


xaaxs [ RRSEAE
YIIYY
s Y Y XL

x SRR

ROON
1BIVial SCKS S>RIVIONSTErS

200lvionstemboaras

aSSettes 100N DOX B ISNES 1el Net

J1ve nhive AIENUmMmmy S DM D L UL lDDEll U Pan m-;--u::- S
SKIP THE RULES AND JUMP MUmmyeato| Remove SaMINGEAS|E
INTO THE GAME WITH A
VIDEO TUTORIAL!
www.level99games.com/
spooktacular
2 VU LS ASPDOO0K HTUuresibeastsionpusiness

ANgie]



MONSTERS

Each monster has the following parts:
1. Monster Difficulty:
Bagy - First time players.
Intermediage - Players who understand
the game.
Advamead - The group understands the
game.
2. Setup: The top part of setup tells you
your unique setup steps during Setup.
The bottom part shows any additional
components your monster might have,
including their figure(s).
3. Turn Steps: Do each step in order to take
your turn.
4. Unique Abilities (UAs): Monsters have
UAs that make them play differently than
other monsters. Each UA is shown in a
different box.

THE THEATER

The theater is the board where the game
takes place.

1. Rooms: Rooms can hold any number of
guests and monsters.

2. Doors: Each room is connected by doors.
3. Score Track: The score track is used to
track your score during the game.




SETUP

1. Each player picks a monster board. They
get a set of Basic action cards, any Unique
action cards their monster has, and any
additional components noted at the
bottom of the setup section. Shuffle your
Basic and Unique cards to make a deck.

2. Place the map board in the middle of
the table. Place locks on rooms depending
on the player count. These rooms will not
be used in this game.

In a 2-3 player game, the top-right room
is locked.

3. Each player names their favorite horror
movie. The one who names the best movie
is the first player.

The players decide that Dracula’s Bride’s
Mistress’ Grandma is the best horror movie,
so player two is the first player.

4. Assign each player a score tracker based
on their seating from the first player and
put it at 10. Keep a second score tracker
for reference.

Create a pile of tickets. The pile should
have 2 tickets per player in the game.

5. Put all guests into the bag, then put a
number of guests into each room equal to
the number of doors, minus 1.

6. From the first player and going
clockwise, each player follows their
monster’s setup steps. Some setup steps
might refer to a UA. See the UA section on
page 7 for more information.
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1. Place the Dumbbell on the Starting
Space of the WEIGHTLOSS PLAN.

STARTING
SPACE

. Draw 3 cards.
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2. Place the Remover in any room.
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3. Draw 3.
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7. Begin the game, starting from
the first player’s turn.



PLAY A CARD

To play a card, do the effect on the card, then DO FEARSONAL FITNESS

. . Perform the effect of the current position of
discard it. If you would ever run out of cards the Dumbbell in the WEIGHT LOSS PLAN.
and need to draw a new one, shuffle your ak

discard into your deck, then draw.

What follows are some examples of basic
effects cards might have you perform.

WEIGHT LOSS PLAN [

“;‘,I}‘TJSG Add 2 guests.
Draw 3 cards. Gain 2
The Flex card allows Remover to DO FEARSONAL No effect. p:i':ts

FITNESS. They perform the effect of the space their
dumbbell is on, which is to draw 3 cards.

ADDING GUESTS

When an effect tells you to add guests, take
guests randomly from the guest bag and add
them to the room that your monster is in.

MOVE

Moving lets you move your monster or other
components like guests from one room to
another by moving to a connected room
through a door. Some effects will specify that
you move a certain type of piece. If it's not
specified, then you should move your own
monster figure.

If move doesn’t specify a target, it means you.

Coaching allows Remover to move guests from
connected rooms into her room. The yellow guest
does not move, as it is not connected to Remover’s
room by a door.

SPOOK

Spooking is one of the main ways to score
points. When you spook your room, for each
door, move a guest out of that door into the
connected room. Then, count how many guests
moved through doors and score 1 point for
each guest moved.

Haunt allows Remover to spook, moving all 3
guests in her room out through different doors.
Remover gains 3 points. The second spook on
Haunt does nothing as there are no more guests in
her room to spook.




DEVOUR

Devouring is a way to gain points. When you
devour a guest in your room, set it to the side of
your board in your devour pile. Unless otherwise
stated, effects that devour only devour in the
room you are in.

If you have a guest of each color in your devour
pile, return them to the bag and get a ticket.
Keep it face-down, nobody may look at it until
the game ends. If you would need to gain a
ticket and cannot, gain 5 points instead.

After turning in a set of devoured guests, add
3 guests to the room with the least figures. If
there is a tie, you choose.

A yellow and red guest are devoured, completing

a set. The Remover player gains a ticket.
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UNIQUE ABILITIES (UAS)

Each monster has a different way to interact with the game and score points. Read your
monster board for more information. Learning the ins and outs of your monster is the best way
to use the map to your advantage and score the most points.

Some UAs happen as a turn step (or even a
setup step). These will be indicated by the
UA name. When this type of UA comes up,
do what the matching UA says.

Some UAs are effects that only you need to
understand. These are indicated by a purple
header behind the UA name.

Some UAs all players should understand.
These are indicated with an orange header
behind the UA name and an A icon.

Some of these may only happen at a certain
time, so make sure you understand all of
your UAs to make sure they work correctly.

TURN STEPS

1. Play a card.
2. Do FEARSONAL FITNESS

FEARSONAL FITNESS

Perform the effect of the current position of the Dumbbell in the
WEIGHT LOSS PLAN.

If a card or other game effect instructs you to do something, do as much as

possible. For example, if an effect said “Devour 3 times. Move”, and your room
only had 2 guests, you would devour those 2, then move.




CREDITS

(In order of appearance)

LEAD DESIONER......ocoorcrne 0. BRAD TALTON JR.
PROJECT LEAD JOSHUA VAN LANINGHAM
DEVELOPMENT LEAD MARCO DE SANTOS
CUSTOMER SERVICE LARK PERKING
MARKETING CRYSTAL T3U
PLAYTESTER 1

PLAYTESTER ¢

PLAYTESTER 3

PLAYTESTER 4 JOSH MANTAGNIN
PLAYTESTER 5 ARON “TOMREL" GRASHAM

Graphic Design Unit T - RustMoon Studios

30 BOARD DESIGN ANTON SAVELEV
30 BOARD DESIGN SERGEI POPOVICHEY
BOARD FINISHING ALEKSEL SHCHEGLOV
POSTER ARTS ALEKSEL SHCHEGLOV
POSTER & FIGURE ARTS VAN KRINICHNY
PUNCHSHEET IMAGES ALEKSEL SHCHEGLOY
ACTION CARD LAYOUT VAN KRINICHINY]

Graphic Design Unit 2 - Level 99 Games

LAYOUT TECHNICIAN AEAL WORLD COMPANY
LOGO STYLIST LOGOLAS HAIR & NAILS (WESTSIDE)
KICKSTARTER GRAPHICS WORLD OF PAPYRUS
OPACITY WRANGLER LAYERS WORKS [S150)
COLOR DOLLY LIGHT D THEE, LLC
FONTMASTER 0+ FONT MANAGEMENT SOLUTIONS
LIGHT & SHADOW GRIP............... WWW.SHADYSERVICES ORG

Any of the above listed credits in Graphic Design Unit 2 witha “0” or "W in their
name are fictitious. This work was actually done personally by DAVY WAGNAROK.

SPECIAL THANKS T0 MIKE KELLEY FOR HELP WITH THE
KILLTRON Al AND OUR DISCORD 8005TERS FOR
THEIR SUPPORT

ORIGINAL SOUNDTRACK AVAILABLE ON BANDCAMP




