i o - - -
oAl ’
e r X
”~
% ot v
{ LY

?;‘I:"Jv"}"",i -
o

4
4
.
' .
b3
¢
£e
-
:.'
it
P
¢t IR
y | -
4
]
| § i
"'_ iy
pe -y
&
¥V
» g L
"; L ¥
] .
4 ; o A
: =
L]
it
§ U | g
. T 3
4 oo sl "
a .
X " 4]
i eF 14 4

.

L1




A GAME OF GROWING INSANITY
BY JORDAN AND MANDY
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GAME OVERVIEW

IN GATES OF DELIRIUM, EACH PLAYER WILL HAVE A HAND OF ACTION
CARDS, WHICH ARE SPLIT INTO TWO PARTS: ONE PART SANE, THE
OTHER PART INSANE. EVERY ROUND, THE START PLAYER WILL DECIDE
IF IT IS A SANE OR INSANE ROUND, AND PLAYERS CAN ONLY TAKE
THE ACTIONS ON THE CORRESPONDING PART OF THEIR CARDS.

DURING SANE ROUNDS, YOU WILL SEARCH FOR MAP FRAGMENTS AND
LOST PAGES TO A SECRET TOME, WHILE DISPATCHING INVESTIGATORS
FAR AND WIDE TO HELP YOU IN YOUR CAUSE. DURING INSANE
ROUNDS, YOU WILL COLLECT ANCIENT RUNES AND BUILD GATES TO
RELEASE MONSTROSITIES FROM A PARALLEL DIMENSION.

THE GOAL OF THE GAME IS TO SCORE THE MOST POINTS BY THE TIME
THE LAST MONSTROSITY IS RELEASED THROUGH ONE OF THESE GATES
OF DELIRIUM.
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1 GAME Marp

90 GATE CARDS
22 INNSMOUTH
18 SALEM
18 ARKHAM
16 KINGSPORT
16 ROCKPORT

& W

4O INVESTIGATORS

(10 PER PLAYER)

4L  PLAYER JOURNALS
(1 PER PLAYER)

e

mn

7

6

b ;
— t‘r\-.w_w re—

SCORE MARKERS
(1 PER PLAYER)
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GAME SETUP

‘GATE DECK AND PLACING

[ ke
Bp— .".-A-.v'!_-fﬁ?\'-‘mfj"

PLACE THE GAME MAP IN
IRLIESSCIENITTE REOIESTHIEMPISAY:
AREA, WITH THE APPROPRIATE
SIDE FACE UP, ACCORDING

TO PLAYER COUNT: ONE SIDE
IS FOR GAMES WITH 3+
PLAYERS AND ONE SIDE IS
FOR GAMES WITH 2 PLAYERS.

SHUFFLE THE ACTION CARDS
TO FORM A FACE-DOWN DECK.

SHUFFLE THE GATE CARDS TO
FORM A FACE-DOWN DECK.

CREATE THE GATE SUPPLY
BY REVEALING FOUR CARDS
BRIOMESTHESHFOP SO RSNTIE E

THEM IN A FACE-UP ROW
NEXT TO THE GATE DECK.

PLACE THE MONSTROSITY
DISCS FACE UP IN A STACK,
ARRANGED IN ASCENDING
ORDER OF VALUE (I.E., WITH
THE LOWEST VALUE ON TOP,
HIGHEST VALUE ON BOTTOM).

SHUFFLE THE SCROLL CARDS
AND PLACE ONE, FACE DOWN,
IN EACH CARD SLOT ALONG THE
TOP EDGE OF THE GAME MAP.

V- as &ﬂe\i KW ds \ w(/( ever J>£<



7. CREATE A PILE OF
DESPERATION TOKENS,
PLACED WITHIN REACH G 3
OF ALL PLAYERS.

sany inatony B

8. GIVE EACH PLAYER THE PLAYER
JOURNAL, SCORE MARKER,
AND 10 INVESTIGATORS IN =
THEIR CHOSEN COLOR. S

9. PLACE THE SCORE TOKENS
NEXT TO THE SCORE TRACK.

10. FROM THE ACTION DECK, DEAL
EACH PLAYER FIVE CARDS
AS THEIR STARTING HAND.
EACH PLAYER SHOULD KEEP
THEIR HAND OF CARDS HIDDEN
FROM THEIR OPPONENTS.

11. DETERMINE WHO WILL BE
THE START PLAYER AND GIVE
THEM THE SANITY DISC.

dusk 5 Buiek (}wech@rub. J(zeg@r.e \ izeﬁg(wc

).

6

NOTE: FOR GAMES WITH TWO PLAYERS, THERE ARE SOME ‘f T
EXTRA SETUP STEPS YOU MUST CARRY OUT. FOR DETAILS,
SEE TWO PLAYER GAMES, p. 17/.
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ROUND SEQUENCE

" _#THE GAME IS PLAYED IN A SERIES OF ROUNDS UNTIL

e |

vy

THE END OF THE GAME OCCURS. AT THE START OF EACH
ROUND, THE CURRENT START PLAYER CHOOSES WHETHER IT
WILL BE A SANE ROUND OR AN INSANE ROUND, FLIPPING
THE SANITY DISC TO INDICATE THEIR CHOICE.

DURING A ROUND, EACH PLAYER TAKES A SINGLE TURN, BEGINNING
WITH THE CURRENT START PLAYER AND PROCEEDING IN CLOCKWISE
ORDER. EACH PLAYER MAY ONLY TAKE ACTIONS CORRESPONDING TO
THE CURRENT ROUND TYPE, AS CHOSEN BY THE START PLAYER.

AT THE END OF A ROUND, THE CURRENT START PLAYER PASSES
THE SANITY DISC TO THE PLAYER SEATED ON THEIR LEFT, AND
A NEW ROUND BEGINS WITH THAT PLAYER AS THE NEW START PLAYER.

TAKING J0UR TURN

ON YOUR TURN, YOU MUST PLAY TWO ACTION CARDS FROM HAND,
ONE AT A TIME. IN ADDITION, YOU MAY (BUT ARE NOT REQUIRED
TO) SPEND DESPERATION TOKENS TO TAKE DESPERATE ACTIONS, AT
ANY TIME DURING YOUR TURN. AT THE END OF YOUR TURN, YOU
WILL REFILL YOUR HAND BY DRAWING TWO NEW ACTION CARDS.

PLAYING AcCTION CARDS
WHEN YOU PLAY AN ACTION CARD, YOU MUST REVEAL IT FROM YOUR

- HAND, THEN PERFORM THE ACTION SHOWN ON THE PART OF THE

GARDIEHAT SCORRESROINDSS TO0 THESCURRENT fROUNDESTY PE. - EBTHER
SANE OR INSANE.
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THE SANE PART OF AN ACTION THE INSANE PART OF AN ACTION

CARD HAS A WHITE FRAME. CARD HAS A DARK FRAME.,

AFTER TAKING THE ACTION, PUT THE ACTION CARD IN THE DISCARD
PILE, UNLESS IT SHOWS ONE OF THE THREE TYPES OF ARTIFACTS:
LOST PAGES, MAP FRAGMENTS, AND ANCIENT RUNES. CARDS WITH
ARTIFACTS ARE ALWAYS ADDED TO THE CORRESPONDING SECTION OF
YOUR JOURNAL.
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TAKING DESPERATE ACTIONS

AT ANY TIME DURING YOUR TURN, YOU MAY SPEND
DESPERATION TOKENS (EARNED BY PLAYING CERTAIN
ACTION CARDS) TO TAKE DESPERATE ACTIONS. EACH
DESPERATE ACTION COSTS A CERTAIN NUMBER OF
DESPERATION TOKENS, WHICH YOU MUST RETURN TO
THE SUPPLY IN ORDER TO TAKE THAT ACTION. DESPERATION TOKEN

DRAWING ACTION CARDS

AT THE END OF YOUR TURN, AFTER
PLAYING TWO ACTION CARDS AND TAKING
ANY DESPERATE ACTIONS THAT YOU WISH
TO, DRAW TWO NEW CARDS FROM THE TOP
OF THE ACTION DECK AND ADD THEM TO
YOUR HAND (BRINGING YOUR HAND BACK
UP TO FIVE CARDS). IF THE DECK RUNS
OUT, RESHUFFLE THE DISCARD PILE.
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“ SANE ACTIONS

_ DURING SANE ROUNDS, YOU MUST TAKE THE SANE
J 0 io=am =% ACTIONS OF THE TWO ACTION CARDS YOU CHOOSE TO
: SANE PLAY. THE POSSIBLE SANE ACTIONS ARE...

e COLLECTING LOST PAGES
e COLLECTING MAP FRAGMENTS
e DISPATCHING INVESTIGATORS

COLLECTING LOST PAGES
S ]_ WHEN YOU COLLECT A LOST PAGE, ADD THE
mm? CARD TO THE CORRESPONDING SECTION OF YOUR
JOURNAL, TUCKING IT PARTIALLY BENEATH THE TOP
EDGE. AS YOU COLLECT DIFFERENT LOST PAGES, ARRANGE
THEM IN A COLUMN, SORTED BY NUMERICAL ORDER.

THERE ARE 20 DIFFERENT LOST PAGES (NUMBERED 1-20), AND
ONLY ONE COPY OF EACH. AT THE END OF THE GAME, YOU WILL
SCORE FOUR POINTS FOR EVERY CONSECUTIVE PAGE AND TWO
POINTS FOR EVERY NON-CONSECUTIVE PAGE IN YOUR JOURNAL.

COLLECTING MAP FRAGMENTS

WHEN YOU COLLECT A MAP FRAGMENT, ADD THE CARD

TO THE CORRESPONDING SECTION OF YOUR JOURNAL,
TUCKING IT PARTIALLY BENEATH THE TOP EDGE. AS YOU
COLLECT DIFFERENT MAP FRAGMENTS, PLACE THEM NEXT TO
EACH OTHER SO THAT THEY BEGIN TO FORM A MAP. (IF You
ALREADY HAVE A COMPLETED MAP, START A NEW ONE.)

e LT TAKES FOUR UNIQUE MAP FRAGMENTS (LABELED NW, NE, SW,
SE) TO FORM A COMPLETED MAP. AT THE END OF THE GAME, YOU
WILL SCORE 12 POINTS FOR EVERY COMPLETED MAP AND TWO
POINTS FOR EVERY OTHER MAP FRAGMENT IN YOUR JOURNAL.
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{ 00 - 2015 \ EACH CONSECUTIVE = UPTS  f  EACH COMPLETE SET = 12pTS
Y (NWHNE+SWHSE) N~
1&‘ 8080 - sers Sl
LT LY Y Y Rt N
CARDS WITH ARTIFACTS ARE ALWAYS ADDED TO THE CORRESPONDING SECTION OF YOUR JOURNAL. \(\g
)
Q -
-5
DISPATCHING INVESTIGATORS =5
ﬂ m WHEN YOU DISPATCH INVESTIGATORS, TAKE ONE t:‘
(OR TWO) INVESTIGATORS — AS INDICATED BY N
THE CARD YOU PLAY — FROM YOUR PERSONAL SUPPLY AND PLACE S
THEM IN ANY REGION (OR REGIONS) ON THE MAP. IF YOU DO o
NOT HAVE ENOUGH INVESTIGATORS REMAINING IN YOUR PERSONAL R
SUPPLY, YOU MAY MOVE THEM FROM OTHER REGIONS INSTEAD. s
Tl 5
o U i
g
7 A X =
——
MosT . 2ND MosT . 3RD MosT —<
=
PLACING INVESTIGATORS IN VARIOUS 2
REGIONS HELPS YOU TO WIN MAJORITIES. &
EACH TIME A GATE IS OPENED, THE 3
CORRESPONDING REGION IS EVALUATED, o,
AND POINTS ARE AWARDED TO THE PLAYERS WITH THE MOST, _—
SECOND MOST, AND THIRD MOST INVESTIGATORS IN THAT REGION. . *g;f
5

WHEN YOU PLAY AN ACTION CARD THAT LETS YOU
DISPATCH ONE INVESTIGATOR, YOU ALSO GAIN ONE
OR TWO DESPERATION TOKENS FROM THE SUPPLY.
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DURING INSANE ROUNDS, YOU MUST TAKE THE INSANE
ACTIONS OF THE TWO ACTION CARDS YOU CHOOSE TO
PLAY. THE POSSIBLE INSANE ACTIONS ARE..

e COLLECTING ANCIENT RUNES
e CONVERTING INVESTIGATORS
e BUILDING GATE SECTIONS

COLLECTING ANCIENT RUNES
e WHEN YOU COLLECT AN ANCIENT RUNE, ADD THE CARD TO
THE CORRESPONDING SECTION OF YOUR JOURNAL, TUCKING

IT PARTIALLY BENEATH THE TOP EDGE. AS YOU COLLECT MULTIPLE
ANCIENT RUNES, ARRANGE THEM IN A COLUMN. AT THE END OF THE
GAME, YOU WILL SCORE POINTS FOR EACH SET OF ANCIENT RUNES
IN YOUR JOURNAL. THE LARGER THE SET (1-5 CARDS), THE MORE
POINTS YOU WILL SCORE.

CONVERTING INVESTIGATORS
e WHEN YOU CONVERT AN INVESTIGATOR, REMOVE ONE
OPPOSING INVESTIGATOR FROM ANY REGION ON THE MAP
AND RETURN IT TO THAT OPPONENT’S SUPPLY. THEN TAKE ONE OF
YOUR OWN INVESTIGATORS FROM YOUR PERSONAL SUPPLY AND PLACE
IT IN THAT SAME REGION.

IF YoU DO NOT HAVE ANY INVESTIGATORS REMAINING IN YOUR
PERSONAL SUPPLY, DO NOT REMOVE AN OPPOSING INVESTIGATOR.
INSTEAD, CHOOSE ONE OPPOSING INVESTIGATOR AND ONE OF YOUR
3; OWN INVESTIGATORS THAT ARE ALREADY ON THE MAP, AND SWAP
- THEIR POSITIONS.

BUILDING GATE SECTIONS
WHEN YOU BUILD GATE SECTIONS, CHOOSE ONE
(OR TWO) GATE CARDS — AS INDICATED BY THE CARD

YOU PLAY — AND PLACE THEM IN YOUR OWN PLAY AREA, EITHER
ADDING THEM TO EXISTING GATES OR STARTING NEW ONES.

WHEN YOU CHOOSE A GATE CARD, YOU MUST CHOOSE ONE OF THE

FOUR CARDS FROM THE FACE-UP GATE SUPPLY —OR- THE TOP CARD OF
THE FACE-DOWN GATE DECK. IF YOU CHOOSE A CARD FROM THE GATE
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] SUPPLY, REFILL THE GATE SUPPLY IMMEDIATELY BY DRAWING THE TOP
CARD OF THE GATE DECK AND PLACING IT IN THE EMPTY SLOT, FACE UP.

THERE ARE FIVE DIFFERENT TYPES OF GATES, EACH
CORRESPONDING TO A DIFFERENT REGION OF THE MAP.
YOU MAY HAVE ONE GATE OF EACH TYPE IN PROGRESS AT A TIME.

REGION GATE SIZE TOTAL IN DECK

"INNSMOUTH 7 CARDS 22 CARDS

6 CARDS 18 CARDS

B ROCKPORT 5 CARDS 16 CARDS

EACH TYPE OF GATE REQUIRES A SPECIFIC NUMBER OF CARDS
(INDICATED ON THE CARDS THEMSELVES). AS YOU BUILD EACH GATE,
YOU WILL PLACE THE GATE CARDS OF THAT TYPE IN A SPIRAL SHAPE.
THE LINES ON THE GATE CARDS ARE A GUIDE FOR HOW TO OVERLAY
THE CARDS ON TOP OF ONE ANOTHER AT THE CORRECT ANGLE.

WHEN YOU PLAY AN ACTION CARD THAT LETS YOU
BUILD ONE GATE SECTION, YOU ALSO GAIN ONE
OR TWO DESPERATION TOKENS FROM THE SUPPLY.

OPENING GATES Y

WHEN A PLAYER OPENS A GATE BY PLAYING THE FINAL REQUIRED g -
GATE CARD, THE GAME IS PAUSED (EVEN IF THE PLAYER'S TURN
IS NOT YET OVER) IN ORDER TO SCORE THAT GATE. TO SCORE AN
OPENED GATE, CARRY OUT THESE FOUR“STEPS: ﬁg
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RELEASE A MONSTROSITY: THE
PLAYER WHO OPENED THE GATE
COLLECTS THE MONSTROSITY
DISC FROM THE TOP OF THE
STACK AND PLACES IT ON

THE OPENED GATE. THAT
PLAYER IMMEDIATELY SCORES
THE NUMBER OF POINTS

SHOWN ON THAT MONSTROSITY
DISC, MOVING THEIR SCORE
MARKER ON THE SCORE TRACK
ACCORDINGLY.

REVEAL A SCROLL: IF THE COLLECTED
MONSTROSITY DISC SHOWS A SCROLL o

———
BUILDER'S
ICON, REVEAL ONE OF THE SCROLL F HANDATE

“UEACH TINE

CARDS PLACED ALONG THE TOP EDGE OF il
THE MAP. ONCE REVEALED, A SCROLL AR
CARD REMAINS FACE UP FOR THE REST

OF THE GAME, AFFECTING ALL PLAYERS.

EVALUATE THE REGION: ON THE MAP, EVALUATE THE REGION

THAT CORRESPONDS TO THE OPENED GATE. DETERMINE WHO HAS
THE MOST, SECOND MOST, AND THIRD MOST INVESTIGATORS IN
THAT REGION, AND RANK THE PLAYERS ACCORDINGLY. EACH
PLAYER IMMEDIATELY SCORES POINTS FOR THEIR RANK, AS
INDICATED ON THE REGION’S BANNER, MOVING THEIR SCORE
MARKER ON THE SCORE TRACK ACCORDINGLY.

° IF SEVERAL PLAYERS ARE TIED FOR A GIVEN RANK, THEY
ALL SCORE THE FULL POINTS FOR THAT RANK. SUBSEQUENT
RANKS ARE UNAFFECTED BY TIES HIGHER UP THE RANKS.

° PLAYERS WHO DO NOT HAVE ANY INVESTIGATORS IN THE
CORRESPONDING REGION ARE NOT IN CONSIDERATION. IN
OTHER WORDS, YOU MUST HAVE AT LEAST ONE INVESTIGATOR
INS=TFHEBSRIEGION “TO} BE JEETGIBLEE" TQ" SCORE.,

MosT . 2nND MosT . 3RD MosT
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4. RETURN INVESTIGATORS: ALL INVESTIGATORS IN THAT REGION ARE® &
THEN REMOVED FROM THE MAP AND RETURNED TO THE PERSONAL 3
. SUPPLY OF THEIR RESPECTIVE OWNERS.

AFTER THESE STEPS HAVE BEEN CARRIED OUT, THE GAME RESUMES
EXACTLY WHERE IT LEFT OFF. IF THE ACTIVE PLAYER WAS IN THE 3
MIDDLE OF THEIR TURN, THEY FINISH IT, AND THE GAME CONTINUES.

NOTE: THERE IS NO RESTRICTION ON HOW MANY TIMES THAT A GATE

OF THE SAME TYPE MAY BE OPENED DURING THE GAME. IT IS EVEN

POSSIBLE FOR ONE PLAYER TO OPEN MULTIPLE GATES OF THE SAME j

TYPE OVER THE COURSE OF THE GAME (THOUGH THEY MAY NOT HAVE -
MULTIPLE GATES OF THE SAME TYPE IN PROGRESS AT THE SAME TIME). S

SCROLL CARDS

DURING THE GAME, EACH TIME A MONSTROSITY WITH THE SCROLL
ICON IS RELEASED, ONE OF THE SCROLL CARDS PLACED ALONG THE
TOP EDGE OF THE MAP IS REVEALED. IT WILL REMAIN FACE UP FOR
THE REST OF THE GAME. (THIS WILL HAPPEN THREE TIMES IN A 3-
OR U-PLAYER GAME AND TWICE IN A 2-PLAYER GAME.)

DESPERATE BULDER'S
TIHES MANDATE

EACH REVEALED SCROLL CARD REMAINS IN PLAY FOR THE REST OF
THE GAME, AFFECTING ALL PLAYERS. SOME SCROLL CARDS PROVIDE

WAYS TO SCORE ADDITIONAL POINTS AT THE END OF THE GAME. $
/“\é _ei'l 1 KA/& s@ugkjv JC@ \Mérsjmmi ‘\Js 4 &ké, ﬂ\é Atkc(éch ONES rOM ‘s ! &
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A . 7
"c BUILDER’S MANDATE PROLIFIC RECRUITER y
. ® EACH TIME YOU COLLECT A AT GAME END, THE PLAYER WITH
— LOST PAGE, YOU MAY BUILD THE MOST INVESTIGATORS .ON THE" &
%" __CONE GATE SECTION. MAP SCORES FIVE POINTS.
gy
: CARTOGRAPHER’S COMMAND RELIC’S CALL
EACH TIME YOU COLLECT A EACH TIME YOU COLLECT
MAP FRAGMENT, YOU MAY AN ANCIENT RUNE, YOU MAY
BUILD ONE GATE SECTION. DISPATCH ONE INVESTIGATOR.
DESPERATE TIMES TOME KEEPER
- EACH TIME YOU TAKE A AT GAME END, THE PLAYER WITH
2 DESPERATE ACTION, SPEND THE MOST LOST PAGES SCORES
ONE LESS DESPERATION TOKEN. FIVE POINTS.

GATE CRAFTER

AT GAME END, THE PLAYER
WITH THE MOST INCOMPLETE
GATES SCORES FIVE POINTS.

DESPERATION TOKENS

YOU GAIN DESPERATION TOKENS WHEN YOU PLAY AN
ACTION CARD THAT LETS YOU ASSIGN ONE INVESTIGATOR
(DURING SANE ROUNDS) OR BUILD ONE GATE SECTION
(DURING INSANE ROUNDS). THE NUMBER OF TOKENS YOU
GAIN IS INDICATED BY THE NUMBER OF DESPERATION
ICONS ON THE ACTION CARD.

AT ANY TIME ON YOUR TURN — INCLUDING DURING AN ACTION! — YoOU
3’ MAY TAKE DESPERATE ACTIONS BY SPENDING DESPERATION TOKENS
- THAT YOU HAVE GAINED. YOU MAY TAKE AS MANY DESPERATE ACTIONS

AS YOU WISH IN A SINGLE TURN, AS LONG AS YOU CAN AFFORD TO
PAY THEIR COSTS.

NOTE: THE SUPPLY OF DESPERATION TOKENS IS LIMITED TO THE 24
, . PROVIDED IN THE GAME. IF YOU WOULD GAIN A DESPERATION TOKEN
BUT THE SUPPLY IS CURRENTLY EMPTY, YOU ARE OUT OF LUCK!

; \‘5\1& i %[5 oW Hore desperdte O My sedreh, | wusk ehenber Yo sae w8
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SWAP TWO ACTION CARDS (COST:@®) ._;_ ,}é” |

DRAW TWO ACTION CARDS FROM THE DECK, THEN DISCARD ANY TWO
ACTION CARDS FROM YOUR HAND. YOU MAY DISCARD CARDS YOU JUST
DREW OR CARDS YOU ALREADY HAD IN HAND.
REFRESH THE GATE SuPPLY (cosT:©©®) &
REMOVE ALL FOUR CARDS FROM THE GATE SUPPLY, PLACING THEM AT
THE BOTTOM OF THE GATE DECK, FACE DOWN. THEN REFILL THE GATE
SUPPLY BY DRAWING FOUR NEW CARDS FROM THE TOP OF THE GATE
DECK AND PLACING THEM IN THE FACE-UP ROW.

FLiP THE SANITY Disc (cosT: ©©©®) E
FLIP THE SANITY DISC TO THE OPPOSITE SIDE. THIS CHANGE SN
AFFECTS ALL PLAYERS’ ACTIONS LEFT IN THIS ROUND, INCLUDING

ANY ACTIONS YOU HAVE LEFT ON THIS TURN.

SCORE THREE POINTS (CcosT:©©©08®)
IMMEDIATELY SCORE THREE POINTS, MOVING YOUR SCORE MARKER ON
THE SCORE TRACK ACCORDINGLY.

END OF THE GAME

WHEN THE FINAL MONSTROSITY IS RELEASED THROUGH AN OPEN GATE,
AND ALL SCORING IS COMPLETED FOR THAT GATE, THE GAME ENDS
IMMEDIATELY. THE ACTIVE PLAYER DOES NOT FINISH THEIR TURN,
AND NO ADDITIONAL TURNS ARE TAKEN BY THE OTHER PLAYERS.
AFTER THIS HAS OCCURRED, PROCEED TO FINAL SCORING.

FINAL SCORING

DURING FINAL SCORING, EACH PLAYER CALCULATES THE POINTS
THEY SCORE IN THE FOLLOWING FIVE CATEGORIES, ADDING THESE
POINTS TO THOSE THEY SCORED THROUGHOUT THE GAME FROM OPENING
GATES, HAVING INVESTIGATOR MAJORITIES IN SCORED REGIONS, AND
SPENDING DESPERATION TOKENS.
m‘
e INVESTIGATORS ON THE MAP: SCORE ONE POINT FOR EACH Y
INVESTIGATOR YOU STILL HAVE ON THE MAP. s
e ScrRoLL CARD EFFECTS: IF THERE ARE ANY SCROLL CARDS IN
PLAY THAT AWARD POINTS AT GAME END, EVALUATE THEM AND
SCORE ANY POINTS THAT YOU EARN. T
4 1)
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- e ANCIENT RUNES: SCORE POINTS FOR THE ANCIENT RUNES IN

. e YOUR JOURNAL (SEE CHART). EACH SET CAN HAVE A MAXIMUM OF
FIVE ANCIENT RUNES. IF YOU HAVE MORE THAN FIVE ANCIENT

}5?‘f- RUNES, THE ADDITIONAL ANCIENT RUNES ARE SCORED AS A

¢y SEPARATE SET.

e
ANCIENT RUNES | 1 | 2 | 3 | 4 | 5 2

Pornts Scorep | 1 | 2 | 4 | 8 | 16 5

A

S

o LosST PAGES: SCORE POINTS FOR THE LOST PAGES IN YOUR A\,

. JOURNAL. CONSECUTIVE PAGES (I.E., PAGES WHOSE NUMBERS :E{
/r5 ARE NEXT TO EACH OTHER IN NUMERICAL SEQUENCE) ARE WORTH :ﬁ

FOUR POINTS EACH AND NON-CONSECUTIVE PAGES ARE WORTH
TWO POINTS EACH.

o MAP FRAGMENTS: SCORE POINTS FOR THE MAP FRAGMENTS IN
YOUR JOURNAL. EACH compPLETE mMAP (NW, NE, SW, SE) 1s
WORTH 12 POINTS AND EACH OTHER MAP FRAGMENT IS WORTH
TWO POINTS.

NOTE: UNSPENT DESPERATION TOKENS MAY NOT BE SPENT TO SCORE
POINTS DURING FINAL SCORING! No ACTIONS OF ANY KIND
ARE ALLOWED AFTER THE END OF THE GAME HAS BEEN TRIGGERED.

1575 Jc;’Me bo Ll skak %

AFTER FINAL SCORES HAVE BEEN CALCULATED, THE PLAYER WITH
THE MOST POINTS WINS! IN THE CASE OF A TIE, THE TIED PLAYER
WITH THE MOST UNSPENT DESPERATION TOKENS WINS. IF THERE IS
SRR ARSI ES ST H B O NIGIES SIS EDEEP IS AN BREINTINIS

EXAMPLE COLLECTION SCORING
o ANCIENT RUNES = 17 POINTS
o LOST PAGES = 12 POINTS

o MAP FRAGMENTS = 14 POINTS
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1 CHANGES TO SETUP

e MAKE SURE YOU USE THE 2-PLAYER SIDE OF THE GAME MAP

e REMOVE TWO MONSTROSITY DISCS (10 POINTS AND 11 POINTS)
FROM THE STACK. RETURN THEM TO THE GAME BOX; THEY WILL
NOT BE USED.

o PLACE INVESTIGATORS OF AN UNUSED PLAYER COLOR IN
REGIONS ON THE MAP, AS INDICATED BY THE INVESTIGATOR -
ICONS BELOW THE REGION’S LABEL (1-3 PER REGION). ~
THESE ARE NEUTRAL INVESTIGATORS.

CHANGES TO GAMEPLAY

e YOU MAY CONVERT NEUTRAL INVESTIGATORS JUST LIKE YOU
WOULD AN OPPONENT’S INVESTIGATORS. WHEN A NEUTRAL
INVESTIGATOR IS CONVERTED, REMOVE IT FROM THE MAP.

e WHEN A GATE IS OPENED AND THE REGION IS BEING EVALUATED,
THE NEUTRAL INVESTIGATORS ARE CONSIDERED IN THE RANKING
PROCESS. FOR EXAMPLE, IF THE NEUTRAL INVESTIGATORS
OUTRANK BOTH PLAYERS, THEN THE PLAYERS WOULD SCORE
POINTS FOR SECOND PLACE AND THIRD PLACE.

e WHEN INVESTIGATORS ARE REMOVED FROM A REGION AFTER IT
HAS BEEN EVALUATED, ANY NEUTRAL INVESTIGATORS IN THAT

e
REGION ARE REMOVED AS WELL.
TURN EXAMPLES
SANE TuRN EXAMPLE
MANDY STARTS HER TURN WITH FOUR DESPERATION TOKENS AND
THESE FIVE ACTION CARDS. ._
R
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AS HER FIRST ACTION, MANDY PLAYS AN ACTION CARD THAT LETS

HER ASSIGN ONE INVESTIGATOR (AND GAIN ONE DESPERATION

TOKEN). SHE PLACES THE INVESTIGATOR IN THE KINGSPORT : 3
REGION, WHERE SHE NOW IS TIED FOR MOST INVESTIGATORS.

BEFORE HER SECOND ACTION, MANDY SPENDS FOUR DESPERATION
TOKENS TO FLIP THE SANITY DISC FROM THE SANE SIDE TO THE
INSANE SIDE.

.' i SANE

AS HER SECOND ACTION, MANDY PLAYS AN ACTION CARD

THAT LETS HER BUILD ONE GATE SECTION (AND GAIN ONE
DESPERATION TOKEN). SHE CHOOSES A KINGSPORT GATE CARD
FROM THE SUPPLY, WHICH COMPLETES HER KINGSPORT GATE!
AFTER THE GATE IS SCORED, SHE REFILLS THE GATE SUPPLY.
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INSANE TURN EXAMPLE = ,(?:’ |
MANDY STARTS HER TURN WITH FOUR DESPERATION TOKENS AND _
THESE FIVE ACTION CARDS.

v

e DBEFORE SHE TAKES ANY ACTIONS, MANDY FIRST SPENDS TWO
DESPERATION TOKENS TO TAKE A DESPERATE ACTION, DRAWING
TWO NEW CARDS AND THEN DISCARDING TWO CARDS.

AS HER FIRST ACTION, MANDY PLAYS AN ACTION CARD

THAT LETS HER BUILD ONE GATE SECTION (AND GAIN ONE
DESPERATION TOKEN). SHE CHOOSES A SALEM GATE CARD FROM
THE SUPPLY, ADDING IT TO HER SALEM GATE IN PROGRESS. "
AFTERWARD, SHE REFILLS THE GATE SUPPLY.

e
rd

BEFORE HER SECOND ACTION, MANDY SPENDS THREE DESPERATION
TOKENS TO TAKE ANOTHER DESPERATE ACTION, REFRESHING THE GATE
SUPPLY. HER GAMBLE PAYS OFF, AS TWO NEW SALEM CARDS APPEAR!
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As HER SECOND ACTION, MANDY PLAYS AN ACTION CARD THAT
LETS HER BUILD TWO MORE GATE SECTIONS. SHE CHOOSES
BOTH OF THE SALEM GATE CARDS, ADDING THEM TO HER. SALEM
GATE IN PROGRESS. SHE NOW NEEDS ONLY ONE MORE CARD TO
OPEN THE GATE.

_*_

r
1
1
1
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FREQUENTLY ASKED QUESTIONS 0 2

HOW DOES THE TURN ORDER WORK IN A TWO-PLAYER GAME?
BECAUSE THE SANITY DISC (AND START PLAYER PRIVILEGE)

PASSES EVERY ROUND, THIS MEANS THAT THE PLAYERS WILL END UP
TAKING BACK-TO-BACK TURNS: LAST IN ONE ROUND, THEN FIRST IN
THE NEXT ROUND.

WHEN I DISPATCH TWO INVESTIGATORS, CAN I PLACE THEM IN

SEPARATE REGIONS?

YES. YOU ARE NOT REQUIRED TO DISPATCH BOTH INVESTIGATORS TO THE

SAME REGION, -

IF T RELEASE THE LAST MONSTROSITY WITH MY FIRST ACTION, CAN
I STILL TAKE MY SECOND ACTION?

No. THE GAME ENDS IMMEDIATELY AFTER ALL SCORING HAS BEEN
COMPLETED FOR THAT GATE.

IF I OPEN TWO GATES SIMULTANEOUSLY, BUT THERE IS ONLY ONE
MONSTROSITY LEFT, WHAT HAPPENS?

ONE OF THE TWO GATES (YOUR CHOICE) IS OPENED AND SCORED AS
NORMAL. THE OTHER GATE IS NOT OPENED, AND IT COUNTS AS AN
INCOMPLETE GATE.

CAN I SPEND DESPERATION TOKENS DURING THE SAME ACTION IN
WHICH I GAINED THEM?

YES. FOR EXAMPLE, IF YOU PLAY AN ACTION CARD THAT LETS YOU
BUILD ONE GATE SECTION AND ALSO GAINS YOU DESPERATION TOKENS,
YOU MAY SPEND THOSE DESPERATION TOKENS TO REFRESH THE GATE
SUPPLY BEFORE YOU CHOOSE WHICH GATE CARD TO BUILD.

WHAT HAPPENS IF I REACH THE END OF THE SCORE TRACK?

TAKE ONE OF THE SCORE TOKENS AND PLACE IT IN YOUR PLAYER
AREA, “40” SIDE uP. IF YOU REACH THE END OF THE SCORE TRACK
AGAIN, FLIP IT TO THE “80” SIDE.

w

W
E
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SANE ACTIONS mey

e CoOLLECT A LosT PAGE
ADD THE LOST PAGE TO YOUR JOURNAL. ARRANGE YOUR LOST
PAGES IN NUMERICAL ORDER.

W

e COLLECT A MAP FRAGMENT
ADD THE MAP FRAGMENT TO YOUR JOURNAL. ARRANGE YOUR MAP
FRAGMENTS TO FORM COMPLETED MAPS.

s e DISPATCH INVESTIGATORS
PLACE ONE (OR TWO) OF YOUR INVESTIGATORS IN ANY REGION (OR
REGIONS) ON THE MAP.

INSANE ACTIONS §

e COLLECT AN ANCIENT RuUNE
ADD THE ANCIENT RUNE TO YOUR JOURNAL. KEEP YOUR ANCIENT
RUNES IN A SINGLE COLUMN.

e CONVERT AN INVESTIGATOR
REMOVE ONE OPPOSING INVESTIGATOR FROM ANY REGION OF THE
MAP AND REPLACE IT WITH YOUR OWN.

e BuIiLD GATE SECTIONS
CHOOSE ONE (OR TWO) GATE CARDS, ADDING THEM TO YOUR
EXISTING GATES OR STARTING NEW ONES.

——

%; DESPERATE ACTIONS
-
e SWAP Two AcTiOoN CARDS (cOST:©®)
DRAW TWO ACTION CARDS, THEN DISCARD ANY TWO ACTION CARDS
FROM HAND.

" o« REFRESH THE GATE SuPPLY (c0osT:©©®)

s REMOVE ALL FOUR CARDS FROM THE GATE SUPPLY,
: IRLIENSSRE TN SSHENE R OMARTHIE S TOP T OF $THE " DIE CK:
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e FLIP THE SANITY Disc (cosT:©0©O©®)
. FLIP THE SANITY DISC TO THE OPPOSITE SIDE.
THIS AFFECTS ALL REMAINING ACTIONS THIS ROUND.

e SCORE THREE POINTS (cOST:©OOOO)
IMMEDIATELY SCORE THREE POINTS.

FINAL SCORING

o INVESTIGATORS ON THE MAP
ONE POINT EACH

e ScCRoLL CARD EFFECTS
SOME SCROLL CARDS AWARD POINTS AT GAME END.

* ANCIENT RUNES
IF You HAVE 1|2|3|4|5 ANCIENT RUNES,
SCORE 1|2|4|8|16 POINTS.

e LosT PAGES
EACH CONSECUTIVE PAGE IS WORTH FOUR POINTS, AND
EACH NON-CONSECUTIVE PAGE IS WORTH TWO POINTS.

e MAP FRAGMENTS
EacH comPLETE MAP (NW, NE, SW, SE) 1S WORTH 12 POINTS,
AND EACH OTHER MAP FRAGMENT IS WORTH TWO POINTS.

REGION GATE SIZE

7 CARDS

6 CARDS 18 CcARDS YR
Tt R e | s e ot e e it e R
6 CARDS 18 cARDs =

5 CARDS 16 CARDS
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