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You are exploring the attic of  a Victorian mansion 
that once belonged to an old widow with a reputation 
for dabbling in the occult, witchcraft, and all things 
supernatural.

What you find at first does not surprise you—a 
seance table covered with an ornate black tablecloth, 
a collection of  crystal balls on elaborate stands, 
a human skull, a taxidermied owl, a beautifully 
presented collection of  moths. Behind a crate of  
candles and potions, is what you expected to find: a 
very old and well-used Ouija board. You gingerly pick 
it up to wipe away some cobwebs when you see a tall 
rectangular box next to where it is resting.

Grasping it with two hands, you lift it up to the 
surface of  the seance table and wipe away the 
dust obscuring the Art Nouveau titling. It reads 
“Sepulchre”... 

Game Objective:
The first player with three complete skeletons  
in their grave wins.

Game Set-Up:
Assemble the Sepulchre by attaching the player’s graves (B.) to 
the sides of the center Card Crypt board (A.). Then attach the 
Discard Plots (C.) to the corners of the center Card Crypt board. 

Suggested: Remove the skeleton puzzle pieces from their coffin 
box and arrange the pieces in groups in the lower box Ossuary (D.): 
legs and arms in the outer slide slots. Place the skulls, ribs, and 
pelvises in the center. Otherwise, just work from a bone pile. 

Remove the deck from its box and shuffle the cards before placing 
them on the center Card Crypt game board. 

Game Tip: Assign one player to be the “Undertaker” 
to manage and distribute the skeleton pieces from 
the Ossuary. If your group doesn’t want to use the 
Ossuary, pulling pieces from the skeleton piece 
coffin box or just working from a big pile at one end 
of the game table works also.



Note: You can mix & match Skeleton pieces

Aunt Gertrude

Doc Holliday

El Diablo

Capt’n Tyler

Grimmy the Clown

Princess Margo

Mr. Friday

Scratchie

Sam

Helga

Fido

Reginald



Alternate Rule: Have each player begin the game 
with their first skull in their respective grave. 

Skeleton Cards & Building Skeletons:

Skeleton Cards represent skeleton pieces which, when played on a 
player’s turn, allow the player to build a skeleton in their grave.
In order to build a skeleton in a player’s grave, the player must 
begin each skeleton by playing a skull using one of the following 
options: 

•	 A Skull Skeleton Card 

•	 Stealing a skull piece from another player’s grave 		
	 with the Mad Scientist Cemetery Card 

•	 Receiving a skull piece from the Ossuary when 		
    another player uses the Exhume Cemetery Card  
    on the player’s behalf 

•	 Declaring a skull when playing an  
    Unmarked Grave Cemetery Card 

During a player’s turn, as many skeleton cards in their hand may 
be played as possible to build a skeleton, so long as there is a skull 
piece already in their grave or if there is a card that brings a skull 
into their grave (see above).  

Note: In theory, with a player hand of 7 cards, a 
player could play a complete Skeleton with a single 
hand. This is called a “Full Skeleton” and gives the 
player annoying bragging rights.

A player must complete a skeleton by placing all 7 pieces in their 
grave before beginning to build their next skeleton.
Players may NOT build multiple skeletons simultaneously.
A player may NOT begin building a new skeleton on the SAME TURN 
as completing a skeleton.



Decay Cards: Decay Your Opponents

Decay Cards represent skeleton pieces, when played, allow a 
player to return a skeleton piece from an opponent’s grave to the 
Ossuary.

A Decay Card cannot remove a skull. Ever. 

A Decay Card cannot remove a piece from a complete skeleton.

Decay Cards return skeleton pieces to the Ossuary, they are NOT 
taken by the player of the Decay Card. Taking a piece as your 
own when playing a Decay Card is called cheating, 
Elena. (Don’t be like Elena.)

You can only play one Decay Card per player per turn. 

You cannot play a Decay Card against an opponent if you play 
a Cemetery Card against them. You can only play 1 card per 
opponent.  
Example: You play a Decay Card and your opponent 
blocks it with a Family Heirloom card. You cannot play a 
second Decay Card on the same opponent on that turn.

Playing a Decay Card against an opponent to remove a piece of a 
skeleton being constructed in their grave counts as a card played 
against that player. 

Example: You cannot play both a Decay Leg and a Decay 
Arm Card to remove both an arm and a leg piece from 
the same opposing player on the same turn. However, 
you can decay a leg from one opponent and an arm from 
another opponent.

When played, Decay Cards can be countered by the opposing player 
if they play a Family Heirloom or the Midwatch card from their hand 
when a Decay Card is played against them.



Cemetery Cards: Sepulchre Strategy

Be sure to read Cemetery Cards carefully.  
Cemetery Cards are limited in number – most are one of a kind – 
and they allow a player to take specific actions when played. 
Please refer to the Sepulchre Deck Guide for details and examples.

Pay Attention: A number of Cemetery Cards specifically 
state that they are the ONLY card that may be played on 
a player’s turn, or that no other action or cards may be 
played on that turn.

A player may play either a single Decay or a single Cemetery Card 
per opposing player on the player’s turn to benefit themselves, 
another player, or to prevent the success of another player. 

When the impact of a Decay or Cemetery Card is prevented by a 
counter Cemetery Card, this does not create an opportunity for a 
second attempt on the same player.
Example: You play an Arm Decay against an opposing 
player with an incomplete skeleton in their grave. The 
player you are attempting to play a Decay card against 
plays a Family Heirloom Cemetery Card, which negates 
the Decay Card. Despite the fact that you still have 
additional Decay Cards in your hand, you must wait to 
play them on future turns or play them against other 
players. 
(4 players = total combination of any 3 Decay or Cemetery Cards 
per turn, 1 card per opposing player unless stated otherwise on a 
card.)

One Card per Player, Multiple Impacts?
While a player may only play one Cemetery Card per opposing 
player, depending on the combination of Cemetery Cards, opposing 
players may be impacted by more than one card. 
Example: On your turn you play the following Cemetery 
Cards: Mad Scientist to steal a skull from a player with 
a complete, exposed skeleton to start a new skeleton in 
your grave. You then play Wild Animal, allowing you to 
steal an arm piece from a second player’s incomplete 
skeleton. Then you play Columbarium, exchanging 1 
unwanted card from your hand with 1 random card from 
each of your 3 opponents. For good measure, you play 1 
last card, Exhume which doesn’t count against any of the 
opposing players, giving the player who’s skull you stole a 
replacement – because you’re a nice person. Right?

Cemetery Cards, cont. next page



Cemetery Cards: Sepulchre Strategy cont.

Cards to play when it’s not your turn:  
Cemetery Trees, Family Heirloom, and Haunt must be played on an 
opposing player’s turn.   
The card Midwatch can be played either on the player’s turn or on 
an opposing player’s turn.  
Note: The cards Exhume and Midwatch do not 
count as cards played against opponents when 
played during your turn..

A player may not play more than 1 card that requires that a card be 
either the first or last card played on the player’s turn. If permitted, 
a player may play a single card that requires it be played first in 
addition to a single card that requires that it be played last on their 
turn.

Card Count: At the end of their turn, a player draws 
up to 7 cards or discards down to 7 cards unless a 
card explicitly states otherwise.  
Drawing  marks the end of a player’s turn.
The only time a player may discard 1 card at the end 
of their turn in exchange for a new card is if they 
were unable to play a card on their turn.

One last note about card count: There are several instances where 
a player can lose cards to another player or play a card when it 
is not their turn. A player does not draw back up to 7 cards until 
the end of their respective turn. The only card that allows an 
immediate replacement to be drawn is Family Heirloom  
(see card).

When the Draw Pile is Depleted:  
When all of the cards in the center board Card Crypt have been 
drawn, all of the player discard piles in their Discard Plots are 
collected, reshuffled, and placed on the Card Crypt as a fresh  
draw pile.  
Game Tip: If you’re wanting to play a card like 
Gravedigger or Resident Murder, you’ll want to do 
this before the draw pile runs out!



Getting Started:

Shuffle the coffin box deck of cards. 

Each player draws 7 cards from the center Card Crypt, or 
conversely, have a player deal 7 cards to all of the players. 

Determine which player starts by determining who visited a 
cemetery most recently. 
Don’t be a stranger: If the same person in your 
playing circle keeps getting to go first, visit your 
local cemetery!  

Players play in turn, going around the board to the left of the 
starting player. 

When a player plays cards on their turn, the cards are placed FACE 
UP in their Discard Plot next to their grave.

Card Count: At the end of their turn, a player draws up to 7 cards or 
discards down to 7 cards. This action marks the end of a player’s 
turn.
The only time a player may discard 1 card at the end of their turn 
in exchange for a new card is if they were unable to play a card on 
their turn.

Reminder: Assign one player to be the “Undertaker” 
to manage and distribute the Skeleton pieces from 
the Ossuary. If your group doesn’t want to use the 
Ossuary, pulling pieces from the skeleton piece 
coffin box or just working from a big pile at one end 
of the game table works also.

Lower Lid Ossuary



What You Can Do on Your Turn:
Play as many Skeleton Cards as possible to complete a skeleton, 
provided there is a skull in your grave or if a skull can be placed in 
your grave on your turn.

Play one Cemetery* Card OR one Decay Card for each opposing 
player. 

Play any Cemetery* Cards that don’t count as cards played against 
other players.

*Play a Cemetery Card that is the only card that can be played on a 
player’s turn.

Discard 1 card to end your turn in exchange for a new card if you 
are unable to play any cards on your turn.

What You Can Do on Your Opponent’s Turn:
Play a Cemetery Trees Cemetery Card before another player draws 
or obtains new cards.

Play the Midwatch Cemetery Card to protect any skeleton from 
being decayed, stolen or removed.

Play a Family Heirloom Cemetery Card to prevent a Decay Card 
from removing a piece of an incomplete skeleton from your grave. 
Don’t forget to draw a replacement card afterward.  
Play the Haunt card to use or discard a Cemetery Card played by 
another player on their turn.

What You Can’t Do (ever):
Build a skeleton without starting with a skull. 

Build multiple skeletons simultaneously. 

Begin building a new skeleton on the SAME TURN as completing  
a skeleton. 

Play a Decay Card on a complete skeleton.  
Play multiple Decay Cards against a single player. 

Play multiple Cemetery Cards against a single player. 

Place a skeleton piece in your grave that was removed from 
another player’s grave using a Decay Card.



Empty the Ossuary: Longplay Variation
This is an alternate longplay version by turning it into a game of 
elimination.
Once the first player has successfully completed three skeletons, 
keep the funeral procession going by continuing to play with the 
remaining players!
Note: with each player that drops out of the game, the number of 
Decay and Cemetery Cards that can be played on each player’s 
turn is reduced by one.
Leave the discard piles of the players that have finished in their 
respective Discard Plots. Once the draw deck is depleted, gather 
all of the discarded cards, reshuffle, and place back in the Card 
Crypt center board.

Avoid the Argument:
Can Gold Tooth and Phantom be played on the same turn? YES. 

Can Gold Tooth and Phantom be played on the same turn as 
completing a skelton? YES. In the right order. 

Can Phantom be played even when you have a third incomplete 
skelton? YES. Yay, extra bones!  
Can a player interrupt a player with Cemetery Trees who has 
played Resident Murder or Gravedigger and already started sorting 
through a discard pile? NO. Play it before they begin sorting. 

Can a player interrupt Graveside Service with Cemetery Trees if 
the player has already discarded and drawn new cards? NO.  
Look, Cemetery Trees requires an element of timing. 
How you manage it at your game table is up to you. 
I might be there in spirit, but I can’t be your referee.  
If a player plays a Cemetery Card that is the only card that can 
be played on a turn, and another player plays Haunt and uses or 
discards their card, can the first player resume playing other cards 
in their hand? YES. Treat this as a reset for the player’s 
turn with whatever remaining cards they have.  
Does a player draw the remaining cards in the draw pile first before 
the discard piles are collected and reshuffled? YES. 
  



Sepulchre -- A Grave Game is copyright 2024  Matt Johnson, owner 
of Raven Portents, LLC. 

Sepulchre Deck Expansion/Modification
The card deck for Sepulchre – A Grave Game is designed to be 
modified and enhanced with additional expansion cards or by 
removing cards for different game play experiences. Below is a list 
of recommended cards to build a viable and playable deck.

Minimum Deck Requirements:

Skeleton Cards:
6 skull cards
4 rib cards
4 pelvis cards
8 arm cards
8 leg cards

Decay Cards:
4 Wild Decay cards
2 Ribs Decay cards
2 Pelvis Decay cards
2 Arm Decay cards
2 Leg Decay cards

Cemetery Cards:
2 Family Heirloom cards
2 Unmarked Grave cards
1 Cemetery Trees card
1 Exhume card
1 Midwatch card
1 Wild Animal card
20 - 30 additional Cemetery cards (Game outcomes will vary 
depending on the mix of cards selected. For best results, keep 
most Cemetery cards limited to being one-of-a-kind.)










































