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* EACH MATCHED PAIR = 2 POINTS

@ * Eacu Linkep PAIR = 1POINT
® * EactH HORROR CARD = 1POINT

i€ * CULTIST CARD — -1POINT ©
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" ARTWORK BY IAN DANIELS TURN ORDER
R DesioN & Layout By DANN KRiss | STORY CARDS

b ¥ INSPIRED BY THE WRITINGS OF HORROR CARDS
' H.P. LOVECRAFT S1GN CARDS

DANN KRiss GAMES WOULD LIKE TO THANK SPECIAL CARDS
~ OUR AMAZING KICKSTARTER BACKERS AND FANS How To WIN
FOR HELPING TO MAKE THIS GAME POSSIBLE.

- WE WOULD ALSO LIKE TO THANK THE VARIOUS
. INDIVIDUALS WHOM WE HAVE HONORED IN THIS
& GAME FOR THEIR WORK IN CONTINUING THE
" THRILL AND EXCITEMENT OF THE WRITINGS
" OF LOVECRAFT FOR NEW GENERATIONS, AND
FOR ALLOWING US TO INCLUDE THEM IN THIS
. TRIBUTE TO THE TRUE MASTER OF COSMIC
" HORROR, HOWARD PHILLIPS LOVECRAFT.

" BE SURE TO READ THE VARIOUS TALES AND POETRY OF
8 H.P. LOVECRAFT FOR A MORE IMMERSIVE EXPERIENCE
IN HIS DARK AND HAUNTING WORLD.

b 1© 2018 Dann Kriss Games, LLC. ALL RiGHTS




PLAYING PAIRS C;\

1. SHUFFLE THE CARD DECK, THEN DEAL MATCHED PAIR LINI(EI) 'PArP\
9 CARDS TO EACH PLAYER

\ }'\ 2. TURN THE TOP 3 STORY CARDS FROM
THE DECK INTO THE CENTER OF THE
TABLE (SHUFFLE ANY NON-STORY
. CARDS BACK INTO THE DECK).

3. EACH PLAYER MAY PLAY ANY MATCHED
OR LINKED PAIRS THEY HOLD INTO
THEIR PERSONAL PLAY AREA.

Dreans I THE Wircs HouE
-mwm_mmmmv

4. THE GAME BEGINS WITH THE YOUNGEST

PLAYER STARTING THE GAME BY TAKING | * PLAYING TWO STORY CARDS WITH THE
THEIR FIRST TURN. SAME NAME IS A “MATCHED PAIR ”?

¥ PLAYING TWO STORY CARDS WITH ONE
CARD NAMING THE OTHER AS ITS LINK IS
A “LINKED PAIR”’

¥ IN FINAL SCORING MATCHED PAIRS ARE
WORTH 2 POINTS EACH, WHILE LINKED
PAIRS ARE WORTH 1 POINT EACH, ANY
FOUR-SET OF MATCHED/LINKED CARDS
IS WORTH 4 POINTS TOTAL. —_—
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s 41 ”[%m AT THE BEGINNING OF

N  YOUR TURN, DRAW 1 CARD FROM THE
' TOP OF THE DECK TO YOUR HAND

2. (©n, 15993 - CHOOSE AN OPPONENT
THEN NAME A STORY CARD: IF THEY
HOLD IT, THEY MUST GIVE IT TO YOU;
IF NOT, YOU MUST STEAL 1 CARD AT
RANDOM FROM THEIR HAND

3. Rgemir 149283 - CHOOSE TO EITHER

SWITCH ONE OF THE 3 STORY CARDS
IN THE CENTER OF THE TABLE WITH
A STORY CARD FROM YOUR HAND,
OR DRAW 1 CARD FROM THE TOP OF
THE DECK TO YOUR HAND

‘ ,4 IR (OO 4S8 - YOU MAY PLAY

ANY ONE HORROR CARD OR CULTIST * YOU MAY ONLY PLAY STORY CARDS AS ~
CARD FROM YOUR HAND TO YOUR A MATCHED OR LINKED PAIR, AND ONLY ,_,'

PERSONAL PLAY AREA; ANY HORROR DURING YOUR TURN

B - MMEDIATELY * WHEN YOU PLAY ANY PAIR, YOU MAY

IF.YOU HAVE LESS THAN 7. PLAYED PAIRS, TAKE ANY HORROR IN PLAY TO YOUR

PLAYOON'HNUES WITH THE PLAYER TO HAND WHICH MATCHES THAT PAIR’S
YOUR LEFT (CONNECTING STORY.

LINKED rf /

\‘ > © 2018 Dann Kriss Games, LLC. ALL RicuTs | REservED. ARTWORK © 2018 Ian DANIELS. ¥ Ui




SYMBOL

CARD
ErFECT

SHUFFLE ALL HANDS TOGETHER,
THEN GIVE EACH PLAYER THE
NUMBER OF CARDS THEY HELD

¥ STORY
‘ EXCERPT

lllnh n by lan D icls ©2018 Dan k (J ames LLC ® Allehl s Re: ‘e(\(d

*¥ YOU MAY ONLY PLAY A
HORROR CARD DURING THE
HORROR PHASE OF YOUR TURN

* HORROR CARDS IN YOUR PLAY
AREA ARE WORTH 1 POINT EACH
DURING FINAL SCORING

2 © 2018 Dann Kriss Games, LLC. ALL RicHTS

CARD
NAME

SIGN
Carp
SYMBOL J

CARD
NEGATE THE EFFECTS OF ANY ErFECT
HORROR CARD CURRENTLY

BEING PLAYED

¥ YOU MAY PLAY SIGN CARDS FROM
YOUR HAND AT ANY TIME DURING
ANY PLAYER’S TURN

RESERVED. ARTWORK © 2018 IaN DANIELS. "2 » _.
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THE GRBAT OLp ONE

i R

* THIS CARD MAY
NOT BE PLAYED
OR DISCARDED

. * THIS CARD MAY BE
PLAYED INSTEAD OF
A HORROR CARD
DURING YOUR
HORROR PHASE
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* T'HE GAME ENDS WHEN ANY PLAYER ENDS
A TURN WITH 7 OR MORE PAIRS IN THEIR
PLAY ARFA

* WHEN THE GAME ENDS, ALL PLAYERS 1
MUST REVEAL THE CARDS IN THEIR HAND S

¥ [F ANY PLAYER STILL HOLDS ““THE >y
GREAT OLD ONE” CARD IN THEIR HAND 3
THEY AUTOMATICALLY LOSE THE GAME} &
UNLESS THAT PLAYER ALSO HAS ““THE
CULTIST”” IN THEIR PLAY AREA, IN
WHICH CASE THEY WIN THE GAME!

* ]F NO PLAYERS WINS WITH ““THE CULTIST”
ALL REMAINING PLAYERS TALLY THEIR »
FINAL SCORE FOR THE CARDS IN THEIR
PLAY AREA. THE PLAYER WITH THE
HIGHEST FINAL SCORE WINS THE GAME!

- SCORING CHART ON BACK OF BOOKLET -
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