... AND Its SPAWN

s5 To LEVEL
OF MONSTER

Play during any combat. If the
monster is defeated, draw an extra
Treasure.

LeveL 4
THE BODILESS

There’s no body home! So . . . if you
defeat the Bodiless, you not only get
the treasure, but you can loot the

room: draw a
face-down Door.

Bad Stuff: Discard all Door cards in

your hand.
2 Treasures

LEVEL ©

Camprus CRUSADE
FOR_CTHULHU

-2 against Professors,
+) against Cultists.

Bad Stuff:
They caught
you. They talked
to you. You gave
in...Becomea
Cultist. If you
are already
a Cultist,
donate items
worth at least
1,000 gold pieces

to their cause.

2 Treasures

LEVEL 2
Undead

AUGHOST DERWRAITH

+3 against Monster Whackers.

Bad Stuff:
Lose your
Class(es),
except for
Cultist.

1 Treasure

LeveL 1O

THE BORROWER
From BENEATH

+7 against females.

Bad Stuff: It “borrows” all items
that give a bonus to your Class(es).
Lose them.

3 Treasures

BLASPHEMOUS

+3 To LEVEL
OF MONSTER

Play duting any combat to give +3 to
the monstet, ot . . .
Z Play at any
time on a Cultist
to give that
character a
permanent +3
bonus. This card
is discarded if the
Cultist class is
lost, or if the
character dies.

LevEL 1
BuccoTtH

From the moment this card is turned
over until the combat ends, no Class
abilities may be used.

Bad Stuff: You feel bugs under your
clothes. Discard your Armor.

1 Treasure

CHEAT/

You may have and use any one item
that would otherwise be against the
rules. Put this card with that item.
Discard it when you lose that item.

LEVEL 2,
CHIBITHULHU

+4 against females

Bad Stuff: Cultists fall hopelessly in
love and must give Chibithulhu the
item that gives them the biggest bonus.
Others must give Chibithulhu one item
of their own choice.

1 Treasure




LEVEL 8
COGGOTH

The binary horror! Show how many
cards you have in your hand at the
moment the Coggoth appears. If it’s an
even number, the Coggoth gets a +3.

Bad Stuff: Crushed in the slimy
gears . . . Lose two
@& levels

and
discard
a card from

your hand.

i

2 Treasures

LeEvEL 4

TreE CRULLER
Out OF SPACE

+6 against

Monster Whackers.

This time,
the coffee
dunks you . . . twice. Lose your
Headgear and your Footgear.

2 Treasures

CULTIST

Strength in Numbers: You get a
combat bonus of +2 for -
every other Cultist :

Madness: You cannot voluntarily

stop being a Cultist.
Class

Play on any player who goes up a
level in some way other than killing a
monster. That player may not get help
in a combat until he kills a monster on
his own or uses a Wishing Ring to
temove the “corruption.”

CULTIST

Strength in Numbers: You get a
combat bonus of +2 for every other
Cultist in play.

Madness: You cannot voluntarily

stop being a Cultist.
Class

CULTIST

Strength in Numbers: You get a
combat bonus of +2 for every other
Cultist in play.

Madness: You cannot voluntarily
stop being a Cultist.

Class

CreaTED UsING
CINEMATIC RULES

Keep this card in front of you. While
you have it, you may use an extra Hand
worth of items.

CuLTIST

Strength in Numbers: You get a
combat bonus of
+2 for every (
other Cultist
in play.

Madness: You cannot voluntarily
stop being a Cultist.
- Class

CULTIST

Strength in Numbers: You get a
combat bonus
of +2 for
every other
Cultist in
play. ¢

Madness: You cannot voluntarily
stop being a Cultist.
Class




CULTIST

Strength in Numbers: You get a
combat bonus of +2 for every other

Madness: You cannot voluntarily
stop being a Cultist.

Class

CuLt MEETING

Play at any time except during
combat. Any non-Cultist with a Cultist
card can now play it and join the Cult.

All the Cultists go off into a corner
and cackle madly. They may swap cards
from their hands in any way they
choose . . . even cards that are not
normally tradeable . . . except for their
Cultist cards.

CURgE!
AMNESIA e

Discard your Class
card, if you have one.
If you have more
than one Class in
play, lose one of
them (your choice).
If you have no
Class, lose a Level.

LosE Yo&
Crass CARD

CURSH!
Backpack EATEN

Discard all items you are carrying
that you cannot legally use (an item
used with a Cheat card is safe).

CuUrst!

CHANGE SEX
-5 to your next
combat due to r}

distraction. After
that, the change is
permanent but
there is no

further penalty.

CURGSE!
Draccep Off To
SNARKHAM ASYLUM

If you are a Cultist, discard your
Cultist card and pick a replacement
Class from the discard pile. If you are
not a Cultist, become a Cultist.

CuUrge!
FLASHLIGHT
Gogs Outl!

You are at -3 on your current
combat. If you are not currently in
combat, the -3 applies to your next
combat. Also, if you have either the
Miner’s Helmet or the Two-Handed
Flashlight, discard them.

CURgH!
GeT ALL BLoBBY

Lose THE ARMOR
You AR WEARING

Curgte!
Har Stanps On END

Lose TueE HEADGEAR
You AR WEARING




CuURsH!
Har Turns WHITE
'WitH HORROR

Discard all your 1ass(es) except
Cultist.

CURSE!
MADNESS TAKES
Its ToLL

10 saN
POINTS

i PER AXLE
{

Discard an item or items with a
printed value of at least 1,000 gold
pieces.

LEVEL 1
Tue DuNwWICH
SNORER

“If ‘The Stars Are Right’ is played
on his combat, the Snorer awakens
and gets an extra +10 instead of the
normal +3.”

Bad Stuff: Contagious yawning!
You swallow your least-expensive Item
(things with no value don’t count).

Discard it.
1 Treasure

CURSE!
Hastur HASTUR
HASTUR

Lose one Item that you have in play.
The player on your right chooses what
you lose.

To play this Curse, you must say
“Hastur Hastur Hastur.” If you are
unwilling to do so, the Curse has no
effect. Be brave!

CurstH!
SOLESTEALER

Lose THE FOOTGEAR
You ARt WEARING

LeveL 10
ELpEr GLOBS

They are immune to Ichor cards, but
Ichor played to give them combat
bonuses has double effect.

Bad Stuff: Give a
card, in play or from your
hand, to every Cultist in the game.

3 Treasures

Curst!
LEARN YET ANOTHER_
AwruL TRUTH

Lose A LEVEL

CURSH!
WEAPON
BecomEs EviL

Of the items you have in play, the
one that gives you the highest bonus
now carries a PENALTY equal to its
former bonus. Turn it upside down. You
can discard it at any time, but this costs
you two Levels.
Nothing else
will reduce
or remove
the penalty,
and there is
no other way
to get rid of
the item.

LEvEL |
ELDRIDGE HAWRER _

+] against \
Investigators.

Bad Stuff: Drop an
item or items worth at

least 500 gold pieces.

1 Treasure




LEVEL 6
FoccotH

Items are useless against the Foggoth.
Exception: Ichor cards have normal
effect, and
fire/flame
items have

double effect.

Tk

Bad Stuff: Your brain is fogged.
Give a card, from your hand or in play,
to the player on either side of you.

2 Treasures

FROTHING

+3 To LEVEL
OF MONSTER

Play during any combat to give +3 to
the monstet, or . . .

Play at any
time on a
Cultist to give
that character a
permanent +3

bonus. This card
is discarded if the
Cultist class is
0 lost, o if the

character dies.

FOUR-DIMENSIONAL

+][O To LEVEL
OF MONSTER

Play during any combat. If the
monster is defeated, draw 2 extra
Treasures.

LEvEL 12
FroGGoTH

-2 against Monster Whackers.

Bad Stuff:
Choked by a giant frog! You are dead.

3 Treasures

GIBBERING

+3 To LEVEL
OF MONSTER

Play during any combat to give +3 to
the monster, ot . . .

Play at any time
on a Cultist
to give that
character a
permanent +3
bonus. This
card is
discarded
if the
Cultist class
is lost, or if
the character
dies.

LeveL 12

Fun Guy
FROM YUGGOTH

Before combat begins, the player to
your left randomly chooses a card from
your hand and discards it.

(o)

Bad Stuff:
He drinks
up all your
Ichot! Show your
hand and discard all your Ichor items.

3 Treasures

LeveL 14
GNARLYTHOTEP

-2 against Professors
or Investigators;
-4 if he is
confronted

by both.

Bad Stuff: Mind-controlled! Until
your next turn, you must help anyone
who asks you, with no reward.

4 Treasures

LeveL 4
GEeex_ONES

-2 against females.

Bad Stuff: You are geeked out. You
may not help anyone else in combat
until you have gone up a level.

2 Treasures

LEvEL 2
Undead

GRAM SMOKER
+3 against males. Male munchkins
cannot help you in thié fight.
) Bad Stuff: Cough
E}your lungs out
and lose a

Nt

1 Treasure




LEVEL 12
GraprE OLD ONES

-2 against females.

X

Bad Stuff: Fruit-flavored fear! Tasty
terror! Peanut butter and jelly on the
bread of insanity! Plus, you have to
discard your whole hand.

3 Treasures

Ia RLyEH!

Play this card when any card hits the
discard pile. Take that card into your
hand. You may play it immediately if it
is otherwise legal to do so.

INDESCRIBABLY
HORRIBLE

+]O To LEVEL
OF MONSTER _ §

4
Play during any combat. If the
monster is defeated, draw two extra
Treasures.

=

LeveL 20

GREAT CTHULHU

Great Cthulhu gets a +4 bonus if
there are any non-Cultists fighting him.
Bad Stuff: Not only are you dead,
but everyone who Great Cthulhu did not
catch goes up a level, just to mock you.
Your new character is a Cultist.

2 Levels 5 Treasures

LEVEL ©
H.P MUNCHCRAFT

+3 against [nvestigators. If you are
not a Cultist, you become a Cultist
= immediately just
from meeting H.P.
Muncheraft.

Bad Stuff:

None. You're

a Cultist now.
He'll let you

8 oo o0

2 Treasures

I AM Notr WORTHY

7~

Play this card when you draw a
Curse. Instead of affecting you, the
Curse falls on a player of your choice.

OF Tuis Honor . . .

INVESTIGATOR _

Sneak and Peek: Look secretly at
your first Door draw each turn. You
may choose to discard three cards from
your hand, put the new Door in your
hand without showing it, and turn over
the next Door.

' Foolhardy:
® = When you
’ 7 Look For
@ Trouble and

- win, draw one

extra Treasure.

Class

INn A MILLION-YEAR
SLEEP

5 To LEvVEL
OF MONSTER

(Minimum Level 1)

Play during any combat. If the
monster is defeated, draw 1 fewer
Treasure (minimum of 1).

INVESTIGATOR

Sneak and Peek: Look secretly at
your first Door draw each turn. You
may choose to discard three cards from
your hand, put the new Door in your
hand without showing it, and turn over
the next Door.

Foolhardy:

When you

Look For

Trouble and
win, draw one
extra Treasute.

Class




INVESTIGATOR _

Sneak and Peek: Look secretly at
your first Door draw each turn. You
may choose to discard three cards from
your hand, put the new Door in your
hand without showing it, and turn over
the next Door. -

Foolhardy:
When you Look
For Trouble and
win, draw one
extra Treasure.

LeveL 16
Undead

THE KING IN PINK

QQ o -2 against males.

@ % Will not pursue

anyone of
Level 3 or

below.

Bad Stuff:
Lose one level
for every card you
have in your hand.

2 Levels 4 Treasures

MEPHITIC

+5 To LEVEL
OF MONSTER

Play during any combat. If the
monster is defeated, draw an extra
Treasure.

INVESTIGATOR

Sneak and Peek: Look secretly at
yout first Door draw each turn. You
may choose to discard three cards from
your hand, put the new Door in your
hand without showing it, and turn over
the next Door.

Foolbardy:
When you Look
For Trouble
and win, draw
one extra
Treasure.

Class

LeveL 1
JOGGOTH

Your Footgear does not count for you
until the end of this fight, and you are
at -2 to Run
Away.

Bad Stuff: It runs you down and
takes your cards. Show your hand, and
discard a card chosen by the player who
has the lowest level.

1 Treasure

LEvEL 8
LLoyp LLOIGOR

-2 against Cultists.

Bad Stuff: He llures you to his llair
and Tlicks you llovingly with his llong,
lloathesome . . . Oh, yuck. Llose two
llevels.

2 Treasures

MonsTER WHACKER

Overconfidence: You have a +2
bonus against monsters of Level 10 and
below.

Panic: You have a -2 penalty against
monsters of Level 16 and above.

Class

LeveL 4
LOGGOTH

You may not reward anyone for
helping you against the Loggoth. The
most you can say is “I'I1 help you for
free later.” Do (7
they trust
you!

4

Bad Stuff: The munchkin whose
cutn it is suffers no penalty, but any

helper loses a level.
2 Treasures

MonNsTER WHACKER

Overconfidence: You have a +2
bonus against /
monsters of

Level 10

and below.

Panic:
You have a -2
penalty against
monsters of

Level 16 and

above.

Class




MonsTER WHACKER

Overconfidence: You have a +2
bonus against
monsters of
Level 10
and below.

Panic: You have a -2 penalty against
monsters of Level 16 and above.

Class

LevEL 14
NIGHTIE-GAUNTS

+3 against males.

Bad Stuff: They
pick you up and drop
you. Then they do it again, because it’s
fun. Discard three items.

4 Treasures

LevEL 18
OzATHOTH

G'day, mortal!

Will not pursue anyone of Level 4 or
below. Automatically defeated by Song
of Madness, but you become a Cultist if
you use it against him.

3

o

Bad Stuff: You are dead.

2 Levels 5 Treasures

MonsTER WHACKER
Overconfidence: You have a +2

bonus against monsters of Level 10 and
below.

Panic: You have a -2 penalty against
monsters of Level 16 and above.

Class

LEVEL 8
NYUKHEES

They prey on the weak. If you have
the lowest level, or are tied for lowest,
Y they get an extra +4
against you.

Bad Stuff: Unspeakably horrible
eye pokes! You are blinded, and your
friends steal your stuff. Each player,
starting with the highest level and
working down, may take one item you
have in play.

2 Treasures

LEVEL 2
PoiLy PoLyp

+3 against Professors.

Bad Stuff: Polly wanna crack your
bones! Lose a level.

1 Treasure

MUTATION

Play during any combat. Take one
monster out of the combat, put it in
your hand, and replace it with a
monster from your hand.

O RLYEH?

Play to cancel any just-drawn or
just-played card. That card is discarded
and has no effect; if it had just been
drawn, a replacement is drawn. Usable
once only.

PorTAL OF MYSTERY

If you draw this card face up,
exchange it immediately for two Doors:
one face up,
one face
down.

If you draw it face down, you may
exchange it at any time, on your turn
only, for two face-down Doors.




PROFESSOR _

Book Learning: Whenever you are
the lowest-level player (or tied for
lowest) at the end of your turn, you
may go up a level for

every three cards you

discard from your

hand.

Publish or Perish:
If you successfully
Run Away from a
monster whose Bad
Stuff includes Death,
go up a level.

Class

PROFESSOR _

Book Learning: Whenever you are
the lowest-level player (or tied for
lowest) at the end of your turn, you
may go up a level for every three cards
you discard from your hand.

Publish or Perish:
If you successfully
Run Away from
a monster whose
Bad Stuff

includes

Death,

g0 up
a level.

Y Class

RUGOSE

+5 To LEVEL
OF MONSTER

Play during any combat. If the
monster is defeated, draw an extra
Treasure.

PROFESSOR _

Book Learning: Whenever you are
the lowest-level player (or tied for
lowest) at the end of your turn, you
may go up a level for every three cards
you discard from your hand.

Publish or Perish: If you

successfully Run
Away from a
monster

whose Bad

Death, go up
a level.

Class

PROFESSOR _
Book Learning: Whenever you are
the lowest-level player (or tied for
lowest) at the end of your turn, you
may go up a level for
every three cards
you discard from
your hand.
Publish or
Perish: If you
successfully
Run Away
from a
monster
whose Bad
Stuff includes
Death, go up a
level.

Class

RAVING

+3 To LEVEL
OF MONSTER

Play during any combat to give +3 to
the monstet, or . . .

Play at any time
on a Cultist to give
that character a
permanent +3
bonus. This card
is discarded if
the Cultist
class is
lost, or if
the character
dies.

LEVEL 8
SHALLOW ONES

+2 against Professors.

Bad Stuff: They bore you to death.
Literally. You are dead.

2 Treasures

LEVEL 2
RUGGOTH

It just lies there, full of unspeakable
evil. It has no special powers.

Bad Stuff: Shagged by the shag . . .
In nine months, you will give birth to
an abomination. You will name it Abby.
Become a Cultist.

1 Treasure

LeveL 1
SHoc GOTH

+3 against Cultists.

Bad Stuff: The horror! The horror!
The black lipstick! Lose a level.

1 Treasure




LevEL 16
SHOGGOTH

-2 against Investigators. Will not
pursue anyone of Level 3 or below.

Bad Stuff: Become a Cultist.

2 Levels 4 Treasures

SQUAMOUS

+5 To LEVEL
OF MONSTER

Play during any combat. If the
monster is defeated, draw an extra
Treasure.

THE STARS
ARe WRONG
Play during any combat. You may
either discard a single monster

immediately, ot subtract 2 from the
level of each monster (minimum level 1

each).

LEvEL 16
SHRUB-NIGGURATH

Will not pursue anyone of Level 3 or

Bad Stuff: Lose three levels and

your Footgear.

2 Levels 4 Treasures

THE STARS
ARE CONFUSED

Play during any combat. Ignore all
combat bonuses and penalties printed
on the monster card(s). Other monster
powers, and Bad Stuff, are unaffected.

SuppeN Heap Brow

Play this card on a Cultist to cure his
madness; discard the Cultist card.

Alternatively, play this card on a
non-Cultist to make him become a
Cultist, losing one of his current Class

cards (his choice).

LeveL 14
SLUGGOTH

-3 against Monster Whackers.

Bad Stuff: Give a level to the
lowest-level player. In case of ties, you
choose. If you are the lowest-level
player, you just lose a level.

4 Treasures

THE STARS
ARE RiGHT

Play during any combat. Each
monster gets a +3 bonus.

SuppeN HeaD Brow

Play this card on a Cultist to cure his
madness; discard the Cultist card.

Alternatively, play this card on a
non-Cultist to make him become a
Cultist, losing one of his current Class
cards (his choice).




SUPER_ MUNGHKIN

You may have two Class cards,
and have all the advantages and
disadvantages of each.

LeveL 18
Tur WHCH
Hs VWLS

Will not pursue
anyone of Level 4 or below.
Bad Stuff: You are disemvoweled!
Show your hand, and discard all cards,
in your hand or in play, whose names
begin with a vowel.

2 Levels 5 Treasures

SUPER_ MUNGHKIN

You may have two Class cards,
and have all the advantages and
disadvantages of each.

UNWELCOME
ENLIGHTENMENT

Play this card on another
player on their -
turn, before &
they kick down
a doot. They
miss their entire
turn, but they
go up a level.
This cannot be
played on someone
who is at such a
high level that
they have to
kill a monster
to go up.

UNNAMEABLE

+5 To LEVEL
OF MONSTER

Play during any combat. If the
monster is defeated, draw an extra
Treasure.

If a Professor is in the combat, the
bonus is +10, but the monster is still
worth only one extra treasure.

WANDERING MONSTER _

Play this card, with a Monster from
your hand, when someone (including
you!) is in combat. Your monster joins
the one already fighting — add their
Levels. If the character(s) must flee,
resolve the Run Away attempts
separately, in the order the victim chooses.

LEVEL ©

TcHoo-TcHoo PEOPLE
All aboard for Chaos and Madness!

You are railroaded. Show your hand
and play all “usable once only” cards
that would help you in this combat,
even if you don’t need to use them all.
Bad Stuff: You left something on
the train. Discard the
item worth
the most gold
pieces.

LeveL 10
Undead

THE
UNPRONOUNCEABLE
EviL

-2 against Cultists.

Bad Stuff: You sprain your tongue.
You cannot ask
for help until
after you have

gone up o
alevel. |

3 Treasures

WANDERING MONSTER

Play this card, with a Monster from
your hand, when someone (including
you!) is in combat. Your monster joins
the one already fighting — add their
Levels. If the character(s) must flee,
resolve the Run Away attempts

separately, in
the order the
victim chooses.




WANDERING MONSTER _

Play this card, with a Monster from
your hand, when someone (including
you!) is in combat. Your monster joins
the one already fighting — add their
Levels. If the character(s) must flee,
resolve the Run Away attempts
separately, in
the order the

victim chooses.
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