiterati become.

Draw an Illiterati Villain and survive its attack.

1. DRAW AN ILLITERATI VILLAIN: Place it in the 
Illiterati Villain Play Area and resolve its effect. 

2. CHAIN ATTACK: If the same villain has already 
attacked, stack the new one on top of the previous ones. 
This triggers all of that villain’s previous powers from 
the most recent to the oldest.

The round is now finished. All leftover letters and words 
carry over into the next round. Repeat the 3 phases until 
all players bind the required number of books.

The Final Chapter

There’s one last book we need to bind, and it’s going to be more 

dangerous than anything we’ve faced. It all comes down to this.

Once each player has bound all of their books, the team 
must bind one last book together called . . . the Final 

Chapter. Gameplay continues as before (i.e. repeating the 
3 phases as needed) with 2 notable exceptions:

1. Draw 1 book as a team from a Book Deck of your choice. 
Read the Final Chapter (right side) aloud.

2. Each player must complete the Final Chapter as if it were 
their own book. In order to win the game, all players must 
bind the Final Chapter during the same round. If even one 
player is unable to complete it, then no one can turn in the 
book that round. (i.e. Everyone must wait until the next 
round to try again.)

Valid Words

A word or not a word? That is the question.

Use the following rules to determine whether a word is valid:

RULE #1: Words must be found in an agreed-upon dictionary.

RULE #2: Words must be at least 3 letters long.

RULE #3: You cannot use proper nouns, acronyms, prefixes, 
suffixes, contractions, or words that require a hyphen.

RULE #4: YOU MAY BREAK RULES #1-3 if you are 
spelling words that match your book’s objective.

a. For example, if you need to spell “movies, TV shows, 
and theater productions” in order to bind Fandom of 

the Soap Opera, you may break rules #1-3 in order to 
spell things such as “A Bug’s Life” or “CSI Miami.”

IMPORTANT - You may look up words 
in the dictionary while playing, but you 

cannot stop the timer to do so.

Redraw Rule

When life gives you LMNS...

Once per round, during the Word Building Phase, your 
team may discard up to 7 letters in order to draw an equal 

number of new letters. However, in order to do so, you 
must also draw an extra Illiterati Villain at the end of 
the Illiterati Attack Phase and resolve it. This extra villain 
does not trigger chain attacks.

Note: Do not pause the timer when trading in letters.

Letters and Symbols

A cloud by any other name... would spell defeat.

Most letters have        (symbols) on them.

Each        represents a different narrative element, like 
adventure or drama. In order to successfully bind a book, 
you must not only form particular words, but in many 
cases, you must also make sure you have the correct       .

Pandemonium Powers

We just received word that Professor Absalom Faust has a new 

trick up his sleeve.

Tired of word games that take themselves too seriously? 
Looking for something that will add both chaos and 
comedy?

Then try the optional challenge of Pandemonium Powers!

Whenever an Illiterati Villain chain attacks for the first 

time, their Pandemonium Power is triggered. This 
applies only to the upcoming round.

Solo Mode

Oftentimes the best librarians are those that have spent ample 

time alone.

Illiterati isn’t just a great cooperative game, but it’s also a 
great solo game! The only difference is that you draw 10 
letters each round instead of 7.

Junior Mode

A junior sized journey for our little librarians. 

Recommended for younger readers. Junior mode is played 
with the following modifications:
1. Remove the 3-minute timer.
2. Illiterati do not chain attack.
3. Players win once all players have completed 2 books. 

(i.e. no Final Chapter)

Librarian vs Librarian 
(PVP Mode)

Sometimes the best way to hone one’s skills is to practice against 

the very best.

OBJECT OF THE GAME

Be the irst team to bind 5 books.

SETUP

1. Divide players (6 max) into equal teams (1v1, 2v2, 
1v1v1, etc.)

2. Deal a starting hand of 5 letters to each player. 
3. Each team has its own Library. Deal 3 letters faceup for 

each Library.
4. Place 3 red books in the middle. All teams are working 

to bind the same books. 

WORD BUILDING PHASE

5. Each player draws 7 letters (10 letters for single player 
teams) and starts forming words. The same 3-minute 
timer applies.

6. Early Finish Bonus: A team may choose to finish its 
Word Building Phase early by loudly declaring “Illiterati!” 
The first team to do this immediately draws 3 random 
Bonus Letters from the bag and decides which ones to 
keep (up to 3). This team can no longer touch their letters 

this round. Other teams finish the round as normal. 
Bonus Letters must be put off to the side until the next 
round and are unaffected by the upcoming Illiterati attack.

BOOK BINDING PHASE

7. Verify words are valid. Burn and salvage unused letters 
as usual. Teams no longer lose by burning too many 
letters. However, remember that you cannot bind a book
if you burned a letter earlier that round.

8. Your team may bind multiple books in the same round; 
however, your team can only bind each book once. If 
multiple teams bind the same book in the same round, 
then each team scores. Keep score on a separate sheet 
of paper.

9. Once a book is bound, remove it and replace it with a 
different colored book.

IMPORTANT - When binding books, the
opposing teams get to judge whether your words

are valid! Majority rules. In the event of a tie,
the word in question is deemed invalid.

ILLITERATI ATTACK PHASE

10. Draw an Illiterati Villain and attack all teams 
individually. Illiterati villains do not chain attack.

END OF GAME

11. When any team completes 5 or more books, the game 
ends. The team with the most books wins. If there’s a 
tie, the team with fewer burned letters wins. If there’s 
still a tie, the team with more leftover letters wins. 
For a longer game, you can play up to 7 books.
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