SETTING;
ROADSIDE INN
Your story begins at a traditional travellers’

the sawdust floors and narrow corridors are

coldness; or is it discomfort; behind the well —
practiced smile. ..

Focuses —
mysterious door, curious painting, blacKened
tree, hidden treasure, engraved coin, darkened
lens.

hostelry. Although you 've been advised to rest,

somehow unnerving. The balding, bespectacled
innKeeper bids you welcome, but you perceive a

SETTING;
RUINED CHURCH

You have come across an old place of

you cannot deny the atmosphere here, if
spiritual, is far from foly. ..

Focuses —
ancient manuscript, magical almanac, hidden
treasure, religious doctrine, encrypted letter,
historical find.

.

SETIING;

WEALTHY RELATIVE S MANSIO
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 youy
steps around the huge, and empty, reception
room. Confused and naturally concerned for
your relative’s safety, you proceed into the falf|
— lit and eerie chambers ahead. ..

Focuses —
locked box, mysterious door, magical almanac,
curious painting, blacKened tree, encrypted
letter.

SETTING;

AUCTION OF CURIOSITIES

You are in a position to place the winning bi

on an unusual lot during the proceedings of

your favourite Camden Town auction. 4 sea of]

envious faces surround you, some of them not

the usual customers. As your name and details

are taken to secure the deal, o 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.

worship, destroyed many years ago. Centuries
of Christian activity must have taken place herd
and in the locale. Although stricken with awe,

SETTING;
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.

SETTING;
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 metfiod)
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.




SETTING
QQUNTRY WALK
Eventhenod bradng aongtitutional can be
bed far your health. Asthewind lashesarourd
yay, theareisdetridty intheair andthethrest
o agormiseve presmt. Looking around for
possbleshdter, every nook and overhang se@
tobeinfested withfilth, or inse¢s, or + could
therebewarsethings ofind?/4

Foouses+
ladked bax, tin whigtle buried artefadt,
bladkened treg, pouch of ruregones higarical
find

ETTING;

OCEAN BAQUND VESE&L
Fatefindsyou travdling oversses on board a
fordgn marchant ship. Thecaptain ssas
distraged; hisattentionisnat corpletdy
direted tovards hefundionsof hisvess.
Ssamen saurry bak and farth, al busy in one
way @ ancther. It ooours © yuthat nat onedf
themwill meé your gaze you takeaouie
nomant to consder why that mght be/a

Foousess+
lodked bax, mygterious doar, auriouspainting,
engaved adn, enaypted leter, and drkened
lens

SETTING
PRIVATE LIBRARY

SETTING
DISUSED GRAVEYARD

You areinvited behind lodked dbas bpause\ [ Your journeyslead you toan untended burial

aprivatelibrary of raredocuments Sone
gppear tobeurique and rightfully so, judging
by thesarilegaustitlesarourd you. Suddnly
yau panicand wish toleave but you find
yarsdf unabdleto, drawntoaparticular area
o the barba¥s

Foouses+
andatt menusipt, mystaiousdoa, megica
amenag, rdigousdodrineg enaypted leter,
historical find

Evat;

QOACH AND HORSES
Theuntimdy arrival of this rangartation
whisksaway aed theaoquaintancein your
opponent'shand. Howeve, if hedhedfeasyal
thevillageidia, doeked figure or megickal
dabler, o dona haveany acquaintance the
ach and forsss merdy blodksyour path
(fofat)

gaund. Theurseéngeyesd many gangrations
pest piaceyour consdouness Wild pants
shoat up framthegrourd and thestones
tharedves dosauring meny of thenames carved
uponthem Theteatriblefedingd fatality and
ultimeteanonymmty isalnost ootaribefor
yaitobear, but your attettion retson
songhing/a

Foousss+
tinwhigle buried artdact, blackened tree
hiddn treasure rdigous dodring pouch of
runestones

Evett;
DISEMBODI ED PRESENCE
A digurbing half-presncesees bbeall
rd you¥/draw on theLap Of TheGads

arourd you?

tabe




Event;
INHERITANCE
You have inherited a substantial amount of
money. Exchange this for any acquaintance in
the discard pile, who becomes your fair-weather

friend.

Event,
URCHIN THIEF

their position in your fhand. He can only be

of your turn.

N

Evernt;

sulphurous smell pervades your senses, perform

a forfeit.

STRANGE MIST
A strange mist envelops you. As the weird Suddenly,

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

disposed of by discarding naturally at the end

N

Everni;
HALLUCINATION
you perceive yourself to be floating
above your own body, with Knowledge of what
is to come. Draw a card; if its 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.

Eventt;
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 th
stocKpile. If you draw an essential card, it is
the very thing to remove a focus that you have
in front of you. If its 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.

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

yourself. Nervous in the pitch dark, you must

/

Eveni,;

the discard pile. If not, you merely fall In

forfeit.




Evet; SECRET RO
Only playableon alinewith asdting.

Behind an arearardy visted, araissd gonei
pushed by acddant, revedingasecd chamber.
| f you havean aoquaintancein yaur hand, hean

shewill bedrawn intoit and thedoor will
vanish. If nat, thepeason who played thiscard

onyou rustpay thepriced thar
treachay/fafat.

Evat; SPEAK IN
TONGUES
As telongfargatten language piralsaroun

yay, you learn how tovanquishtheDread Od
God + discard bath these erds

Event; TRANSFORMATION
Your physcal presmcedteashideoudy,
scaring of all of your acquaintance Discar
and replace fromthe gockpile If you have
nong thetrangarmetion resultsin your
urtimdy desthyaurr ardllestlineis
onddaed conplete

Evat; POSESION

You arepossssad by thespirit of a
long-dead adversary of TheHurting Soirit.
Digcard bath thiscard and thishiddn terar.

AN

Evet; ATTACKED!
You have been s upon by ruffians
When you awake, you arein an unueual
evironment. Sarting framtheldt, each p
mug che& ther hand far ssttingcards 1 they
haveone they mug play it onyou. Onceone
sting has be@ played, yaur punishmat is
ove * thesatingisreplaod fraomthediscard
pile If yas havenofurthe roomfaor setings
losean aoquaintance ard. | f you havenone
forfat whilereoveing.

Evat; FIRE
Only playableon alinewith asdting.
You rarronly avad beconing kindling for a
bazethat ravagesyour surraundings+ your
focusburns bashes Removeit and thiscardtg
thediscard ple




Event; STORV
A tarpest euptsarcund yay, disurbing

Evat;
RECEIVE TELEGRAM

the neessary aonditions for the Magcal

A nessae arrives, warning you o the
Sumnaning. Discard bath of thee erds

twided hgory attached toyour sting You

Eveatt; HIDDEN
GOMPARTMENT
Only playalleon alinewith astting. A hdlow
soundingwall attrads your atention. You mey removea
fleet discard thisand the Tartured Soul card.

brick if youwish + draw acard. I f you draw an esgntia
card, you find evidencedf theharrars tat surround
you + inapanic, yai flee Removethesrelet linein frant
o you and paced| dematsd it inthediscard ple If yal
draw asuppat card, afurther harrar awaits+ theplayer
withthesrallet lineon theboard mug gveit toyou! | f
two @ norelinesared thesamesize theplaye's aoncened
nustdraw far it usngthe‘sartingthegame prooedure
above. If you

dready havethreestarted lines yau mey consder yoursdf
unlucky enaugh and dscard thiscard.

Evatt; TAROI CARD

Atard cardisinyaur path. Exarining
it mekesyour fate tear + you digpensewith
yaur foous Put any foausin thediscard file
dongwiththiscard.

Evet; ARRESTED
You aretakenintoausady. As he
Fatdful Posgssion takes hdd of you, the
‘safe ewvironmatt weskens hehiddenteror.
Discard thisand the Fateful Possesson card.

Evat; GARRATED
Draw acard. If it'san esgntial card,
oned yarr aouaintances hasbea garratt ed
+ dicard. | f yau havenong you yoursdf have
ben garratted. Your largestlineisnow aounted
ashang corplete andthat charada’s sayis
ove.




FOCUS; LOCKED BOX
A weird casKet begs to be opened. ..

Summons fatal possession and hunting spirit.

N

FOCUS TIN WHISTLE

Blowing on this causes vibrations ratfier than
sound. ..

Summons hunting spirit, magical summoning.

FOCUS ANCIENT
MANUSCRIPT

Deciphering the code is intriguing and
dangerous. ..

Summons fatal possession and dread old god.

FOCUS; BURIED

- \
An astonishing find, belonging to royalty of

some other time. ..

Summons tortured soul, fateful possession.

FOCUS MYSTERIOUS
DOOR.

Was there a room thirteen yesterday?

Summons dread old god, tortured soul.

N

FOCUS; MAGICAL
ALMANAC

Words and phrases unuttered for thousands o
years. ..

Summons dread old god, magical summoning.




Focus; Curious
PAINTING

So realistic, you can almost see it moving. ..

Summons hunting spirit, tortured soul.

The symbol has been blurred by time. ..

Summons hunting spirit, fateful possession.

FOCUS; BLACKENED
TREE

A charred stump, could it be hollow?

Summons magical summoning, tortured soul.

FOCUS; RELIGIOUS
DOCTRINE
Could these be the missing pages from the
testaments?

Summons dread old god, tortured soul.

FOCUS; HIDDEN
TREASURE

Once in a lifetime does a find like this occur. ..

Summons dread old god, fateful possession.

___/
(2o N

Made of wood unseen in these parts for
centuries. ..

FOCUS; POUCH OF
RUNESTONES

Summons magical summoning, Aunting spirit.




FOQUS ENCRYPTED
LETTER

Thehidden messagehas bhbefoundya

Sunnans trtured soul, megical sunTmoning.

Adion; SUDDEN
INSPIRATION
Asharror urfdds around you, yau redise

drength of qoirit isthekey. Digpoe of the
Fateful Possession, alongwiththiscard.

C

N

FOQUS DARKENED
LENS

Digarting, bladkening, unrevings

Sumnansdread dd gal, megical umnaning

N

Adion; REFREHMENTS
Timefor tea. Takethetop two cards
franthestokpile I f yarwishtokeg anear
bath of themyou ey by discarding fromyaur
hand to meke pace

C

FOQUS HISTORCAL
FIND

Truly newswarthy, it must beguarded urtil t
local musaumean adledt itYa

Sunnanshurting sirit, fateful possesson.

N

N

Adion; SEARCH THE
AREA
Exariningdther thePrivateLibrary or the
Waeslthy RdativesMandon aonvincesyouit's
timetoleave Discard éthe of thesesdtings
dongwiththiscard.

C

N




Adion; MAG CKAL
DABBLING

Magcd Summoning cards

Adion; BLOM LETTING

Feéinggagy, yautry therevitalisng
dfetsd bloodlgting When you are

C

A risky expaimat with andat soreary
dipensswiththeMagca Suntmoninginthe
nick of time Digpose of bath this and the

HEE e €

N

revived, thingshave bangad. Choosetwo car

framyour hand toexchangewith theplayer on
yaur left. They mug gveyoutwoin return.

Adion; EXAMINE FOQUS

and any foaus

Adion; END TELEGRAM
Itis inetodl far hdp. Choaeany

yaur hand + discard thisaction.

C

N

Takingadeeselook at yaur foous you
redieits \ribefurttion. Discard thiscard

HEE A ©

Adion; ENLIGHTENING
CONVERSATION
Takingwiththelocasprovides sne
fasdnating infarmation, which mekes your
peth dear. Dispoed thisand the Tartured
Sl cards

HEHE A ©

N

Aaaintancefromthediscard pletoaddto

N

N

N

Adion; CONSULT EXPERT

Upaon ssking assstancefrananewith
expaiancentheemettes you condrud a
& o runes which dffe pratetion againg t
Hunting Spirit. Discard thisand theHurting
Sairit cards

C




Action; 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.

HrEMMe ¢
%

Action; LOSING SLEEP
The pressure is removing your power of
sleep, but not the desire...miss a turn in a

semiconscious trance.

N

b mb

C

Action; 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.

C

Action; DEAD FAINT

Your character loses consciousness,

missing the entire event. Discard the Ocean

Bound Vessel or Auction of Curiosities settings
with this card.

C

N

Action; 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.

HEHE A ©

Action; 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 fead.

b C




Adion; VIOLENT TEMPER
Oned theaouaintancein yaur hand
becomesargumantativeand mugt leavetothe
discard pile Replacefromthestodkpile

pPEe o
N

Adion; DRAWING THE
WRONGCONCLUS ON
Attenptingto exanineyour foous you break

it irreparably. Placeit andthiscardinthe
disard pile
g C

N

Adion; ACTIVATE FOQUS
You acédentaly st the irrevocable
wheésin nation by adivating your focus |
an applicabbeHiddn Terrar isin thediscard
pile it mug beplayed on therdevant lineto

arpleeit!

HEE e ©

Adion, FEVER
Unfamiliar dimeteand unisual foods
takethdr tdl onyour hedth, fordng yato
Digort

retirefromdthe the Archaed ogcal
Fardgn Village Discard é@ther, dongwith this
cd.

C

Adion; TERR BLE
ACODENT
Inan urfaturate twig of events yaufall
ova aprarinatt treeroat and find yoursdf
incapadtated temporarily. Rarovethe
Reoadsdel nnar Gourtry Walk stings along
withthiscard.

HEE e ©

N

Aapuantance DISTANT
RELATIVE
Alongforgdten cousn putsinan
gppearanceto hdp out. Hewill takethetin
whigle thehiddn tresure or theengraved
ain far away fromyou. Put thedffending
atideintothediscard ple

2/
o<
<S5




Aauaintance LOCAL
CANON

A rgresmtatived thendghbourhood dergy

takesan inteestin your adtivities He en

renove the rdigous dodrine o the andent

menugipt tothediscard plefar you; any
foausfourd at theruined church or thedisused
gaveyard can likewisebetaken off your hands

(c
\

(o

i

N

Aaaintance MAG CKAL
DABBLER
You know df thischap, thereaultshe tains

framhisart arewiddy diddieved.
Nonghdess hewill taketheruretonesar the
megica amenac framyau and dgpaost them
intothediscard ple Anythingfaurdina
fordgn villagear on board theocen bourd
vesd will bewdoomed.

N/
ﬂ{
o,

.

Aapaintance AVID
QOLLECTOR
Thiswel-known hablyigt has caught wind
o yaur adivities Hewill happly takethe
lodked bax o theauriaus paintingintohis
adletion; rerovetothediscard ple Also, he
hasanintees in anythingfound at auction o
theprivatelibrary.

A/
ﬂ{
< S

N

Aauaintance PSYCHIC

Yau call onthesavicssd thislady, who
dainms b giden angy irits She en dedl
iththemyseiousdoor and theblackened tre

by rerovingthemtothediscard pile
Alternativey, yau can play thison an gpponant
toforcethemtodraw ontheLap Of TheGads
tabe

N/
0<
S

Aaxuaintance VILLAGE
IDIOT
A buntling, half-witted sTodk wearer nins
yar day. Draw ontheLap Of TheGadstable

N/
ﬂ{
<S5

__/

Aaaintance
ELLWISHING STRANGER
A anversation bresks aut betwemn yoursdf

and thisaoncenad individua. At thar
Ugoestion, you deddetotakeadionYchoaea
playe, they nugt gveyau an agion card. | f
they donat haveong ask anather player until
yalgg one You mug gvethat player oned
yar cardsin reurn. Theee erds sould bekept
sre fromtheathe playas

A/
ﬂ{
< S




Acquaintance; 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.

wealthy relatives mansion or during the country

Acquaintance; CLOAKED
FIGURE
Unheard, unspeaking, unbidden; this curious
character fas entered your life. He insists you
let him deal with the darkened lens, the
encrypted letter, or anything found at the

walk, Put the item on the discard pile.

compare, you may dispose of any setting which

pastures new. Alternatively, you can play this

2/
ﬂ{
TS
o

TERROR; DREAD OLD
GOD

An ancient deity has been released from

end as the full horror of what you see engulfs
you.

ri-v
!
i

purgatory, sealing your fate. Your story is at an|

TERROR; HUNTING
SPIRIT
attract a

The evil forces surrounding you
terrible poltergeist, bent on fulfilling your
destiny. Screaming madness is the only course
left to you.

ri-‘
!
1

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

has no other runes in its line, to move on to

new beaw on an opponent, who is made a fool
of; draw on the Lap Of The Gods table.

(c
N

Y
N

TERROR; MAGICAL

/ SUMMONING
Arcane activities have unleashed an unholy

creature from beyond. You are dragged away to
the abode of those who have never lived.

ri-'
!
1

/




TERROR TORIURED
SOUL

Thisplaceis haurted by awrongad and
venggul phentom Trapped and done yau
accet yaur doom

b

™

TERRORFATEFUL
POSESION

Youlcseatrd of yaur physcal presnes as
thesoul of onelong dead possesesyal. Given

thefind chacedf insanity or non-exigence
yai choosethelatter.

!
1

HAUNTED
A ctorissble cal gnest inthewald of
Edwerdian haror

Designed and witten by Pete Lynn
An Arcadiaprodidion
All intdlettua propaty copyightPee Lynn2002)
Thanks tat Sizi, Jesgess Mike ad Seve Kdth,
Jolan ad S&an, lan, M.R Ames Nik, thegeat
godAzathothand Boder ad Badgy

PLEASE KEEP HERULE S 3FE!

INTRAUCTION
Hauwnted isa @rd-besd geof stategy & inthe
dak, stadowy widd ofEdwerdian gothcharar.
Through tle curseof thegareyal will be
aonfronted by aredures gooahd bal, while
eroounteing sitiationsand dyjedts tret will dp @
hinder yaur peth to yarfina destiny. Evayday
situdionscanvay essilybethegatevay to
urspeekable gil + dancedisowaiesay ked yaol
urwittingly teanightrerish &te It isyartask td
exapetheetarible onsuenceshy witand gile
(and meybealittl eluck!)

N

SUMMARY @& ALAY

Each phye is oerssing thefateof threehaples
charadtess nawarethat ther pathsare abut to
lea theminto arcanedanger Thedjet of thegane
is toavoid aving theeconpletelines ofcards i
front of yau. Thelinesare ceaed by phyas phéng
thecards inthe arrext ader, infront of theredves
o thar oppoaits drring tre curseof phy. Each
line gresnts chkk faossrunning ther course fram
béng nthewrong phce aithewrang timeto the
find encounte with the avful thing fom bgand.
Each Ineshaold bgginwitha E£TTING erd, the
plaewhaethe uspskabehappms Through tle
ling thee mistbe 0@ Scard. This ighedgjed
that concertratesunnatural povers o thesting. Iff
afoous tasben placad o asgtingand iscurrently
adive thesdti ng aoncenead isoonsidred immveble
Only if thefocts igemoved mey thesdting be
ddfendad agginst Thefinal card tobeplaed isthe
HIDDEN TERRORthedread condusian to yar
tade Oncethiscard is éid dow and any dfensive
attenptsagainst it lavefailed, yaur fateis sded
ard treline anrot bedtered. Only oatain foousss
can beplayed an éxch €tting; oly cetain hiddn
terarscan sping fath from eeh faus When ane
playe has three arpletelines nfront of hi'her,
theganeisconplee ad thet playe logs Theother
playas to#l thevaueof tre ceds infront of them
as a=xibel bte; thelowest sorewins tlegame

N

N

Desiga card

N

TYPESOF CARD

Séting (10 tthefirstcad phyed oyar
oppaoaits. Thisrepresats theplaceeach ervounter
ocars
Evat (20 + This israndan gen, playableon ay
adivelineon thetableif thecard allows it Each
has itsown ungueinstrudions
Foaus (15 + A dojed usd toatrad evil faces
through tle ¢he to thispbneof existance
Adion (20 * Padd adions phyableto aonplicate)
o enhaneyar pradicarent
Aoguantance 10 + Rrsassencourtee through
lyaurstoy. Smehdp, sorehinde. Al Aauaintand
cads shed bedisaded after @g uress tecard i
aubjed toaspda rule
TheHiddn Tarar 6) + Bch \ay difeent, bt all
devastating. Thelastcard tobeplaed analine if
no afence an beoffeed against thisthelineis
aonplde ad thet poosal's tteis salal.




OTHER DEFINITIONS

An ‘essential’ card is defined as a setting, focus or
hidden terror card.
A ‘support’card is defined as an event, action or
acquaintarce.

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

essential cards in front of a player.

BEGINNING THE GAME

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.

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]

reduce, or has the potential to reduce, the amount of|

Shuffle the cards and place them in the centre of youf

TURNSEQUENCE

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

unstarted by a setting card) in front of him/her.
These cards need not be detrimental to the other

merely being played on your opponents during the
active phase of your turn.

2 - Starting from the left of the active player, each
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

a defence being successful or no retaliation being
offered should be placed in the discard pile.

ENDING THE GAME

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.

THE LAP OF THE GODS

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.

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 yef

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

person should play any defensive cards they wish to

player. Any cards removed from active play, either b

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 decKk.. 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.
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