Listen (1 AP) - Your opponent must reveal one of
the rooms in the Move section ( #*) of their cur-
rent location. Your opponent is not required to
reveal new information as long as the information
they provide is true.

Trigger Room Effect (varying AP) - Reveal your
current location, pay the listed AP cost, and
resolve the Effect.

NOTES

Reveal: To reveal a location, simply say its name.

Second Floor: The Bedroom, Hall, Library, and
Balcony are on the second floor.

Traps: You will not take a hit from detonating a
trap in your current location.

WINNING THE GAME
The first player to hit their opponent twice wins
the game!
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DALCONY

\}

Hall, Foyer
Balcony, Hall, Foyer,
Kitchen, Dining Room

PASEMENT

Foyer, Dining Room, Library

Basement, Foyer, Dining
Room

Control Panel (1 AP): Place a trap in
any other room. It cannot be activated
manually, but activates automatically

at the beginning of your next turn
without costing any additional AP.

7 A

R N

Balcony. Basement,
Kitchen, Dining Room
Foyer. Dining Room,
Kitchen

Echoes (0 AP): Listen for 0 AP. If your
opponent is on the second floor, they must
reveal their exact location.

DEDROOI

- Hall, Kitchen I
- Bedroom, Hall, Balcony I

Flood Lever (1 AP): Flood the Basement. A
player in the Basement takes 1 hit and
must immediately move. The Basement is
inaccessible until your next turn.

Balcony, Bedroom, Library

Hall, Balcony, Bedroom,
Library






KITCHEN

Bedroom, Dining Room,
Foyer

Kitchen, Dining Room,
Foyer

KITCHEN

Bedroom, Dining Room,
Foyer

Kitchen, Dining Room,
Foyer

|| Energized (0 AP): If you start your |
| turn in the Kitchen, you have 3 AP ||
| this turn. 1

LIDRARY

Kitchen move |mmed|a’rely to the | '
Basement. If the Basement is flooded, ||
| ’rhey ’roke ] hl’r and move agmn

: | Hall, Bcsemem ?
[ Library. Hall Balcony E
m

I Sa .x'.'
| Trap Door Switch (1 AP) A player in the ||
Kitchen move immediately to the ||
Basement. If the Basement is flooded. ||
| ’rhey ’roke ] hl’r and move agmn

b S

b
g

Bedroom [| Hall Library

Balcony

]

Kitchen

Dining
Room

Foyer

Basement

b
S =]
Bedroom [| Hall Library
Balcony
Kitchen
Dining
Room
Foyer

Basement




REFERENCE

Players may spend 2 AP per turn.

Move (1 AP): Move to an adjacent
room.

Shoot (2 AP): Reveal your location to
fire a shot. You must immediately
move to an adjacent room.

Listen (1 AP): Your opponent must
reveal one room which they could
Move to next turn.

Trap (1 AP): Turn your location card

90 degrees to set a trap in that

room. Limit of 2 traps per player.
_OR_

If you have already placed a trap,

detonate it.

Trigger Room Effect: Trigger the ‘

effect of your current location.

REFERENCE

Players may spend 2 AP per turn.

Move (1 AP): Move to an adjacent
room.

Shoot (2 AP): Reveal your location to
fire a shot. You must immediately
move to an adjacent room.

Listen (1 AP): Your opponent must
reveal one room which they could
Move to next turn.

Trap (1 AP): Turn your location card

90 degrees to set a trap in that

room. Limit of 2 traps per player.
_OR_

If you have already placed a trap,

detonate it.

Trigger Room Effect: Trigger the ‘

effect of your current location.




DALCONY

\}

Hall, Foyer
Balcony, Hall, Foyer,
Kitchen, Dining Room

PASEMENT

Foyer, Dining Room, Library

Basement, Foyer, Dining
Room

Control Panel (1 AP): Place a trap in
any other room. It cannot be activated
manually, but activates automatically

at the beginning of your next turn
without costing any additional AP.

7 A

R N

Balcony. Basement,
Kitchen, Dining Room
Foyer. Dining Room,
Kitchen

Echoes (0 AP): Listen for 0 AP. If your
opponent is on the second floor, they must
reveal their exact location.

DEDROOI

- Hall, Kitchen I
- Bedroom, Hall, Balcony I

Flood Lever (1 AP): Flood the Basement. A
player in the Basement takes 1 hit and
must immediately move. The Basement is
inaccessible until your next turn.

Balcony, Bedroom, Library

Hall, Balcony, Bedroom,
Library






