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GAME

92-6 Players * Ages 8+ * 30 Minufes




Crypt

Mausoleums

Graveyard —

1 Game Board

1 Haunt deck 1 Ghost deck
(120 cards) (99 cards)

1 Event deck
(14 cards)

6 Reference

CONTENTS

Endless Hallway

Séance Room

1 Endless Hallway
cenfer piece

++ Al

6 Player movers

1 Hitchhiking Ghosts mover

1 First-Player

2 Bidding dials
marker

cards

—~ ANATOMY OF A CARD

Points Value

|

Ghost set icon and color ~
‘ Effect 1SS
|

(not all Ghost cards have an Effect) -
"\\ Ghost Cards

Direction of Hitchhiking
Ghosts movement

Number of rooms fo move
the Hitchhiking Ghosts

Round Condition for the
current Event Phase

Event Cards _ f"




SETUP

@ Place the game board in the center of the table.

@ Place the Endless Hallway center piece into the center of the
game board so that it rotates easily.

Each player chooses a color and takes the corresponding
mover and Reference card. Place your mover in the Séance
Room (at the dead center of the game board).

Place the Hitchhiking Ghosts mover in the Crypt.

Shuffle the Ghost cards and place them in a face-down draw
deck near the game board.

@ Shuffle the Haunt cards and place them in a face-down draw
deck near the game board.

Prepare the Event deck: Remove the Final Round card and

~ set it aside. Randomly remove a number of cards equal to the

number of players and place them back in the box, they will

not be used (for example, in a 4-player game, remove four

cards). Shuffle the remaining Event cards and place them in

a face-down draw deck. Now shuffle the Final Round card

in with the bottom three cards and place them back on the
bottom of the deck.

@ Place the two Bidding Dials near the game board.

The player who most recently heard a ghost story takes
the First-Player marker. They will take the first turn in the

first round.




OBJECTIVE

Players gain points by socializing with ghosts around the Haunted Mansion.
Players collect Ghost cards in front of them in sets, each of which are
worth different point values. Players want to avoid Haunt cards, as the
most “haunted” player will lose points. The player with the most points

HOW TO PLAY

The game is played in rounds. Each round consists of two phases, played
in this order:

1. Event Phase (see below)
2. Action Phase (see page 6)

At the start of each round, perform the Event Phase by following these
steps in order:

Reveal the top Event card and place it face-up next to the
Event deck.

) Move the Hitchhiking Ghosts the number of spaces shown and
in the direction indicated by the arrow—clockwise or counter-
clockwise. Each player that is in a room that the Hitchhiking Ghosts
travel through must draw one Haunt card (see HAUNTS on page
7). Each player that is in the room where the Hitchhiking Ghosts
end their movement must draw two Haunt cards.

NOTE: Players who were in the room where the Hitchhiking
Ghosts began their movement do NOT draw any Haunt cards.

Populate the Mansion with Ghosts by drawing Ghost cards
equal to the number of players plus three. Place them FACE-UP
on the game board as follows: Place the first TWO cards in the
same room as the Hitchhiking Ghosts. Then, moving clockwise,
place one card in each room until they have all been placed.

Depending on the number of players, it is possible that some
rooms will not receive a card. When placing cards, do not cover
up cards that are already on the game board. All cards in each
room should be visible to the players.

Read the Round Condition. Each Event card features a Round
Condition that alters the game for that round. All players must
follow the current Round Condition, which remains in effect until
a new Event card is drawn for the next round.

The Hitchhiking Ghosts move around the Haunted
Mansion, haunting guests by forcing players to draw
Haunt cards. There are two situations in which the
Hitchhiking Ghosts will haunt players:

When the Hitchhiking Ghosts move...

any player who is in a room that the Hitchhiking
Ghosts move through must draw one Haunt card. Any
player who is in the room where the Hitchhiking Ghosts
end their movement must draw two Haunt cards.
Players who are in the room where the Hitchhiking
Ghosts begin their movement do not have to take a
Haunt card.

NOTE: When players move or are moved into the
room with the Hitchhiking Ghosts, they do not have to
take a Haunt card.

When you collect a Ghost card from
the Hitchhiking Ghosts’ room... you
must take a Haunt card. If you collect multiple Ghost
cards from their room, you must take one Haunt
card for each Ghost card you collect,
















