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Overview

| T he gmal of T he Visitors is to survive the game until all of the Visit (sards hgwe
been exhausted. Duringgamﬁ Iag, the PIEHEFS will draw Visit (_ards which are

he location marked

then a[::[:‘:]icd to the game board, !35 aclcling a 5Pirit token to t

on the card. [F alocation has three SPirit tokens, a Visitor appears, which will

curse plagers in the same room as it as well as make players draw one extra Visit f K
T plag |
‘ |

L .__

FIEHEFS can combat the Visit (_ards ]:}5 using their | rinket (_ards. | hese can o
be used during the Ac_tiﬂn ]:I'IESE, and will C]EStFGH one 5Pirit token of the same ~ !
kind.
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NO T Fall the T rinket (_ards have been used or discarded, SimPIH
reshuffle the discarded Pile into a new | rinket Ca rd l:»i]f:.J and resume the game.
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E)uiiding the Manor

e F'EHErE. 1 i

‘ '!:irst SEPET'EtE the ]:DHEF manor

tile. T hen shuftf

e the rﬁmaining tiles

3

.1.

5

6

and draw a number of tiles

zi..

2

6

7

ﬁ_c]uivalfznt to t]—u: numl::u:r nc:'nc Plagara

and cliﬂziculty of your choice, as

2

6

7

8 |!

dESCribEd il"! tl—": tEbIE on t}.“: rlgl—lt Tai:ale GFTiIE Cﬂljﬂt PerDiH:icultH Levﬂland Haﬂer Number

A‘r-tcr you have selected the manortiles, start bui]c[ing it bg first Placing the ]:chr
manor tile, and then Placing the remaining tiles in any order at any Plar:r: of the

table, Prcvidiﬂg that the manor tile touches another manor tile ]:::3 way of a door.
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]:rf_:[::ariﬂg the Df:clcﬁ

Start b‘tj talcing all the cards marked
as “\/isit” cards, and separate all of
the \/isitor cards in them. Select
the \/isitor cards that match the
selected manor tiles for your game
board and discard the rest.

4 Players
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Sgupﬂrz‘thﬁ rﬁmaining Visitﬂr Visit carc]s, and SEPEI’EItE a number of them ::ctjal to the ¢

/number of Plagcrﬁ and chosen c:thFicuitBJ as described in the table above, without
Iﬂﬂking at the selected Visitor \/isit cards. |
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we:«’.t} take the regular Visit cards, and discard the cards of rooms that will not be in
:wlaﬂ for the current round. ShufHe the remaining cards, and add a Visitor Visit card

from your Previc:us-!g ﬁeParatec{ Pile to the Visit card Pi[e at random intervals, or

W}TEtEVﬁF WEB HGLI PFE'FEF.

: ]:gr the Trini(et card5I 5imP|3| shuffle them and Put them on the board.

Do the same for the E)Iig]—nt cards.
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- - Starting']?ﬂsitiﬂnﬁ

¥ : A]fter all the decks have been Prcparec[, 5r:l:>ara1:e the 5Pirit Tr::!-aens an:_lgrc:uP/them '

J acccrrc]ing to their icon. .

A]thardﬁ, P]ace all the F]aﬁer characters on the ]:GBEI" room of the manor, and the f |

%
game IS read&f to be started. :
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GEH’IEP]EH in | he Visitors is divided into | urns, which Plagf:rﬁ take one aftér th& ]
::rt}m‘:r until the end of the game. . '

| he turns are then in turn divided into [Thases, and work as acc::::rc]iﬂg to the follow-
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ing rules:

Visit [hase

T he Visit [Thase is the starting Phasc of the turn. |n it, Plagars will summon a \isit
from the Visit deck and !:Jring forth a manifestation of the \/isitors to the game

board.

On his turn, a Plaﬁer will draw one Visit card from the deck, Plus one Visit card for
cach active Visitor on the board. So it the board is clear, the Plagﬂr will draw 1 Visit

|\ card. | fthere are 2 Visitors alive on the board, the PLEHEF will draw 3 Visit cards.
T

:

Alter clrawing the card, the Plagcr immﬁdiatﬂl&}
EPPIEEE its eHects. | ach Visit card contains
information about the TSPE of SPirit T oken to be
{ igppiiccl, the ]_oc:atir:m inside a room, and the Koom
RS itself. Fiagcrs must then add one Spirit T oken

- ' h o the spcciﬁcatiﬂns of the Visit (_ard.

e

fisito rs. A window to another .
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MIMFORTANT NOTE. =3

F I]C this is the first turn of Pla . then instead of gming !:;5 "'fhh*“‘f?”'“'
the rules described above for drawing, on the first turn

of gamcplag, the Plagcr will draw a number of Visit (_ards E ffect

I':\.risit ca rc[)

ec]ual to the number of Plagcr&i in the game. Gameplag

then moves on to the next P!’IESE as normal.
H:gnu draw a Visitor Visit (_ard, and there is a]rcac]g a \isitor in the room, you do

not add a second Visitor to the roo. [ lowever, you still draw the extra card.

Tr:ih](et Fhase

T he T rinket ["hase is the second P|—|35e of the turn. |n it, PIHBEFE will collect T rinket
cards in order to Fig]—lt the \/isitors and their maniftestations.

Du rng this ["hase, Plaﬂers sim PIB draw two | rinket (_ards from the | rinket (_ard ;.

Pilf:.. T he Visitors has a maximum hand limit of 4 | rinket (_ards, thus if a P]a erhas !
S ?rn‘crre than 4 | rinket (_ards, he must discard as many cards as needed to gm% :
2 the dlloted 4 card limit.

s Action [hase
:4
- TI’IE Action "hase is the third P]—nasa of the turn. In it, P]aﬁars will be able to use their

2 action Paints to PEI‘FGI’H’I actions on the game board.
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. Duriﬂg this [Thase, PIES}EFS are allocated » Action ["oints, and can be used to Pcr‘:ﬂyr

| the following actions:

. Movig to:ncw room (1 AT)
. -UUsinga | nnket (_ard (1 /
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L ¢ Tq:r. move to a new room, the Gﬂ][j reciuirﬂment is that the Plager has one action Fﬂiﬂt'

to SP-EI'E.J and the room is connected to this current room via a door- p 7
Y.
il Tcr use a Trinkﬁ:t Carcl_, the P!E—]Ljﬂr must be in the same room as the ;ﬂtEH.dECl target, °
) . and the target must be of the same tb}FE as the Playcr’s Trinicct Card. ]:c:rr exa mF!]E‘.:
A Spirit Vessel | rinket (_ard can be used to remove 1 Visitor from the leat;}f;r’s |
/ 2 >

current room, but cannot remove any other kind of 5Pirit T oken.
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'Rcso|ution Fhase

After the P]ager has taken his action, the turn enters the Kesolution PI’IESE. /e

|f there are 3 manifestation marks in a room, a \/isitor is summoned and Placcd on that
room. (as shown in [mage A) (UHIESS there is Elrﬁadlj a \/isitor in the room!)

|f the current active Plaﬂrzr ends his turn in a room with a \isitor, he has to draw a bliglﬂ:
card. (as shown in Image B)

]magﬂ A

- Blight Fhase

This P}'IEISE takes Place afterthe Kesolution [Thase if a ..]afjer has to draw a bligl—nt card.
He may then draw a card from the b]ight Pi]ﬂ, T he E)ligEt (_ards posscss ditferent

te:n:t“ancl “effects”, but tl’lﬁ:!.;} all work mechanica”q in the same way in the game.

WI’IFH 3 F’]EBEF draws a Blight (_ard, heis cﬂzﬁctivclg cursed, and must move his
ﬂharqctﬂr back to the I:GBEF, as wel as discard all of his Trinicct Ca rds. |F a Plager
accumulates 3 E)Iight (_ards, then the game IS Over as the [ lders canot suceed divided.
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(iame Ending

The game ends in a loss if either of the Fﬂ”nwing conditions are fulfilled:
—'TI‘EEFE are 3 \isitors on the board at the end of a turn

~The E)]igl—lt (_ard Pilc has been exhausted
Ay Plager has 3 E)Iigl—:t (_ards.

| he game ends in a win if the Visit card Pilc has been exhausted.

The game is over at the end of the turn where either of the aforementioned events

taicfzs Place.
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Discover other games and c:]igital editions of our games at our website:

www.ka nsaigam::warks.cam
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