Eldritch Horror

Reference Guide
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This document is intended as a reference for all rules queries not
answered in the main rulebook. Unlike the rulebook, this reference
guide does not teach players how to play the game. Players should first
read the rulebook in it entirety, then use this reference guide as needed
when playing the game.
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There are 5 major sections of this guide:
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GlOSSATY evvueveiiiiiiiiiiieieiiiee e pages 2-12

The majority of this document is the glossary. This lists detailed rules
clarifications in alphabetical order by topic.
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Frenquently Asked Questions. ............... page 12



This section answers some commonly asked questions.
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Investigator Abilities........ccceeeevuerernnnennnn. page 13
This section lists detailed clarifications for investigator abilities.
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Optional Rules........cceuevieiiiiiiiiiiiiiieiinnnees page 14
This includes options for adjusting game difficulty and scoring at the

end of the game.
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This section contains a comprehensive list of topics and page numbers

that players may need to reference throughout the game.
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Quick Reference........cc.eeeevureiennreinnrennnnnes Page 16



The back page of this guide lists the phases of the game in an easy to
reference format.
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Read the rulebook before reading this document. After reading the
rulebook, players are ready to play their first game. As questions arise
during gameplay, players should reference this guide instead of the
rulebook.
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The Golden Rules

This reference guide is the definitive source of rules information. If
something in this guide contradicts the rulebook, the reference
guide is correct.

Effects on components (such as cards) sometimes contradict rules
found in the rulebook or reference guide. In this situation, the

component’ s effect is correct.



If an effect uses the word “cannot,” that effect is absolute.
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Glossary
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This glossary lists all gameplay terms and phases in detail.
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If you are unable to find a topic in this glossary, check the index on
page 15.
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Commonly Referenced Topics

There are a number of general topics that apply to many other topics.

Players are recommended to consult the following rules first:
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Component Limitations. ......cceeeeueeinriniieiieineeinereneennnes page 3
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CONTIICES . cetuteiieeiiee ettt et e e e ee e eeeaeeeeaaes page 4
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DiSCATAING. eeeuiirieiiniiiiiieeii et eee et e e e eneenaeens page 5
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Gaining Possessions and Conditions. .......c.ccceeueeennnees page 6
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Hidden Information. ........cceeeeeeureeiereinineiineeieeeeneeennen. page 7
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ROUNAING. evnieiiiieiiiieeiie et eeee e eea e eeaaeee page 10
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Acquire Assets Action
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As an action, an investigator on a City space tests #. Then he may gain

any number of cards from the reserve with total value equal to or less

than the test result.
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—If he is unable or chooses not to gain any cards from the reserve, he

may instead discard one card of his choice from the reserve.
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—An investigator on a space containing a Monster cannot perform this
action.
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Related Topics: Bank Loan, Reserve, Tests
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Actions
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During the Action Phase, each investigator may perform up to two
actions. The Lead Investigator performs his two actions first, then
proceeding clockwise around the play area, each other investigator
performs his two actions.
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—Each investigator is restricted to resolving each action once per
round.
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—If an investigator cannot or does not wish to perform an action, he



may choose not to perform his action or actions.
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— An investigator must fully resolve an action before performing
another action. For example, he cannot interrupt a Travel action with a
Trade action, and then continue moving.
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Related Topics: Acquire Assets Action, Component Action, Delayed,
Lead Investigator, Local Action, Prepare for Travel Action, Rest Action,
Trade Action, Travel Action
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Adjacent
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Two spaces are adjacent if they are connected by a single unbroken
path °
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Related Topics: Path, Space
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Ambush
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When a Monster ambushes an investigator, draw one random Monster
from the Monster cup. Then the investigator immediately encounters
it.
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—The Monster is not spawned. If it hasa “when spawned” effect, do
not resolve that effect.
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—After resolving the Combat Encounter, the Monster is discarded,
even if it was not defeated.
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—1If a specific Monster ambushes an investigator, do not draw a
Monster token. Instead, reference the Monster’ s attributes from a
token that has been set aside or is on the game board.
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—If a Cultist Monster ambushes an investigator, do not draw a Monster



token. Instead, reference the Cultist information on the Ancient One
sheet.
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—Unlike a normal Combat Encounter, if an investigator is ambushed
by a Monster and he defeats that Monster, he cannot resolve an
additional encounter.
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Related Topics: Combat Encounters, Cultist, Set Aside
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Ancient One
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—The Ancient One sheet chosen during setup determines the Ancient
One for the entire game.
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—The Ancient One’ s illustration is featured on the back of the Special

Encounters, Research Encounters, and Mysteries that correspond to it.
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—The Ancient One’ s effects may set aside Monster tokens or other

components.
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—The Ancient One sheet defines the specific information of Cultist

Monsters.
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—When the Ancient One awakens, flip the sheet and resolve its
“awakens” effects, if any.
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—Once flipped, the effects on the back of the Ancient One sheet

replace the effects on the front.
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—Once the Ancient One awakens, the investigators must complete the

Final Mystery on the back of the Ancient One sheet in addition to the

other Mysteries.
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—After the Ancient One has awoken, when an investigator is defeated

or devoured, that player is eliminated.
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Related Topics: Cultist, Doom, Mystery, Mythos, Research Encounters,

Set Aside, Special Encounters
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Bank Loan
RITEN
—When an investigator performs an Acquire Assets action, he may
gain a Debt Condition to immediately add 2 successes to his test result.
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—If an investigator already has a Debt Condition, he cannot acquire a
Bank Loan.
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Related Topics: Acquire Assets Action, Gaining Possessions and

Conditions, Reserve
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Clue

—Clues are kept facedown in the Clue pool until they are spawned,



discarded, or gained by investigators.
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—When a Clue token is discarded, it is placed in a faceup discard pile
near the Clue pool until the Clue pool is empty. When there are no Clue
tokens remaining in the Clue pool, place all discarded Clue tokens
facedown in the Clue pool and randomize them.
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—When an effect spawns a Clue, draw one random Clue token from
the Clue pool and place it on the space indicated on the front of that
token.
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—When an effect spawns a Clue on a specific space, draw one Clue
token from the Clue pool and place it on the space specified by the
effect. The space indicated on the front of the Clue token is not
referenced.
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—During the Encounter Phase, an investigator on a space containing a

Clue token may encounter it by resolving a Research Encounter.
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—An investigator may spend one Clue token to reroll one die when
resolving a test. There is no limit to the number of Clues he can spend
to reroll dice.
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Related Topics: Gaining Possessions and Conditions, Reroll,Research

Encounters
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Combat Encounter
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During the Encounter Phase, an investigator on a space containing one
or more Monsters must encounter each Monster on his space, one at a
time, in the order of his choice. An investigator resolves a Combat
Encounter by following these steps:
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1.Check Monster Effects: The Monster might have effects that alter how



the investigator resolves the combat. It is important to read the
Monster’ s effects before resolving any other part of the Combat
Encounter.
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2 Resolve Will Test: The investigator resolves the Monster’ s @ test.
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-If the Monster’ s horror is greater than the test result, the investigator
loses Sanity equal to the difference.
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3.Resolve Strength Test: The investigator resolves the Monster’ s ~ test.
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- If the Monster’ s damage is greater than the test result, the
investigator loses Health equal to the difference.
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- If he passes, the Monster loses Health equal to the test result. Indicate
this by placing a equal number of Health tokens on the Monster token.
The investigator and Monster lose Health simultaneously.
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— When a Monster has lost Health equal to or greater than its

toughness, the Monster is defeated and returned to the monster cup.
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—If a Monster does not have a @ or ~ test, the investigator does not
resolve that test.
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—If an investigator defeats every Monster on his space during the
Encounter Phase, he may resolve an additional encounter of his choice.
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Related Topics: Monster, Tests
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Complex Encounter

ZREH

Expedition Encounters, Other World Encounters, and Special
Encounters are all complex encounters.

ZREBAUREIES - RIES > REET -

—When an investigator resolves a complex encounter, he first resolves
the initial effect at the top of the card. Then he resolves one of the
other two effects: the pass effect in the middle of the card if he passed

the test during the initial effect or the fail effect at the bottom of the



card if he failed the test.
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—If a complex encounter’ s initial effect does not have a test, it will tell
the investigator which effect should be resolved next.
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Related Topics: Tests
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Component Action
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Components, such as Investigator sheets, Conditions, and possessions,
may grant an investigator more options during the Action Phase.
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—Like all actions, each component action can only be performed once
per round. Multiple investigators cannot perform the same action on a

component during a single round, except for local actions. For



example, if an investigator uses a component action on an Asset and
then trades it to another investigator, the new owner cannot use the
component action that round.
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—An action ability on an Investigator sheet can be performed only by
that investigator.
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—An action ability on a possession or Condition can be performed only
by the investigator who has the card.
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— Some components have local action abilities which can be
performed by any investigator on that space.
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Related Topics: Local Action, Possessions
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Component Limitations
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—An investigator can gain a card or token only if it is available.
- A card is available if it is in the deck, discard pile, or reserve.
Cards and tokens on a defeated investigator’ s sheet are not

available.
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—Clues cannot be spawned or gained from the Clue pool if the Clue
pool and discard pile are empty.
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—If an effect would spawn a Gate and the Gate stack and discard pile
are empty, advance Doom by one instead.
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—Monsters cannot be spawned from the Monster cup if the Monster
cup is empty. Set aside Monsters cannot be spawned if all set aside
Monsters of the named type are on the game board.
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—Any token, other than Clues, Gates, and Monsters, is always available.

If there are no remaining tokens of the specified type, track those



tokens on paper or with a small object such as a coin.
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—When a deck of cards is empty, immediately shuffle its discard pile
to form a new deck. The Mythos deck is never replenished.
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Related Topics: Discarding, Set Aside
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Conditions

—Condition cards are double-sided. An investigator cannot look at the
back of Conditions unless an effect allows him to.
—REERIVIE R R EHA EEANE  FRIFARCR ARSI SRIFRE B A REA
BREE R B H & -

—Conditions cannot be traded.

—An investigator cannot have multiple copies of the same Condition. If

he would gain a Condition that he already has a copy of, he does not



gain another copy of that Condition.
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—Some Conditions allow an investigator to perform unique actions as
described on the card.
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—If a Condition’ s effect does not list a limit, it may only be used once

per instance of the triggered event.

— AR —EIREE AR IR A PR ZRE TR EE 1 H ) A g 3 A T DARE A
— o
Related Topics: Double-Sided Cards, Flipping Cards and Sheets,

Gaining Possessions and Conditions, Traits

MHERREE @ SR BRI E - AR A YRDIRRE o RplE

Conflicts
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—If multiple effects would be resolved at the same time, the active
player decides the order in which they are resolved.
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—When investigators make a decision as a group, the Lead Investigator



makes the final decision.
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—If a card’ s effect contradicts the rules in this book, the card’ s
effect overrules these rules.
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— Restrictive effects on cards are absolute. For example, an
investigator’ s Detained Condition says, “You cannot move.” That
investigator cannot move or be moved by any action or effect.
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Related Topics: Eliminated, Health and Sanity
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Cultists
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—Unlike most Monsters, a Cultist Monster does not have information
printed on the back of its Monster token.
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—When an investigator encounters a Cultist Monster, he references the



Cultist information on the Ancient One sheet. This includes its @ test, »
test, horror, damage, toughness, and effects.
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—All Cultist Monsters have x and x icons printed on their fronts. These
icons remind players to check the Ancient One sheet, which may list a

“When this Monster is spawned,” or X effect.
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Defeated Investigator
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When an investigator has lost all Health or Sanity, he is immediately
defeated and resolves the following steps:
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1.Advance Doom:Advance Doom by one.
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2. Relocation:Move the Investigator token to the nearest City space.

Then lay the Investigator token on its side with a Health token on it to



indicate the investigator has lost all Health or with a Sanity token on it
to indicate the investigator has lost all Sanity.
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3. Collect Possessions:The investigator discards all Condition cards,
Health, Sanity, and Improvement tokens and places his possessions on
his Investigator sheet. Keep the sheet faceup and place it in a common
area, out of the way.
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4. Pass Lead Investigator:If the defeated investigator has the Lead
Investigator token, he must pass it to an investigator of his choice.
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Other Defeated Investigator Rules
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—If the investigator has lost all Health and Sanity, he chooses either a
Health token or a Sanity token to place on his Investigator token.
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— When an investigator is defeated, the player chooses a new
investigator at the end of the Mythos Phase. A player may not choose an
investigator that has been previously defeated during the same game. If
the player cannot choose a new investigator because there are none
available, he is eliminated.
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—If an investigator is defeated after the Ancient One awakens, that
player is eliminated.
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—A defeated investigator is not considered an investigator. A defeated
investigator cannot perform actions, resolve effects, or be affected by
effects that affect investigators.
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—If an investigator is defeated during an encounter or action, he
immediately stops resolving that encounter or action.
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—During the Encounter Phase, an investigator on a space containing a

defeated investigator token may encounter it by resolving the Defeated



Investigator Encounter on the back of the Investigator

sheet. The investigator resolves the Crippled effect on the back of the
defeated investigator’ s sheet if the defeated investigator’ s token has
a Health token on it or the Insane effect if it has a Sanity token on it.
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Related Topics: Eliminated, Health and Sanity
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Delayed
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When an investigator becomes Delayed, lay his Investigator token on
its side.
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—A Delayed investigator cannot perform any actions.
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—If an investigator becomes Delayed on his turn during the Action

Phase, he immediately ends his action and loses all remaining actions



instead of becoming Delayed.
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—Instead of performing actions during the Action Phase, a Delayed
investigator rights his Investigator token and is no longer delayed.
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Devoured
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When an investigator is devoured, he resolves the following steps:
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1. Advance Doom:Advance Doom by 1.
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2. Discard Possessions:The investigator discards all possessions,
Condition cards, Health, Sanity, and Improvement tokens and returns
his Investigator sheet and token to the game box.
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3. Pass Lead Investigator:If the devoured investigator has the Lead



Investigator token, he must pass the token to an investigator of his

choice.
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—The player chooses a new investigator at the end of the Mythos Phase.
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Related Topics: Defeated Investigator
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Discarding

ZHEHF

—An investigator can discard only his own possessions and Condition
cards.
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—When an effect discards a token from the game board, the active
investigator discards that token.
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—Whenever a card is discarded, it is placed in a faceup discard pile by
its deck.
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—Double-sided cards, such as Spells or Conditions, are immediately
shuffled back into their respective decks when discarded.

B HERA > MBASGIREE o AR R E B AN E 0] 44 B B AR
—When an investigator searches a deck for a specific card and does not
find the card he is looking for, he also searches that deck’ s discard
pile.
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—When a deck of cards is empty, immediately shuffle its discard pile
to form a new deck. The Mythos deck is never replenished.
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—When Clue tokens are discarded, they are placed in a faceup discard
pile near the Clue pool. If there are no Clue tokens remaining in the
Clue pool, place the Clue tokens from the discard pile facedown in the
Clue pool and randomize them.

—>E SRR ERR R EMEE EPCEESR RS BRI - ARG R
AR AR 7 0 FLEME RS R R R AR R EDE ©
—When Gate tokens are discarded, they are placed in a faceup discard
pile near the Gate stack. If there are no Gate tokens remaining in the
Gate stack, place the Gate tokens from the discard pile facedown in the

Gate stack and randomize them.
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—Monsters that have been set aside during setup are never returned to

the Monster cup. Instead, they are set aside when discarded.

—THE I BEYITEABEA R BEYIRE o [FIbE > SRR MR E — 55 A TR
B -

—All other tokens are returned to the token pool when discarded.

— HERMERCAE N B R B L A R4 B R Pt

—If an effect forces an investigator to discard a component and he
does not have enough of that component, he discards all of that
component instead.

YRR —ERCRER A B R | RS o it SR A RS ACrE > AR 5
P A RZBCAFE 2 U o

—Components that are not on the game board cannot be discarded
from the game board. If an effect forces investigators to discard a
component from the game board and there is not enough of that
component on the board, they discard all of that component instead.

— ANTERE SRR B _E 22 ISUAC 1 ANRE 45 25 3 H AR [ o a1 2R —fERSCREEOR A & B FTE
i35 51 e T4 STV 1 M = = D 40N 3o R A [ S A DR R W
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Related Topics: Double-Sided Cards, Set Aside
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Doom

K HZ W

—When Doom advances, the Doom token moves the specified number
of spaces toward the “0” space of the Doom track.

—H BB BAHEERS  BEK H 5P B @ Bk “0” ZIEEL -
—When Doom retreats, the Doom token moves the specified number
of spaces away fromthe “0” space of the Doom track.

—H BREBHEE RN - BEIK H 5P B @Bk 0" ZIERE -
—When Doom reaches the “0” space of the Doom track, the Ancient
One awakens.

—HEBIEIE R (07 I o SRR AR o

—After the Ancient One awakens, Doom cannot retreat. The Ancient
One sheet describes what happens if Doom advances after the Ancient
One awakens.

— B LIRS o BRI B § KR o BT E G A ER R A SR
TR AP A IR & 3 A JEE o

—If an effect advances Doom beyond the “0” space, Doom advances

to 0, the Ancient One awakens, and then Doom continues to advance



using the Ancient One’ s rules for advancing Doom.

IR AR HEE BRI E @R “07 ZIE » BRIEBHEER] 0 0 ik ik
W o Slf HL SR AHEAE > (S AR BRI o

Related Topics: Ancient One, Omen

MBS © e > Tk

Double-Sided Cards

B+

—Double-sided cards of the same type do not share a common back.
They can be identified by the card type under the card’ s name.

— E WA R A& R A 2 A R A T o M G388 AR IR & 7y
Al o

—Decks of double-sided cards remain faceup. Investigators may look at
the front of the top card of each deck of double-sided cards.

—E RO IR b o S8 B ] DUE B E U TH AR IR R &8 i R pL
— When an investigator draws a random card from a deck of
doublesided cards, he draws the bottom card.

—H A B R A R R PR A AT o AT B JES AR AR
—When a double-sided card is discarded, it is immediately shuffled

back into its respective deck.



—HE R -FE SRR o SRR GE R R R
—After a player shuffles a deck of double-sided cards, another player
cuts the deck.

—ENHIREDE 7B REHER 0 5B Y] — Kz o

Eldritch Token

JERrEa

— Eldritch tokens are a generic resource used by many effects,
including the Ancient One.

— R HERE R E R 2 BRI RY) > EARE SR o

—A component that places an Eldritch token on the game board
describes how investigators interact with that token.

— SR E LB A AR RC A BC I & A B M B aZ At ae ELB IR o
—An Eldritch token on the game board can be encountered only if the
component that placed it allows an investigator to encounter it.

—— Bk E b AR RC R RE R BRI RSB RET T A RE R A B
B o



Eliminated

— Eliminated players do not choose new investigators after being
defeated.

W IR BT SRAE H AR B 2 AN AE P 0T A aH & B 4076 o

— If an investigator is defeated and there are no undefeated
investigators available, that player is eliminated.
AR A B ENR - IRARBERBIR AT A BRED T - HIRa%H & B4
K e

—If an investigator is defeated or devoured after the Ancient One
awakens, that player is eliminated.

YR AL A B AR G R R R R e B RIEIX o

—If the investigators win the game, any eliminated players win as well.
—UIERHAE BIFERS 7 s > SaEIkRI TR LRI F]

—If all players have been eliminated, the investigators lose the game..
—UIRITA IR BEIL - A Bids’a R ek -

Related Topics: Winning/Losing

MR @ B/ R

Encounters
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—During the Encounter Phase, each investigator must resolve one
encounter. The investigators resolve encounters in turn order starting
with the Lead Investigator and proceeding clockwise around the play
area.

—ERBIEE > B E B HEIT S - A B M EHHE ARG
TEMERF$T K7 25 AT — A o

—If an investigator is on a space containing one or more Monsters, he
must resolve a single Combat Encounter against each Monster on that

space, one at a time, in the order of his choice.

—WIER— A E B R E AT A — S s E 2R (B 2628 B i L) 25 57 1l

i

AT EFIES > EEIEFHEEZE -

—If there are no Monsters on an investigator’ s space after he resolves
a Combat Encounter during the Encounter Phase, he may immediately
resolve an additional encounter of his choice.

—EBIEE > AR A BESTR E — RERFIE S % - HATtR A AR - At
R DISZ BV AT — RS M8 o

—If an investigator has the option of multiple encounters, he chooses
one.

—UER A B A S S ] L8R > (BB Hrh— T o

—If an investigator has a Detained Condition card, he resolves the back

of his Condition card instead of resolving an encounter. He does this



even if there is a Monster on his space.

YR E BRAHASIREE R A B8 iRAREE R B IR AR BT —K
B o b ZH S A > BV A & AT RS A BEIAALE -

Related Topics: Combat Encounters, Complex Encounters, Defeated
Investigator, Expedition Encounters, Location Encounters, Other
World Encounters, Research Encounters, Rumor, Special Encounters
FHRARE © B - SRS WEREINHE R - BIPES > tEEE » 52l
SEE REEE B  RRES

Epic Monster

FFRIED

Epic Monsters are treated like Monsters for all effects except as
described here:

AR AR A VIR BRIOR > BR T RAIRAE LS ¢

—An Epic Monster cannot be defeated by any effect except losing
Health equal to or greater than its toughness.

—>—EHFFREYIBR 1 RIS B AR LR 7 A e TR 5 & SRR T RK
SRER(H o

—An Epic Monster cannot be discarded.

— GRS R 5 -



—An Epic Monster cannot be moved, except by an effect on its token or

the component that spawned it.

— HEF R BV ITAEE) > FRIER AR ERIRCR - BEZBCIFRITTAERCR o

—Epic Monsters are never placed in the Monster cup.

— HEF R BEVITEAS A BEPIAL -

—When an Epic Monster is defeated, it is returned to the game box.

—HE B REHREYIBERE] - ERBA R EA

— “Monster 7 refers to a Monster and/or an Epic Monsters.
“Non-Epic Monster” refers to a Monster but not an Epic Monster.

— BB i ta R B e AR Y o IR EAREY)” fER0R Y 0 T

AJE R EFEREED) ©

Expedtion Encounter

—Expedition Encounters are complex encounters that may require an
investigator to resolve multiple tests.

—RIEEER G ERFE TSRS B -

— Each Expedition Encounter ° s back indicates the space it

corresponds to.

—RERENE R A F 5 i E A TR AT LB B PR MRS A i o



—All Expedition Encounters are shuffled into a single Expedition
Encounter deck. After a player shuffles the Expedition Encounter deck,
another player cuts the deck.

— TR B IR A R YIRS — R AL B o

—The Active Expedition token is placed on the space corresponding to
the top card of the Expedition Encounter deck. If the top card of the
deck changes for any reason, move the token to the appropriate space.
— R PR AT B 2] B 1 2 A e A T i 25 A LS AC R b 2 o A1 SR TE RS A
LS PRI B 4 JIRJEE R IR B AR R RS B E A B B A B | o

—During the Encounter Phase, an investigator on a space containing
the Active Expedition token may encounter it by drawing and resolving
the top card of the Expedition Encounter deck.

—TEEBREE  — (TR N A BRI R 2 R B n] DU 8 - i
ANLE B HEZIEMS R Z -

Related Topics: Complex Encounters

MBS © 2 BUE8

Flipping Cards and Sheets
W FRERIIR H

—When a card or sheet is flipped to its back side, immediately resolve



the effects on its back. Do not resolve effects that are triggered by
specific events, such as X effects.

ok R e R RS A T 0 SZANAS R AT ERRCR o« NEAH SRR
HRIROR > plan GER] R -
—When a card or sheet is flipped to its front side, do not resolve the

effects on its front.

—H IR R R ERE R AHAR B EmEPCR -

Gaining Possessions and Conditions
FELFHF H PRI EE
—Gaining a Random Card: Some effects instruct an investigator to gain
a card (for example, “Gain 1 Artifact” ). The investigator draws one
card from the top of the deck matching the specified card type.

- If an investigator gains a Spell or Condition that he already has, he
discards it and draws a replacement, repeating this process until he
draws a card he does not already have (if able).

- Double-sided cards are gained from the bottom of the deck.
—PEES R R | —LRBOR G R A BER R R (Bl > S 1
PERias” ) o Wi A Bt ie B R THER AT — TR LS
AR A BERS 7 R CASHEA I BHREGIREE - th7H 2588 2 AT — 3R
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—Gaining a Card with a Specific Trait: Some effects instruct an
investigator to gain a card with a specific trait (for example, “Gain a
Madness Condition” ). The investigator searches that card type’ s deck
then discard pile for the first card matching the specified trait and
gains that card. Then he shuffles the deck.

- An investigator that gains a Spell or Condition in this way searches the
deck for the first card matching the specified trait he does not already
have and gains that card.

—EGREEBERN R RO G fERH A B ER —R AR e B T
R (B P A —HEEIBIRRE” ) o Bxai A BICEIERRE - MR
PR AIENG S —SRIF A BRI o ZMRIRFRHEEE T

- A B DU I R R HE FR H 9 56 — SRR B PR R > et i R A M 1]
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—Gaining a Specific Card: Some effects instruct an investigator to
gain a specific card by name (for example, “Gain an Axe Asset” ). The
investigator searches that card type’ s deck then discard pile for the
first card matching the specified name and gains that card. Then he
shuffles the deck .

-If the named card is in the reserve, the investigator gains that card

instead.



-If the specified card cannot is not found while searching, he does not

gain a card. For instance, if other investigators or defeated

investigators possess all copies of the card or all copies of the card have

been returned to the game box.

R —IRIEEN R | — SRR GRS — R faE AR R (Bl
T 1 RFHERE" ) o % A BICHEMHE - FEEMER R AIET

—IRINEIABIESE E BRI RHE o ARIRFRAHERETE o

AR E FRAL T RE I - IR ARA & B iE R E 2 X o
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— Gaining a Card from the Reserve: Some effects instruct an

investigator to gain a card (sometimes with a specific trait) from the

reserve (for example “Gain 1 A ally Asset from the reserve” ). The

investigator gains one card of his choice that matches the specified

trait from the reserve.

Ik S — Rk R —~BOR G A B AE (AR ER TN

fon) JES—IRM (Bl > “IRERE IR 1 SR AR ) o i & BtiEfk
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—Gaining a Clue: Some effects instruct an investigator to gain a Clue.

The investigator takes one random Clue token from the Clue pool, and

places it near his Investigator sheet. When a Research Encounter card



instructs the investigator to “gain this clue,” he gains the Clue token
from his space.

SERRAR BRI R A BB IRAR o LA B RIS
PR — R AR R LB B & BRI ST - i a B MR as #
RERAER 7 (ES ERTHERS ERIBKAR R -

Related Topics: Double-Sided Cards, Possessions, Search

MHEPEE © B~ FFAY  BR

Gate

ol

—QGates are kept facedown in the Gate stack until they are spawned .
—RICMEERCALA R ITFIHERF RIFIE A RCE > BEIeMgnTA: o

—When Gate is closed, it is discarded.

—ERITMRR » HARG IR EE -

—When a Gate is discarded, it is placed in a faceup discard pile near
the Gate stack until the Gate stack is empty. When there are no Gates
remaining in the Gate stack, place all discarded Gates facedown in the
Gate stack and randomize them.

—HEIOTMIER R TR IR B RERIOTMIHES BRIEME - 53120
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—When an effect spawns a Gate, draw one Gate token from the top of
the Gate stack and place it on the space indicated on the front of that
token. Then spawn one Monster on that space.

—H —EARCRATA TR RERTTPIHETH AN —HERTTPIRERL A H e i
A B BRI O IRS o AMBIERZHLES A — Y

—If a Gate cannot be spawn because the Gate stack and discard pile are
empty, advance Doom by 1 instead.

YRR 2 2R I M LA i 5 2 1T TR AT 2R SROe Ry DUHERE 1 A S dife 8
#IRE o

—During the Encounter Phase, an investigator on a space containing a
Gate may encounter it by drawing and resolving an Other World
Encounter.

—TEEBREE — LR RHEA RoTFIEs R B a] DUSETHGE H — RS
SEBFRERL -

Related Topics: Other World Encounters

MHEAREE © B FUES

Health and Sanity

L A



—FEach investigator starts with an amount of Health and Sanity equal to
his maximum Health and Sanity, respectively.

— B A B ARG AR R 77 IS S H A o s A B o R(ELR A A ~ #l R AR
AL ©

— An investigator cannot recover Health or Sanity beyond his
maximum Health or Sanity, respectively.

——z A B TR AR A el R 1R i 25 B R RORE -

—Health or Sanity tokens that are marked witha “3” represent three
single Health or Sanity tokens, respectively. Players may swap a “3”
token for three single tokens or three single tokens for a “3” token
at any time.

A e R EAREIEBUE 37 FOR=MA an e I RD o Bk BERY n] DA
—H “37 BEEERC SR = MUSERD 0 U = MUSERC SRR — AR 37 B o
—When an investigator loses Health or Sanity, he returns an equal
number of Health or Sanity tokens to the token pool.

—HE A B R R A s R IR o AR R ) A A e R R e A AT
ith o

—If an investigator has zero Health or Sanity, he is defeated.
SR E BREFA A an el e o Hpi () o

—Effects that prevent the loss of Health or Sanity cannot be used when

an investigator spends Health or Sanity.

—— AR5 kR R A A B R RIROR » SRR — AR & SRR B A an el 1R
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—An investigator cannot spend Health or Sanity if doing so would
cause him to be defeated (i.e., he cannot spend his last Health or
Sanity).

ARG EREH SR E > RIS B RS TR el (T - th
mIZAEEMIRIRA E e ) o

Related Topics: Defeated Investigator, Spend

MRS - REINREE - FEH

Hidden Information

Some information is intentionally hidden from players. The following
cannot be examined by players unless they are instructed by some
effect:

ERA BB MRS - LUMEGIAREHIIR AR © FRIEARCR TR
o JEEf

N

i
—The back of double-sided cards, such as Spells or Conditions.
—E A A& 0 ELANBEERSUIREE -

—The order and specific cards found in any deck.

— AR IR R A3 TR R AL ) R P



—The front of Clues or Gates that are in the Clue pool or Gate stack.
AR R ITTMTHE A SC IR IR A

—Mythos cards that have been returned to the game box.
— Bl sk RS R o

Information that is not hidden includes the following.
DU G BIA 8 i Rk & A,

—The back of Monster tokens.

—EYIEEC A A o

—The cards in discard piles.

— T A )RR o

—The information on the back of Investigator sheets.

— i A B R A T &

—The information on the back of Ancient One sheets.

— J vl R i L T R

—The information on the back of Clue tokens that are in the discard

pile or held by an investigator.

— R N e A B R A AR R AR A A I &R

Although players may legally look at this information, they may find

the game more exciting if they do not look at this information unless

instructed by some effect. In addition, we recommend a player other

than the active investigator reads encounter cards and does not reveal

the results of passing or failing a test that has not yet been resolved.



AP LA AR i S (EA P AT RE & R BRRIFARCR ART S RIEAE 2
SEREER o RIS AR R S A T o BEAh > TRV R F BT S AR I B AT E AR
B+ M BAERE Z AT At 2 255 B A el R OE T R R

Improving Skills

1ET1EHE

—When an investigator improves a skill, he gains an Improvement
token for that skill with the “+1” side up.

If an investigator improves a skill and already has an Improvement
token for that skill, he flips that token to the “+2” side instead.

—H (A E BRI —IEBRERF © tE1S —HGZERE R R T RRD DL 417
THICE o

AN A B THEGRE GRS E 1R HRRD - kR Rz s aC®] “+27 mifE
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—An investigator cannot improve a single skill more than twice.
——NzFH A B A THRER THE A X

Related Topics: Skills, Tests

MBI @ HRE - H 58



Investigator
R
—The word “investigator” refers to a player, the character he
controls, and that character’ s Investigator sheet and Investigator
token.

AR —wfERR AR RHPERIR A R A B R A
B -
—A active investigator refers to the investigator currently performing
actions or resolving an encounter. During the Mythos Phase, the Lead
Investigator is the active investigator.
—— N2 AT E B iR EANEERITITE T A BRI A R o fEEERE
B ERHEEMEEATHER -
—FEach Investigator sheet has an action ability that the investigator may
perform during the Action Phase and a passive ability that affect how
he and other investigators interact with the game.
—> B A B EECA — e & BRI T BN R BRI TRIITEIRE ) DU — 1A
RES 50 Bt AN HA 58 & B 28 BB BN e
—Each Investigator sheet lists the investigator’ s maximum Health
and Sanity and five skills: Lore ([]), Influence (#),Observation (*),
Strength (~), and Will (@).

&y E B EERYIH Tz A B R e AR BRORME > DU UIHTRE | 5
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—The back of each Investigator sheet indicates the investigator’ s
starting location, including a map for reference, and his starting
possessions, Conditions, and effects.

It also indicates the investigator’ s defeated investigator encounters,
including a Crippled effect and an Insane effect.

—Hri A IR A A RS 7% E B GHES (RAAtE A E) - iR
FrAY) ~ IREEFI SRR -

BHHE BWRRIRIEBANE » A GRE AN — MRS -
Related Topics: Defeated Investigator, Health and Sanity,Lead

Investigator, Skills

aut
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Lead Investigator

B e &

—The player who has the Lead Investigator token is referred to as the
“Lead Investigator” by cards and effects.

—>RBEROR AN “EREHRER” PUiaE AR A B R E BRI -

—When players perform actions during the Action Phase or resolve

encounters during the Encounter Phase, the Lead Investigator begins



and play proceeds clockwise around the play area.
—S>ERRMHEATHIREBRPUTITE) » BB P T BN - A g &
bidh o 3T IRIERE R 7 2 E A T, o

—During the Mythos Phase, the Lead Investigator resolves a Mythos
card.

—TERIGEREEL » B A BB — R EE o

—At the end of the Mythos Phase, the Lead Investigator may pass the
Lead Investigator token to another investigator of his choice.
—PiEE P B AL RN - B A A B ] DURE i R B B RO A2 Ae — AT it & 152 1Y
HAth IR -

—When investigators make a decision as a group, the Lead Investigator
makes the final decision.

—H A BMFREME LRI > R A BRI & e -

Related Topics: Conflicts

FHBARERE © E2EF JE R R

Location Action
HETTE)
Some actions on possessions and conditions are identified asa “Local

Action” on the card in bold.



—RAYEGIREE ERTEIE RS S “HEITE” -

—An investigator may perform local actions on his own possessions
and Conditions.

——REE BRI DUUT B SR A EGIREE ERyETH) -

—Any investigator on the same space as the investigator that possesses
a card with a local action may perform that local action.
—{EATTFH A BT DU T E AT b HAER & B R B AR T E) o
—A local action can be performed by each investigator once per round.
Multiple investigators may perform that action during the course of a
single Action Phase.

—> A A TE) R B S R RESF A A BT — R o — A & AT B n] DUE— AT
IR RS AAE R PIT R o

Related Topics: Space

FHEAPERE © RS

Location Encounters

ViR

—During the Encounter Phase, an investigator may encounter his
space by drawing a General Encounter card and resolving the effect

that corresponds to his space’ s type.
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—During the Encounter Phase, an investigator on Arkham, Buenos
Aires, or San Francisco may encounter that space by drawing an
America Encounter card and resolving the effect that corresponds to
his space’ s name.

—TEEBREEL > — (R AR R ARHEE ~ A7 B o EE R T e = i Ak & B ] DT —
TRIZINE A R ARET R - WAHE R LB E R4 7 LR RIRER -
—During the Encounter Phase, an investigator on Istanbul, London, or
Rome may encounter that space by drawing a Europe Encounter card
and resolving the effect that corresponds to his space’ s name.
—TERAREE > — R R OHTEAG AR ~ B 1S A FH A B a] DU — SR 2
BRAET - IUEE > WATE R R BT UERCRIROCR

—During the Encounter Phase, an investigator on Shanghai, Sydney, or
Tokyo may encounter that space by drawing an Asia/Australia
Encounter card and resolving the effect that corresponds to his

space’ s name.

—TEREBREE > — MR Bl B JESER R H A B A] DU —5R 5 8 R oK
BT —EB - ASHE R B E TR A UEACRYRCR

—FEach named non-Expedition space on the game board has a brief
description below its name that explains the most common effect that

appears on encounter cards for that space.
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Related Topics: Space

FHBARERE @ kG

Monsters

=Y

—Monsters that are not spawned or set aside are kept in the Monster
cup.

AR BTH B 2R BT B o

—When an effect spawns a Monster, draw one Monster token from the
Monster cup and place it on the space indicated by that effect.

—E ORI HERYIRE > RV I — AR RS RS R R P TE
TERHRLZ | o

—If a Monster has the ~ icon on its front, resolve the “When this
Monster is spawned” effect on the back of that token when it is
spawned.

R -G IERE S A (RTARCR] B » EHATA R ZH &S RO A
) e MR A AR BOCR -

— During the Encounter Phase, if an investigator is on a space

containing a Monster, he must encounter it by resolving a Combat



Encounter.

—{EEBME AR EBRE AT EEEREY) At b A B 2 4T — UK
[ 7 -

— When a Monster has lost Health equal to or greater than its

toughness, it is defeated.

—H—EEYR BN AR T - AR o

—When a Monster is defeated or discarded, it is returned to the

Monster cup and the cup is randomized.

—H B REYPRE R EER o R BRI RDE -

— “Monster 7 refers to a Monster and/or an Epic Monsters.
“Non-Epic Monster” refers to a Monster but not an Epic Monster.

— “RY” —aifanE Y B e AR o “JESRER AR 1R

B BEAHS REAREY) -
Related Topics: Combat Encounters, Epic Monster, Set Aside

MBI @ BRI o SaraRk By > THE

Monster Surge
FE) 155
—To resolve a Monster surge, spawn a number of Monsters as

indicated by the Reference card on the space indicated by the effect.



1-2 Players: 1 Monster.

3-6 Players: 2 Monsters.

7-8 Players: 3 Monsters.
TRV EATA M B RTINS R LR S R YY) -

1-2 AR 1 HEEY).

3-6 #Iiz: 2 HEY).

7-8 #Iiz: 3 HEY)
—If a Mythos card has the Monster Surge icon, resolve a Monster surge
on each space containing a Gate that corresponds to the current Omen.
If there are no Gates on the game board that correspond to the current
Omen, spawn 1 Gate instead.

A aRES R LA RYERER R R A B E AT RS B A LA AR
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Related Topics: Monster, Mythos

MHBIERE @ 27 > phai &

Mystery
=)

Investigators must solve a number of Mysteries to win the game. The



number of Mysteries is indicated on the Ancient One sheet.

A 25 BP0 JE 89 Bl — o S P ) IS0 55 ) = 248 e k1 ) R T & S
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—The illustration on the back of each Mystery card indicates the
Ancient One it corresponds to.

—> At [ B AR A A B A S e A LR AL i 252 o

— “Active Mystery” refers to the faceup Mystery card in play that has
not yet been solved.

— “HATHE” S50 IETEAR  MARIEE ~ IEHEH_EAEE R

—When the active Mystery is solved or removed from play, discard all
tokens on it or placed by it. Then draw a new Mystery, placing it on top
of any solved Mysteries.

—1EE AT BHE s ERIRy - R e _E BRI R BCE R ALY - 2R
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—If a solved Mystery is shuffled into the deck or returned to the game
box, that Mystery no longer counts as a solved Mystery.

—% R 8 B (Y7 4 B e [l he A % HH 22K+ IR 7 SRt B AN RE P A 2 — IR
C B AL o

—If the Ancient One awakens, investigators must solve the Final
Mystery on the back of the Ancient One sheet in addition to the
Mysteries.

SR E R HNARE > (5 — (BRI MR > 3 A S 0028 248 A H R B e 1
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Related Topics: Ancient One, Winning/Losing

FHEAREE © e B/ R

Mythos

et <

—If the Mythos deck is empty, the discard pile is not shuffled into the
deck. Instead, if a Mythos card cannot be drawn, the Mythos Phase
ends and investigators lose the game.

—URPFEE R TS N & PR R R DR (] LR Y o 4 SR AT P — SR A a
o MERZANEERE B AS RN » S A Bl fiia 5 sk -

—After resolving a Mythos card with the Ongoing trait, place the card
in play near the Ancient One sheet. It remains in play until it is
discarded.
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—If a Mythos card has the X icon on the lower-right corner, it is a
reminder that the card has a X effect. That card does not cause other X

effects to be resolved.
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Related Topics: Clue, Gate, Monster Surge, Omen, Reckoning,
Reference Card, Traits, Winning/Losing, Mythos Card Icons (on page
16)
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Nearest
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When determining the “nearest” space or token, find the space or
token separated by the fewest number of interconnected paths.
TR ARy s EATECIR  PEAH R B D R R AR < R R B R R A
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—If two or more spaces are tied for nearest, the active investigator
chooses.
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—If the origin space matches the specifications or contains the
specified token, that space or token is the nearest.
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Related Topics: Path, Space
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Omen

T

—The “current Omen” is the icon on the space of the Omen track
containing the Omen token.
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—When the Omen advances, move the Omen token the indicated
number of spaces clockwise around the Omen track one space at a
time. For each space it enters, advance Doom by one for each Gate on
the game board that corresponds to the current Omen.
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Related Topics: DOOM
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Other Worlds Encounters
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During the Encounter Phase, an investigator on a space containing a
Gate may encounter it by drawing and resolving an Other World
Encounter.
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—Other World Encounters are complex encounters that may require an
investigator to resolve multiple tests.

—RIFUEB R - HZBEE > B REFEORKHAE B#ITZ KRB -
—When an Other World Encounter says, “this Gate,” it is referring
to the Gate being encountered.
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—While an investigator is resolving an Other World Encounter, he is
still considered to be on his current space and is not removed from the
game board.
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Related Topics: Complex Encounters, Gate
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Path

Each path connects two adjacent spaces and has one of the following
types: Train, Ship, or Uncharted. The legend on the game board
identifies each path type.
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Related Topics: Adjacent, Space, Travel Action
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Possessions

FAY

—An investigator’ s possessions include his Clue tokens, travel ticket
tokens, Asset cards, Artifact cards, and Spell cards.
—>—{iEBRA Y BRI R ~ IR ~ EE R My ROURBETA
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—An investigator’ s possessions may allow him to perform unique

actions as described on the card.



—iH & BRRFAYI A RE & 2 iR it — L AIE R L R TR AT -

—If an effect does not list a limit, it may be used only once per instance
of the triggered event. For example, if an Asset allows an investigator
to recover 1 additional Health when he performs a Rest action, he may
only use that effect once per Rest action.
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Related Topics:Component Action, Gaining Possessions and

Conditions, Trade Action
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Prepare for Travel Action
HBHETTITE)
As an action, an investigator on a City space gains one travel ticket.
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—If his space is connected to any adjacent space by a Train path, he
may choose to gain one Train Ticket.
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—If his space is connected to any adjacent space by a Ship path, he



may choose to gain one Ship Ticket.
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—An investigator cannot have more than two travel tickets. If he
already has two travel tickets when he performs this action, he may
discard one travel ticket before gaining a new travel ticket.
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Related Topics:Travel Action
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Random Space

When determining a “random space,” discard a Clue token from
the Clue pool and use the space indicated on the front of that token.
RS “PEMIES” IRF o TEAR R 2 IR MR R RD 0 IR A HARC R
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—If there are no Clue tokens remaining in the Clue pool or discard pile,

the Lead Investigator chooses a space instead.

ARG R MR E YT O 52 o ARL i & R & B AR PEN B



Reckoning
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When resolve reckoning (X) effects, use the following order:
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1. Monsters: Resolve the X effect on each Monster on the game board
that has the X icon on its front, if any.
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2. Ancient One:Resolve the X effect on the Ancient One sheet, if any.
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3. Mythos cards: Resolve the X effect on each Ongoing Mythos card in
play, if any.
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4.Possessions and Conditions:Starting with the Lead Investigator and
proceeding clockwise, each investigator resolves the X effect on each
possession and Condition he has, if any, in the order of his choice.
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—Reckoning effects are proceeded by a X icon.
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—Components with X effects have the x icon on the lower-right corner



as a visual reminder.
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—If a Monster is spawned or an investigator gains a component while
investigators are resolving X effects, they do not resolve the X effect on
that Monster or component.

—UREHAE BT (ER] ZCRIM - — STt - A S —
FEACH: - R A S sh Rz sie kB (53R RCR -

Reference Card

BB F

—During setup, place the Reference card that corresponds to the
number of players by the game board.
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—The Reference card indicates the number of Clues and Gates that are
spawned by Mythos cards and the number of Monsters spawned by
Monster surges.
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Related Topics: Clue, Gate, Monster Surge, Mythos
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