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You are in terrible dan ' ' 
If '{otfre readiw::i t\iiis, *1e~ I am dead a~d 

'l~i.t po~sess tVie l?ook ... It's alread'l too late. 

A STRATEGIC BIDDING 

~ BLUFFING CARD GAME 



.. 
TRESPASSERS.· 
FUEL FEAR OF· 
LAND GRAB 
COUNTY 
SURVEYS 

COUNCIL CLAIM NO 
BEING CONDUCTED 

Rodger Taggert hae not slept much 
lately, he ' s beenAup most nights 
watching for the.£ederal employees 
· ~·s.it:-s h&v~~~veying hi~~p1='D--"-=tha'9im 

~:ty at odd hours , ''Th.ey were in the 
~field last week wi~h one of those 
weird tripod things ~t two in the 
morning. Scared . the missus half to 
death.tt Two years ago he became the 
lone hold out in the battle between 
the Whelming City Council and the· 
land owners of Willows Valley. This 
effectively killed the long anticipa~­
ed highway project, which would have 
directly connected sleepy Whelming 
.with i.the i::est of Massachusetts's 

'$!'.-Orin .. f-sta-te f.teeway. Des 
;~ ;jituch 9£ ;J:;be 



. ' '*.,-· ~.._ : J "' -t.,-:· ..... ... l. .. 

tAff G~ GC?.n~· '"F_rom~ft : 
· '>Next t·~me ~I \ s.ee the·lJl c; 
@ld .22 will do tlie talR 
you can print th~t." Th 
quickly made a statemen 
gart's claims . "The hi 
was a huge loss of course 
has moved on." Said M 
"We've had no survey pro 
area of the county si 
thing was abandoned ." M 
dubious, "I seen em .out 
ain ' t those scheming , e 
G-Men, then who is it era 
,my property? And why? -
after in the dead of ~ig 
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Artistic Renderings: Son Duong 
Historical Curator: Sean Epperson 

Illustrative Efforts: Kris Quistorff & Darrin Michelson 
Madness Translation: Sarah Sharp 

To au those who were privy to the unearthing or this 
inhuman artifact, we thank you and pray that such 
minds (forever lost to insanity) will one day llnd Peace. 
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iJi8TORY THUS f AR 

Cultists have moved into the enigmatic city 
of Arkham. They are attempting to collect 

artifacts that will let them take control of the city, 
summon the Elder Gods, and bring about the end 
of the world. 

. 
A team of investigators must try to stop them, by 
gaining control of these artifacts for themselves, 
in the hopes that humanity may yet be saved from 
such madness. 

Will you take on the role of investigator to save the 
world, or will you lead the cultists to its demise? 



~CTUP: 
Give each player the matching Influence Markers 
and following cards from their faction, investigators 
or cultists: 

•Gate 
•Gate Closure 
• Journal 
• Necronomicon 
• Potion 
• Chosen Elder God t 

t Shoggoth is recommended for a player's first game. 
See pg. 13 for Elder God descriptions. 

Each player will take all 6 of their cards into their 
hand, and guard them cautiously. 

The player who last encountered a nightmarish 
horror that left them gibbering and unable to form 
a thought will go first, or may be chosen randomly. 
That player will take the Active Player marker. 

The game ends after each player has taken 5 turns. 

--4-

~AMC ~LAY @UTLiNC 
Each card in a player's hand represents half of 
an artifact, or Elder God which they have the 
potential to control. Each half of the artifact has a 
given amount of influence and control value. 

y pidding forces and artifacts to their opponent, 
players can gain control over cards to complete 
artifacts. Completed artifacts have special powers 
to be used by the player that controls them. The 
player at the end of the game with the most control 
points will control Arkham, either saving the world 
or ending it, and win the game! 

INVESTIGATOR CULTI ST 

-5-



~ow To ~LAY 
The player with the Active Player marker will 
choose a card from their hand and place it FAC~ 
DOWN on the table between themselves and their 
opponent. The active player will then set a number 
of Influence markers next to the card. This is the 
active player's Influence bid to gain control Q.V 
the FAC~DOWN card. Each marker represents I 
Influence. 

Note: You may bid O (none), at the risk of letting your 
opponent control the bidding. This can be a viable strategy. 

The opponent then decides on one of two options: 

•Take the influence bid, give up the card. 
o They take the active player's Influence bid and add 
them to their own Influence markers. The active player 
then takes the FACE-DOWN card and places it FACE-UP in 
front of themselves. The active player now has "control" 

over that card. 

•Place their own influence bid. 
0 They must bid at least I more Influence than what the 
active player bid. The active player then decides to either 
take the entire Influence bid, and give up the FACE-DOWN 
card, or increase their Influence bid to be at least l more 
than what their opponent just bid. This continues back 
and forth until one player decides to take the Influence or 
they are unable to bid higher than the other player. 

-{) -

Bidding with the Influence Value of cards: 

Once a player has control of a FAC~UP Artifact 
or Elder God card, they may choose to use its 
Influence Value to help win a bid. If so, the FAC~ 
UP card could end up sacrificed, like the Influence 
Markers, for the sake of gaining control over the 
FAC~DOWN card in the center of the play area. 

Sean is the active player and has placed a card 
from his hand FAC~DOWN in the middle of the 
play area, and bids 2 Influence. 

Based on cards played, Sarah thinks the FAC~ 
DOWN card will complete an artifact. 

Going all in, she bids all 4 of her Influence markers. 

Sean bids his remaining 2 Influence markers, and 
pushes forward the FAC~UP Gate card for a total 
of 9 lnOuence. 

Sarah has nothing left to bid, so she takes the 
bid including the Gate card, which is now in her 
control. Sean takes the FAC~DOWN Artifact card 
and places it FAC~UP in front of himself, as now it 

isunderhisco~;;o{J ~OOO EJ = B 
-f -



Completed Artifact Abilitie s 

Each card's ability may ONLY be used if both of the 
following condit ions are met: 

I. You must control both halves of the card, 
FACtrUP in front of you . This comp letes the 
arti fact and allows you to activate the ability. 

Note: An exception to this is the POTION, which does 
NOT need to be completed in order to be used . Once It 
is FACE-UP in front of you, then you may use its ability 
regardless of which faction the potion came from. 

2 . The abilities of com pleted ar tifacts may ONLY 
be used by the active player during their turn. 
Abilities may be used at the START of a turn, 
during the bidding process, or the END of a turn. 

Once a card's ability has been used on a turn, it is 
"spent" and should be rotated 90 degrees to show 
that it is no longer accessible. 

-8-

Typically, abilities may only be used once per turn. 
However, i f the artifact is "broken" in some way 
(part turned FACtrDOWN, or placed back into a 
player's hand, etc,) and the artifact is re-assembled 
that tu rn, the ability may be used again ! Very 
powerful combos can be created through using an 
arti fact, breaking it, and reassembling it to re-use 
the ability. Gaining the other half of a card can g ive 

u-a large advantage in the game! 

Artifact Ability 

Gate 
If you control both halves FACE-UP, you 
may flip I half FACE-DOWN. I f you do, flip 
any other FACE-DOWN card FACE-UP. 

Necronomicon 
If you control both halves FACE-UP, you 
may swap I FACE-DOWN card you control 
with l from your hand. 

You may Hip this card FACE-DOWN to Olp 
Potion another FACE-DOWN card you control 

FACE-UP. 

If you control both halves FACE-UP, you 
Journal may swap I FACE-UP card you control with 

1 from your hand . 

If you control both halves FAGE-UP, you 
Gate Closure may Oip I FACE-DOWN. If you do, flip any 

other FACE-UP card FACE-DOWN. 



<tND CQAMC AND ~CORiNG 
Each player takes 5 total turns. That means there 
will be 1 card left in each player's hand that is 
unplayed, and thus will not be scored unless 
otherwise stated by a card effect. 

Note: Some Elder God powers and phJye 
powers can change how cards are scored 
when control values are tallied. 

At the end of the 5th round, each player adds up 
the Control Value (the Roman numeral at the top 
of each card) of all their FACE-UP cards. The player 
with the highest Control Value is the winner! 

CJ 
[J[J00[J 

D v 
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xv 
15 

~~ 

XI 
11 

Tie Breaker 

If both players have an equal total Control Value, 
the winner is declared by: 

1. The player with the most Influence Markers; 
if still tied then ... 

2. The player with the most FACE-UP cards; 
.. if still tied then ... 
.3. The player with the most FACE-UP cards of 

their faction (Cultist or Investigator); 

If a tie still exists, BOTH players lose! The cultist 
is devoured as punishment for their inability to 
secure the city. The investigator is fired, mocked 
for their inability to put away the cultists. They are 
left to fade away, penniless, into obscurity and 
shame. 

(.3) Faction 

000 

~~o 
( I ) Markers 

(2) FACE-UP 

-11-
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~AMC @PTiON8 
Elder God Cards 

There are 7 Elder Gods in the game. After you have 
learned the basics of game play, we encourage you 
to try them out. See the following char t for a list of 
thei r powers: 

-12 -

Elder God 

Shoggoth 
Recommended 

First Play 

Cthulhu 

Yog-Sothoth 

Shub­
Niggurath 

Azathoth 

Hastur 

Power 

If you control both halves FACE-UP, you 
may Olp one half FACE-DOWN. Then flip 
one FACE-UP card an opponent controls 
FACE-DOWN. 

If you control both halves FACE-UP, flip all 
your non.ctbulbu cards FACE-DOWN. 

If you control both halves FACE-UP, Olp 
both halves FACE-DOWN. You only score 
FACE-DOWN cards at the end of the game. 

If you control both halves FACE-UP, filp one 
half FACe..DOWN. You and your opponent 
must exchange one card of opponent's 
choice from your hands. 

If you control both halves FACE-UP, 
your opponent may look at your hand & 
chooses the card you will place for bid. If 
they do, flip one half FACE-DOWN. 

If you control both halves FACE-UP, you 
may flip them both FACE-DOWN. Score 
their control values as positive if you have 
both FACE-DOWN. 

If you control both halves FACE-UP, destroy 
one other FACE-UP non-Hastur card you 
control at the end of your turn by placing it 
back in the box. 

-13 -



GHARACTCR 4D GARDS 
To add variety to play, players may choose one of 
the ID cards associated with their faction. These 
allow players the opportunity to play as different 
characters with unique character abilities. 

During setup, players secretly choose one ID ce 
from their faction, cultist or investigator. These are 
chosen AFTER an Elder God is chosen. 

Tnu. nA+ntS i-onltnjiu{ 

The abilities on the ID cards give each player a 
new way to approach the game, new things to do 
on their turns, and new threats to pose to their 
opponents. The timing on using these abilities is 

very important for success. .~1l·5~-

Abilities are only usable once per game. When an 
ability is used, the ID card is fl ipped FACE-DOWN 
to show that i t is no longer accessible. The ID card 
abilities are as listed below. .~~~·~: • ~. 

Abie Jones 

Gabriel Moretti 

Alex Smyth 

Sohn Kang 

Herald 
of Arrival 

The Golden 
Dawn 

Enforcer 
of Truth 

Blade In 
The Mist 

l~YESTl6lTDRS 
Once per ga.me, you ma,y force your opponent 
to turn their bid ca.rd FACE· UP. 

Once per game, you ma,y banish a FACE· 
DOWN ca.rd and remove it from the game. 

If your FACE·UP ca.rdS equal exactly 13 
CONTROL POINTS, at the end of your turn, 
you immediately win. 

At the end of the game, arrest any cultist 
1n1luencers you control. Ga.in 2 CONTROL 
POINTS for 2 1n1luencers & 5 CONTROL 
POINTS for 4 1n1luencers. 

Once per game, you ma,y replace a FACE· 
DOWN ca.rd you control with 1 from outside 
the game. Place this new card FACE-DOWN. 

Once per game, you ma,y force an opponent 
to turn their bid FACE· UP, during the 
bidding. 

At the end of your turn, you ma,y swap your 
hand with your opponent. 
Your opponent alwa,ys pla,ys first. 

At the end of the game, you ma,y sacrifice 
any of your opponent's 1n1luencers that you 
control. Ga.in 1 CONTROL POINT for each 
that you sacrifice. 

() 2018 • 2019 1 lllNO 12 GAMf.S. •'-. ALL RIGHTS Rtsf:RVf:O. 
Tilt. Si::ALSOt"CTHULl1l ACID N NINO 120AMf:SLOOOS 
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6ftTE 
If you control both fACf-UI', you may 
flip I fACf·DOWIY. If you do, flip 
another fACf-DOWIY card fACf-UP. 

----· ... I·-III .. •I ... ·--

/ 

ftlftTHDTH 
If you control both fACf-UP, you may 
flip them both fACf-DOWIY. Score their 
control values as positive if you have 
both fACf·DOWIY. 

© 2018THING 12GAMES 

~--··I~· II M•I ... ·--

NECRDNDMICDN 
If you control both cards fACf-UP, you 
may SWAP I fACf-DOWIY card you 
control with I from your hand. 

·~ 2018 THING 12 GAMES 

----· ... I· III .... J ... --

If you control both fACf-UP, destroy I 
other fACf-UP non-Hastur card you 
control at the end of your turn. 

If) 2018 THING 12 GAMES 

r 

---·•IM• -II M•I··--

SHUB-Nl66URftTH 
If you control both fACf-UP, flip I 
l'AC£-DOWIY. Your opponent then looks 
at your hand & chooses the card you 
will place for bid. 

~ 2018THING 12GAMES 

---·•IM• III M•I ... ·--

You may flip this card l'ACf-DOWIY, to 
flip another l'ACf-DOWIY card you 
control l'ACf-UP. 

C> 2018 THING 12 GAMES 



SHD66DTH 
If you control both fACl·UI', you may 
flip I fACl·DOWf'(. Then flip I fACf·UI' 
card an opponent controls fACf·DOWf'(. 

e 2018 THING 12 GAMES ----

JD6-SDTHDTH 
If you control both fACt:·UI', flip I 
fACf·DOWf'(. You and your opponent 
must exchange I card of opponent's 
choosing from your hands. 

C 2018THING 12GAMllS -------

--··~I· IV ... J .. •--

JDURNftl 
If you control both fACf·UI', you may 
swap 1 fACf·UI' card you control with I 
from your hand. 
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/ 

&RTE CLOSURE 
If you control both fACf·UI', you may 
flip I fACf·DOWf'(. If you do, flip 
another f'ACf·UI' card f'ACl·DOWf'(. 

2018 THING 12 GAMES 

--.. ·~I· IV M•f4•--

NYftRLRTHDTEf 
If you control both f'ACf·UI', flip both 
fACt·DOWTY. You only score f'ACf·DOWf'( 
cards at the end of the game. 
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CTHULHU 
If you control both fACl·UI', flip all 
your non-Cthulhu cards f'ACl·DOWf'(. 
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