
SSEETTTTIINNGG; 
ROADSIDE INN

Your story begins at a traditional travellers’ 
hostelry. Although you’ve been advised to rest, 
the sawdust floors and narrow corridors are 

somehow unnerving. The balding, bespectacled 
innkeeper bids you welcome, but you perceive a 
coldness; or is it discomfort; behind the well – 

practiced smile…

Focuses –
mysterious door, curious painting, blackened 
tree, hidden treasure, engraved coin, darkened 

lens.

SSEETTTTIINNGG; 
RUINED CHURCH

You have come across an old place of 
worship, destroyed many years ago. Centuries 

of Christian activity must have taken place here 
and in the locale. Although stricken with awe, 

you cannot deny the atmosphere here, if 
spiritual, is far from holy…

Focuses –
ancient manuscript, magical almanac, hidden 
treasure, religious doctrine, encrypted letter, 

historical find.

SSEETTTTIINNGG; 
ARCHAEOLOGICAL DIG

You have secured work at a site of interest, 
situated in a rarely visited area of the West 
Country, noted for it’s many burial mounds. 
Certain areas are calling out to be excavated 

and you are compelled to get started 
immediately. As you approach, you realise this 

compulsion is stronger than is natural…

Focuses –
locked box, tin whistle, buried artefact, hidden 

treasure, engraved coin, historical find.

SSEETTTTIINNGG;
WEALTHY RELATIVE’S MANSION

A rich relative offers accommodation in his 
palatial abode. Down on your luck, you must 

accept. As the door is unanswered upon ringing 
the bell, you push the door and find it unlocked 
and ajar. Entering, you note the echoing of your 

steps around the huge, and empty, reception 
room. Confused and naturally concerned for 

your relative’s safety, you proceed into the half 
– lit and eerie chambers ahead…  

Focuses –
locked box, mysterious door, magical almanac, 

curious painting, blackened tree, encrypted 
letter.

SSEETTTTIINNGG;
AUCTION OF CURIOSITIES

You are in a position to place the winning bid 
on an unusual lot during the proceedings of 

your favourite Camden Town auction. A sea of 
envious faces surround you, some of them not 
the usual customers. As your name and details 
are taken to secure the deal, a murmuring 

catches your attention; it is not at all a 
pleasant sound…

Focuses –
ancient manuscript, tin whistle, curious 

painting, engraved coin, pouch of rune stones, 
darkened lens.

SSEETTTTIINNGG;
FOREIGN VILLAGE

While travelling through the colonies one 
should always take care - it is very easy to feel 
engulfed in the unknown. This journey, hiking 

from village to village in foreign lands, was 
prescribed by your physician as the best method 
of relaxation. How you wish he were here now, 

to experience the unfamiliar pathways and 
unknowing eyes that surround you…

Focuses –
ancient manuscript, buried artefact, magical 
almanac, religious doctrine, darkened lens, 

pouch of rune stones.



SSEETTTTIINNGG;
COUNTRY WALK

Even the most bracing constitutional can be 
bad for your health. As the wind lashes around 
you, there is electricity in the air and the threat 
of a storm is ever present. Looking around for 
possible shelter, every nook and overhang seems 
to be infested with filth, or insects, or ± could 

there be worse things to find?¼ 

Focuses ±
locked box, tin whistle, buried artefact, 

blackened tree, pouch of rune stones, historical 
find.

SSEETTTTIINNGG;
PRIVATE LIBRARY

You are invited behind locked doors to peruse 
a private library of rare documents. Some 

appear to be unique; and rightfully so, judging 
by the sacrilegious titles around you. Suddenly 

you panic and wish to leave, but you find 
yourself unable to, drawn to a particular area 

of the chamber¼

Focuses ±
ancient manuscript, mysterious door, magical 
almanac, religious doctrine, encrypted letter, 

historical find

SSEETTTTIINNGG;
DISUSED GRAVEYARD

Your journeys lead you to an untended burial 
ground. The unseeing eyes of many generations 
past pierce your consciousness. Wild plants 

shoot up from the ground and the stones 
themselves, obscuring many of the names carved 
upon them. The terrible feeling of fatality and 
ultimate anonymity is almost too terrible for 

you to bear, but your attention rests on 
something¼

Focuses ±
tin whistle, buried artefact, blackened tree, 
hidden treasure, religious doctrine, pouch of 

rune stones.

SSEETTTTIINNGG;;
OCEAN BOUND VESSEL

Fate finds you travelling overseas on board a 
foreign merchant ship. The captain seems 
distracted; his attention is not completely 

directed towards the functions of his vessel. 
Seamen scurry back and forth, all busy in one 

way or another. I t occurs to you that not one of 
them will meet your gaze; you take a quiet 
moment to consider why that might be¼

Focuses ±
locked box, mysterious door, curious painting, 
engraved coin, encrypted letter, and darkened 

lens.

EEvveenntt;
COACH AND HORSES

The untimely arrival of this transportation 
whisks away one of the acquaintances in your 
opponent's hand. However, if he/she offers you 
the village idiot, cloaked figure or magickal 

dabbler, or do not have any acquaintances, the 
coach and horses merely blocks your path 

(forfeit)

EEvveenntt;
DISEMBODIED PRESENCE

A disturbing half-presence seems to be all 
around you¼draw on the Lap Of The Gods 

table.



EEvveenntt;
INHERITANCE

You have inherited a substantial amount of 
money. Exchange this for any acquaintance in 

the discard pile, who becomes your fair-weather 
friend.

EEvveenntt;
URCHIN THIEF

This guttersnipe steals one of your actions or 
acquaintances, choice left to you, and takes up 

their position in your hand. He can only be 
disposed of by discarding naturally at the end 

of your turn.

EEvveenntt;
CHANCE FIND

Only playable on a line with a setting. You 
stumble over a mound…looking down, you 

realise this object may be useful. Draw from the 
stockpile. If you draw an essential card, it is 

the very thing to remove a focus that you have 
in front of you. If it’s a support card, you cut 
yourself on a broken lantern (obviously you’re 
not the first person to trip on this treacherous 

surface) – perform a forfeit.

EEvveenntt;
STRANGE MIST

A strange mist envelops you. As the weird 
sulphurous smell pervades your senses, perform 

a forfeit.

EEvveenntt;
HALLUCINATION

Suddenly, you perceive yourself to be floating 
above your own body, with knowledge of what 

is to come. Draw a card; if it’s an essential 
card, the vision is beneficial to your morale; 
perform an advantage. If not, you hang your 
head in grief…forfeit. If the card is a hidden 
terror, draw on the Lap Of The Gods table.

EEvveenntt;
TRAP DOOR

Only playable on a line with a setting. You 
stumble over a hidden entrance in the floor. If, 

on drawing from the stockpile, you have an 
essential card, you have rescued someone 
trapped within. Take any acquaintance from 

the discard pile. If not, you merely fall In
 yourself. Nervous in the pitch dark, you must 

forfeit.



EEvveenntt; SECRET ROOM
Only playable on a line with a sett ing. 

Behind an area rarely visited, a raised stone is 
pushed by accident, revealing a secret chamber. 
I f you have an acquaintance in your hand, he or 

she will be drawn into it and the door will 
vanish. I f not, the person who played this card 

on you must pay the price of their 
treachery¼forfeit.

EEvveenntt; TRANSFORMATION
Your physical presence alters hideously, 

scaring off all of your acquaintances. Discard 
and replace from the stockpile. I f you have 

none, the transformation results in your 
untimely death¼your smallest line is 

considered complete.

EEvveenntt; ATTACKED!
You have been set upon by ruffians. 

When you awake, you are in an unusual 
environment. Starting from the left, each player 
must check their hand for setting cards. I f they 
have one, they must play it on you. Once one 
sett ing has been played, your punishment is 
over ± the setting is replaced from the discard 
pile. I f you have no further room for settings, 
lose an acquaintance card. I f you have none, 

forfeit while recovering.

EEvveenntt; SPEAK IN 
TONGUES

As the long-forgotten language spirals around 
you, you learn how to vanquish the Dread Old 

God ± discard both these cards.

EEvveenntt; POSSESSION
You are possessed by the spirit of a 

long-dead adversary of The Hunting Spirit. 
Discard both this card and this hidden terror.

EEvveenntt; FIRE
Only playable on a line with a sett ing. 

You narrowly avoid becoming kindling for a 
blaze that ravages your surroundings ± your 

focus burns to ashes. Remove it and this card to 
the discard pile.



EEvveenntt; STORM
A tempest erupts around you, disturbing 

the necessary conditions for the Magical 
Summoning. Discard both of these cards.

EEvveenntt; 
RECEIVE TELEGRAM

A message arrives, warning you of the 
twisted history attached to your sett ing. You 
flee ± discard this and the Tortured Soul card.

EEvveenntt; HIDDEN 
COMPARTMENT

Only playable on a line with a setting. A hollow 
sounding wall attracts your attention. You may remove a 
brick if you wish ± draw a card. I f you draw an essential 

card, you find evidence of the horrors that surround 
you ± in a panic, you flee. Remove the smallest line in front 
of you and place all elements of it in the discard pile. I f you 
draw a support card, a further horror awaits ± the player 
with the smallest line on the board must give it to you! I f 

two or more lines are of the same size, the players concerned 
must draw for it using the ‘starting the game' procedure 

above.. I f you 
already have three started lines, you may consider yourself 

unlucky enough and discard this card.

EEvveenntt; TAROT CARD
A tarot card is in your path. Examining 

it makes your fate clear ± you dispense with 
your focus. Put any focus in the discard pile, 

along with this card.

EEvveenntt; ARRESTED
You are taken into custody. As the 

Fateful Possession takes hold of you, the 
‘safe' environment weakens the hidden terror. 
Discard this and the Fateful Possession card.

EEvveenntt; GARROTTED
Draw a card. I f it's an essential card, 

one of your acquaintances has been garrotted 
± discard. I f you have none, you yourself have 

been garrotted. Your largest line is now counted 
as being complete, and that character's story is 

over.



FFOOCCUUSS; LOCKED BOX

A weird casket begs to be opened…

Summons fatal possession and hunting spirit.

FFOOCCUUSS; ANCIENT 
MANUSCRIPT

Deciphering the code is intriguing and 
dangerous…

Summons fatal possession and dread old god.

FFOOCCUUSS; MYSTERIOUS 
DOOR

Was there a room thirteen yesterday?

Summons dread old god, tortured soul.

FFOOCCUUSS; TIN WHISTLE

Blowing on this causes vibrations rather than 
sound…

Summons hunting spirit, magical summoning.

FFOOCCUUSS; BURIED 
ARTEFACT

An astonishing find, belonging to royalty of 
some other time…

Summons tortured soul, fateful possession.

FFOOCCUUSS; MAGICAL 
ALMANAC

Words and phrases unuttered for thousands of 
years…

Summons dread old god, magical summoning.



FFOOCCUUSS; CURIOUS 
PAINTING

So realistic, you can almost see it moving…

Summons hunting spirit, tortured soul.

FFOOCCUUSS; BLACKENED 
TREE

A charred stump, could it be hollow?

Summons magical summoning, tortured soul.

FFOOCCUUSS; HIDDEN 
TREASURE

Once in a lifetime does a find like this occur…

Summons dread old god, fateful possession.

FFOOCCUUSS; ENGRAVED COIN

The symbol has been blurred by time…

Summons hunting spirit, fateful possession.

FFOOCCUUSS; RELIGIOUS 
DOCTRINE

Could these be the missing pages from the 
testaments?

Summons dread old god, tortured soul.

FFOOCCUUSS; POUCH OF 
RUNESTONES

Made of wood unseen in these parts for 
centuries…

Summons magical summoning, hunting spirit.



FFOOCCUUSS; ENCRYPTED 
LETTER

The hidden message has to be found¼

Summons tortured soul, magical summoning.

FFOOCCUUSS; DARKENED 
LENS

Distorting, blackening, unnerving¼

Summons dread old god, magical summoning.

FFOOCCUUSS; HISTORICAL 
FIND

Truly newsworthy, it must be guarded until the 
local museum can collect it¼

Summons hunting spirit, fateful possession.

AAccttiioonn; SUDDEN
INSPIRATION

As horror unfolds around you, you realise 
strength of spirit is the key. Dispose of the 

Fateful Possession, along with this card.

AAccttiioonn; REFRESHMENTS
Time for tea. Take the top two cards 

from the stockpile. I f you wish to keep one or 
both of them you may by discarding from your 

hand to make space.

AAccttiioonn; SEARCH THE 
AREA

Examining either the Private Library or the 
Wealthy Relatives Mansion convinces you it's 
time to leave. Discard either of these settings, 

along with this card.



AAccttiioonn; MAGICKAL 
DABBLING

A risky experiment with ancient sorcery 
dispenses with the Magical Summoning in the 
nick of time. Dispose of both this and the 

Magical Summoning cards.

AAccttiioonn; EXAMINE FOCUS
Taking a close look at your focus, you 

realise its terrible function. Discard this card 
and any focus.

AAccttiioonn; ENLIGHTENING 
CONVERSATION

Talking with the locals provides some 
fascinating information, which makes your 
path clear. Dispose of this and the Tortured 

Soul cards.

AAccttiioonn; BLOOD LETTING
Feeling groggy, you try the revitalising 
effects of blood letting. When you are 

revived, things have changed. Choose two cards 
from your hand to exchange with the player on 
your left. They must give you two in return.

AAccttiioonn; SEND TELEGRAM
It is time to call for help. Choose any 

Acquaintance from the discard pile to add to 
your hand ± discard this action.

AAccttiioonn; CONSULT EXPERT
Upon seeking assistance from one with 

experience in these matters, you construct a 
set of runes, which offer protection against the 
Hunting Spirit. Discard this and the Hunting 

Spirit cards.



AAccttiioonn; PRAY
In desperation, you offer your pledge to 

the Heavens. As the atmosphere changes, you 
realise the immediate threat has gone. Discard 

this and the Dread Old God cards.

AAccttiioonn; FISTICUFFS
Your character is involved in an unseemly 
brawl with one of the characters under the 

supervision of the player on your left. With ice 
packs on your heads, you both miss a turn.

AAccttiioonn; NERVOUS 
EXHAUSTION

As the pressure mounts, you find your desire 
for knowledge ebbs away with your strength. 
You are ordered to rest – leave the Disused 

Graveyard or the Ruined Church by discarding 
either of them and this card.

AAccttiioonn; LOSING SLEEP
The pressure is removing your power of 

sleep, but not the desire….miss a turn in a 
semiconscious trance.

AAccttiioonn; DEAD FAINT
Your character loses consciousness, 

missing the entire event. Discard the Ocean 
Bound Vessel or Auction of Curiosities settings 

with this card.

AAccttiioonn; OVER INDUL-
GENCE

Finding a cache of fine port, you try to 
steady your nerves with a drink. Draw a card – 
if you draw an essential card, draw on the Lap 

Of The Gods table. If a support card, forfeit 
while nursing your head.



AAccttiioonn; VIOLENT TEMPER
One of the acquaintances in your hand 

becomes argumentative and must leave to the 
discard pile. Replace from the stockpile.

AAccttiioonn; ACTIVATE FOCUS
You accidentally set the irrevocable 

wheels in motion by activating your focus. I f 
an applicable Hidden Terror is in the discard 
pile, it must be played on the relevant line to 

complete it!

AAccttiioonn; TERRIBLE 
ACCIDENT

In an ̀unfortunate' twist of events, you fall 
over a prominent tree root and find yourself 

incapacitated temporarily. Remove the 
Roadside Inn or Country Walk settings, along 

with this card.

AAccttiioonn; DRAWING THE 
WRONG CONCLUSION

Attempting to examine your focus, you break 
it irreparably. Place it and this card in the 

discard pile.

AAccttiioonn; FEVER
Unfamiliar climate and unusual foods 

take their toll on your health, forcing you to 
retire from either the Archaeological Dig or the 
Foreign Village. Discard either, along with this 

card.

AAccqquuaaiinnttaanncece; DISTANT 
RELATIVE

A long forgotten cousin puts in an 
appearance to help out. He will take the tin 
whistle, the hidden treasure or the engraved 
coin far away from you. Put the offending 

article into the discard pile.



AAccqquuaaiinnttaanncece; LOCAL 
CANON

A representative of the neighbourhood clergy 
takes an interest in your activities. He can 

remove the religious doctrine or the ancient 
manuscript to the discard pile for you; any 

focus found at the ruined church or the disused 
graveyard can likewise be taken off your hands.

AAccqquuaaiinnttaanncece; AVID 
COLLECTOR

This well-known hobbyist has caught wind 
of your activities. He will happily take the 
locked box or the curious painting into his 

collection; remove to the discard pile. Also, he 
has an interest in anything found at auction or 

the private library.

AAccqquuaaiinnttaanncece; VILLAGE 
IDIOT

A bumbling, half-witted smock wearer ruins 
your day. Draw on the Lap Of The Gods table.

AAccqquuaaiinnttaanncece; MAGICKAL 
DABBLER

You know of this chap, the results he claims 
from his art are widely disbelieved. 

Nonetheless, he will take the runestones or the 
magical almanac from you and deposit them 
into the discard pile. Anything found in a 
foreign village or on board the ocean bound 

vessel will be welcomed.

AAccqquuaaiinnttaanncece; PSYCHIC
You call on the services of this lady, who 

claims to quieten angry spirits. She can deal 
with the mysterious door and the blackened tree 

by removing them to the discard pile. 
Alternatively, you can play this on an opponent 
to force them to draw on the Lap Of The Gods 

table.

AAccqquuaaiinnttaanncece; 
WELLWISHING STRANGER

A conversation breaks out between yourself 
and this concerned individual. At their 

suggestion, you decide to take action¼choose a 
player, they must give you an action card. I f 
they do not have one, ask another player until 
you get one. You must give that player one of 

your cards in return. These cards should be kept 
secret from the other players.



AAccqquuaaiinnttaanncece; HISTORIAN
Halfway through an article, this pub-

lished historian has taken note of you. He 
will take care of the buried artefact, historical 
find, anything found at the archaeological dig 

or the roadside inn by removing it to the discard 
pile.

AAccqquuaaiinnttaanncece; CLOAKED 
FIGURE

Unheard, unspeaking, unbidden; this curious 
character has entered your life. He insists you 

let him deal with the darkened lens, the 
encrypted letter, or anything found at the 

wealthy relatives mansion or during the country 
walk. Put the item on the discard pile.

AAccqquuaaiinnttaanncece; PLEASANT 
COMPANY

A charming person of the opposite sex deems 
to spend time with you. Happy beyond 

compare, you may dispose of any setting which 
has no other runes in its line, to move on to 

pastures new. Alternatively, you can play this 
new beau on an opponent, who is made a fool 

of; draw on the Lap Of The Gods table.

TTEERRORRROR; DREAD OLD 
GOD

An ancient deity has been released from 
purgatory, sealing your fate. Your story is at an 
end as the full horror of what you see engulfs 

you.

TTEERRORRROR; HUNTING 
SPIRIT

The evil forces surrounding you attract a 
terrible poltergeist, bent on fulfilling your 

destiny. Screaming madness is the only course 
left to you.

TTEERRORRROR; MAGICAL 
SUMMONING

Arcane activities have unleashed an unholy 
creature from beyond. You are dragged away to 

the abode of those who have never lived.



TTEERRORRROR; TORTURED 
SOUL

This place is haunted by a wronged and 
vengeful phantom. Trapped and alone, you 

accept your doom.

TTEERRORRROR; FATEFUL 
POSSESSION

You lose control of your physical presence, as 
the soul of one long dead possesses you. Given 
the final choice of insanity or non-existence, 

you choose the latter.
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IINNTTRORODDUUCCTTIIOONN
Haunted is a card-based game of strategy, set in the 
dark, shadowy world of Edwardian gothic horror. 

Through the course of the game you will be 
confronted by creatures good and bad, while 

encountering situations and objects that will help or 
hinder your path to your final destiny. Everyday 

situations can very easily be the gateway to 
unspeakable evil ± chance discoveries may lead you 
unwittingly to a nightmarish fate. It is your task to 
escape these terrible consequences by wit and guile 

(and maybe a littl e luck!)

SUSUMMMMAARY ORY OF PF PLLAAYY

Each player is overseeing the fate of three hapless 
characters, unaware that their paths are about to 

lead them into arcane danger. The object of the game 
is to avoid having three complete lines of cards in 

front of you. The lines are created by players placing 
the cards, in the correct order, in front of themselves 
or their opponents during the course of play. Each 

line represents dark forces running their course, from 
being in the wrong place at the wrong time to the 
final encounter with the awful thing from beyond. 
Each line should begin with a SETTING card, the 
place where the unspeakable happens. Through the 
line, there must be a FOCUS card. This is the object 
that concentrates unnatural powers on the setting. If 
a focus has been placed on a setting and is currently 

active, the setting concerned is considered immovable. 
Only if the focus is removed may the setting be 

defended against. The final card to be placed is the 
HIDDEN TERROR, the dread conclusion to your 
tale. Once this card is laid down and any defensive 
attempts against it have failed, your fate is sealed 
and the line cannot be altered. Only certain focuses 
can be played on each setting; only certain hidden 
terrors can spring forth from each focus. When one 
player has three complete lines in front of him/her, 

the game is complete and that player loses. The other 
players total the value of the cards in front of them, 
as described later; the lowest score wins the game. 

TTYYPPEES S OOF F CCAARRDD

Setting (10) ± the first card played on your 
opponents. This represents the place each encounter 

occurs.
Event (20) ± This is a random event, playable on any 

active line on the table if the card allows it. Each 
has its own unique instructions.

Focus (15) ± An object used to attract evil forces 
through the ether to this plane of existence.

Action (20) ± Special actions playable to complicate 
or enhance your predicament

Acquaintance (10) ± Persons encountered through 
your story. Some help, some hinder. All Acquaintance 
cards should be discarded after use, unless the card is 

subject to a special rule.
The Hidden Terror (5) ± Each very different, but all 
devastating. The last card to be placed on a line; if 
no defence can be offered against this, the line is 

complete and that poor soul's fate is sealed.



OOTTHHEER R DDEEFFIINNIITTIIOONNSS

An ‘essential’ card is defined as a setting, focus or 
hidden terror card.

A ‘support’ card is defined as an event, action or 
acquaintance.

A ‘forfeit’ is performed as follows; the player to your 
left chooses one of your cards at random, replacing it 
with either one chosen from their own hand or a card 

from the discard pile (if available).
An ‘advantage’ is performed as follows; the player 
takes two cards from the stockpile and may choose 
one to add to their hand, discarding one of their 

cards and the surplus cards in the process.
‘Defensive’ cards are defined as any card that will 

reduce, or has the potential to reduce, the amount of 
essential cards in front of a player.

BBEEGGIINNNNIINNG TG THHE GE GAAMMEE

Shuffle the cards and place them in the centre of your 
playing area. Each player picks a card – whichever 

player draws the card that ranks first alphabetically 
starts (after replacing these cards and shuffling the 
deck), by picking the first card to place in his or her 
hand. This continues clockwise around the table, 

until all players have seven cards in their possession. 
Each player must keep their cards hidden from the 
others. Whichever player drew first also plays first, 

by following the procedure below.

TTUURRN SN SEEQQUUEENNCCEE

1 - Play all cards you wish to play on other play-
ers. Only one card can be played on any line, but 

there is no limit on the amount playable. The order of 
cards must be strictly adhered to, as described in the 
Summary of Play above, bearing in mind most cards 
can be played at any time. No player can have more 

or less than three lines (complete, incomplete or as yet 
unstarted by a setting card) in front of him/her. 
These cards need not be detrimental to the other 

players (although they probably will be!); you could 
choose to be merciful to an opponent at this point, or 
drag them screaming towards their defeat. They are 
merely being played on your opponents during the 

active phase of your turn.

2 - Starting from the left of the active player, each 
person should play any defensive cards they wish to 

use. At this stage, players should only attempt 
defence against their own lines and only towards 
cards played in this or the last stage by the active 

player. Any cards removed from active play, either by 
a defence being successful or no retaliation being 

offered should be placed in the discard pile.

3 - The active player should now 
play any cards he wishes to play on his/her 

own lines. Discarded cards go onto the discard 
pile. This continues to the left.

4 – The active player should choose one of his / her 
remaining cards (if any) to place in the discard pile.

5 – The current player replaces all cards used or 
discarded this round from the deck.. These are kept 
secret, as at the beginning of the game. If there are 
not enough cards in the bag to complete a hand, the 

discards are reshuffled and become the new stockpile.

6 - Play moves to the left – this player will start the 
next turn.

Alternatively, if a player wishes to discard all seven 
of their cards and pick a new set, this is allowable 

but counts as the entire turn of the player. No other 
actions can be taken through the player’s active 

phase – they may defend against other players.

EENNDDIINNG TG THHE GE GAAMMEE

Once one player has three complete lines in front 
of them, play ends. That player has automatically 

lost. You may wish to agree on a forfeit… The 
remaining players score as follows

A COMPLETE LINE – this scores thirteen points.
ALL OTHER CARDS- any other cards in front of 
the player as part of an incomplete line score three 

points each.
The player with the least amount of points has won 

the game.
If a tournament is being played, a short game can be 
used to decide the winner in the case of a draw. The 
cards are identical, but only one line is required to 

win and a hand consists of nine cards.

TTHHE LE LAAP P OOF TF THHE GE GOODDSS

From time to time, a random element will be 
injected into the proceedings. To find out what 

otherworldly occurrence has befallen you, choose 
three cards from the deck and check on the table 

below
Three essentials – One of your opponents is struck 
down by evil forces. Whichever you choose must 

discard their entire hand of cards and pick again 
from the stockpile.

Two essentials, one support – The spirits tamper 
with your opponent’s fate. Choose a card at random 
from the player on your left. If you wish to keep this 

card, after looking at it secretly, you may do so, 
discarding one of your own to make room. Your 

opponent chooses a replacement from the stockpile.
One essential, two supports – The air grows chill. 
The player to your left takes one of your cards at 

random, which you replace from the stockpile. The 
player may keep this card if he/she wishes, discarding 

one of their others to make room.
Three supports – Your plans are thrown to the 

winds. Discard your entire hand of cards and choose 
again from the stockpile.

Three settings, three focuses or three hidden terrors – 
A deep rift has occurred in reality. All players must 
pass their entire hand of cards to the player on the 

left.


