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exterior exterior exterior

9 album points required to enter
7 for 3 player game 6 for 4 player game

exterior exterior exterior

exterior location cards
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exterior

draw 1 card when you move
to this location

exterior exterior

interior

discard 1 card when you move
to this location

interior

draw 2 cards when you move
to this location

interior

exterior location cards

interior location cards
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interior interior

interior interior

interior location cards

your turn

if you lose a ghost fight,
choose move or play

attack order

1. draw 1 card
2. fight ghosts in stack order
3. move 1 location
4. play 1 card
5. discard to 7 cards

1. roll attack dice (and boss die)
2. apply automatic addition
3. apply automatic subtraction
4. apply player-assigned addition
5. compare final rolls to ghost effects
6. compare final rolls to ghost power
7. check for boss attack

interior

draw 1 card when you move
to this location

your turn

if you lose a ghost fight,
choose move or play

attack order

1. draw 1 card
2. fight ghosts in stack order
3. move 1 location
4. play 1 card
5. discard to 7 cards

1. roll attack dice (and boss die)
2. apply automatic addition
3. apply automatic subtraction
4. apply player-assigned addition
5. compare final rolls to ghost effects
6. compare final rolls to ghost power
7. check for boss attack

interior

draw 1 card when you move
to this location
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interior interior

interior interior

interior

interior location cards

interior

draw 1 card when you move
to this location
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interior

draw 1 card when you move
to this location

interior

draw 1 card when you move
to this location

interior interior

interior

interior location cards
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camera obscura cards

your turn if you lose a ghost fight,
choose move or play

if you play a ghost,
you may play another card

attack order

1. draw 1 card
2. fight ghosts in stack order
3. move 1 location
4. play 1 card
5. discard to 5 cards

1. roll attack dice / boss die
2. apply automatic addition
3. apply automatic subtraction
4. apply player-assigned addition
5. compare final rolls to ghost effects
6. compare final rolls to ghost power
7. check for boss attack
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your turn if you lose a ghost fight,
choose move or play

if you play a ghost,
you may play another card

attack order

1. draw 1 card
2. fight ghosts in stack order
3. move 1 location
4. play 1 card
5. discard to 5 cards

1. roll attack dice / boss die
2. apply automatic addition
3. apply automatic subtraction
4. apply player-assigned addition
5. compare final rolls to ghost effects
6. compare final rolls to ghost power
7. check for boss attack
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These cards should be cut 
out and placed in four sepa-

rate piles:
exterior locations (9 cards)
interior locations (20 cards)
camera obscura cards (4 

cards)

The tip cards are for player 
reference.

The cards in this document 
are not to be combined with 

the main playdeck cards!

tip cards


