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roownbi s o m&fﬁ”‘ithm-”wn & 4 ; - SR
playe G 5~ Eg ls Cultlsts have moved into the enigmatic city
‘l!l-E cgﬂl ed 8 of Arkham. They are attempting to collect
!ﬁ?g‘.h . artifacts that will let them take control of the city,

- summon the Elder Gods, and bring about the end
S "« 3 nfluence Markers S Of the world.
f‘"‘\? 4 ﬁ Influence Markers ik
\ 10 ArtifactCards
14 Etder God CA1ds | in the hopes that humanity may yet be saved from
Thesemesmn i N e B such madness.

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




GAME PLAY OUTLINE

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.

SETUP:

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

» Gate

» Gate Closure By bidding forces and artifacts to their opponent,
* Journal * players can gain control over cards to complete
» Necronomicon . artifacts. Completed artifacts have special powers
* Potion . 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 GULTIST

*» Chosen Elder God {)Qﬁﬁ

+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. :
EPPRERIEN | ccronomicon

FACE-UF.




How To PLAY

The player with the Active Player marker will
choose a card from their hand and place it FACE-
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 ov.

the FACE-DOWN card. Each marker represents 1 -

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 3

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.

o They must bid at least 1 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 1 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.

6

Bidding with the Influence Value of cards:

Once a player has control of a FACE-UP Artifact
or Elder God card, they may choose to use its
Influence Value to help win a bid. If so, the FACE-
UP card could end up sacrificed, like the Influence

- Markers, for the sake of gaining control over the
.~ FACE-DOWN card in the center of the play area.

::'EXamplé:
. Sean is the active player and has placed a card

~ from his hand FACE-DOWN in the middle of the
play area, and bids 2 Influence.

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

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

E ." Sean bids his remaining 2 Influence markers, and
"‘_ -pushes forward the FACE-UP Gate card for a total
" of 9 Influence.

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

o R

, afi0



Completed Artifact Abilities

Each card’s ability may ONLY be used if both of the
following conditions are met:

1. You must control both halves of the card,
FACE-UP in front of you. This completes the
artifact 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 completed artifacts 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. g

Typically, abilities may only be used once per turn.
However, if the artifact is “broken” in some way
(part turned FACE-DOWN, or placed back into a
player’s hand, etc,) and the artifact is re-assembled
that turn, the ability may be used again! Very
powerful combos can be created through using an

. artifact, breaking it, and reassembling it to re-use

the ability. Gaining the other half of a card can give
you-a large advantage in the gamel

Artifact Ability

If you control both halves FACE-UP, you
may flip 1 half FACE-DOWN. If you do, flip
any other FACE-DOWN card FACE-UP.

Gate

If you control both halves FACE-UFP, you
may swap 1 FACE-DOWN card you control
with 1 from your hand.

Necronomicon

You may flip this card FACE-DOWN to flip
another FACE-DOWN card you control
FACE-UP.

Potion

If you control both halves FACE-UP, you
may swap 1 FACE-UP card you control with
1 from your hand.

Journal

If you control both halves FAGE-UF, you
may flip 1 FACE-DOWN. If you do, flip any
other FACE-UP card FACE-DOWN.

.AMMW

Gate Closure

59



TND ‘GAME AND SCORING

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'pl'_-_
powers can change how cards are scored or

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!

s Nl SN N S 2 { 3
| Vv I II1 IV g
e 1 L AN
Wl
- NS J SIE N BTN _)/NJWM
(- A [ SR
XI
11
\ LGNS A ) A EN; J

:' 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;
i 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

e 11T
@ﬂﬂll@

) Markers |

2) FACE-UP



GAME OPTIONS

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 chart for a list of

Elder God Power
Shoggoth If you control both halves FACE-UP, you
Recommended | may flip one half FACE-DOWN. Then flip
First Play one FACE-UP card an opponent controls
FACE-DOWN.
Cthulhu If you control both halves FACE-UF, flip all

your non-Cthulhu cards FACE-DOWN.

their powers: e

yarlathotep

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

Yog-Sothoth

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

Shub-
Niggurath

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-DOWH.

. Azathoth

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.

Hastur

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

18-




GHARACTER 9D GARDS

IXVESTIGATORS

Once per game, you may force your opponent

: AbieJones |\ rn their bid card FACE-UP.
To add variety to play, players may choose one of e oy banish s FACE
: - B A % : n game, you -
trl11e ID <I:ards a;f‘soaatedtwnT tthel r1 fact1or‘;._ f’frhese Cabriel Morettl | - o 0 emove it from the game.
allow players rtuni
h pt Y ith S C_"P e e a‘y ?S Inexent If your FACE-UP cards equal exactly 13
characters with unique character abilities. AlexSmyth | CONTROL POINTS, at the end of your turn,
you immediately win.
During setup, players secretly choose one ID ¢ At the end of the game, arrest any cultist
from their faction, cultist or investigator. These a SohnKang | Loluencers you control. Gain 8 CONTROL
chosen AFTER an Elder God is chosen. POINTS for 2 influencers & 5 CONTROL
b POINTS for 4 influencers.
True names unﬁsﬂﬁ&t{ g
Do masks defent the purposed s
o GULTISTS
j,:ﬁ Once per game, you may replace a FACE-
At foxald DOWN card you control with 1 from outside
Tricks of the trade, gifts, . of Arrival the game. Place this new card FACE-DOWN.
and cutses of sights unseen. s
:§ e Once per game, you may force an opponent
G &3 : : The Golden to turn their bid FACE-UP, during the
The abilities on the ID cards give each player a Do bidur]. n: Yo
new way to approach the game, new thmgs tod e .
: e end of your turn, you may swap your
on their turns, and new threats to pose to thei Fotorcor TR
opponents. The timing on using these abilities is of Truth Your opponent always plays first.
very important for success. TS
g/ R *“l' a‘f}’ “'1 o At the end of the game, you may sacrifice
RN 3 Blade In any of your opponent’s influencers that you
Abilities are only usable once per game. When an The Mist control. Gain 1 CONTROL POINT for each

ability is used, the ID card is flipped FACE-DOWN
to show that it is no longer accessible. The ID card
abilities are as listed below. w},%

ﬂﬁ A ﬁ?\

Tk " Ay

that you sacrifice.

© 2018 - 2019 THING 12 GAMES, LLC. ALL RIGHTS RESERVED.
THE SEALS OF CTHULHU AND THE THING 12 GAMES LOGOS
ARE TRADEMARKS iifgﬂll‘{ﬁ 12 GAMES, LLC.
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TAKE A PHOTO WITH THIS CARD AND
SHARE YOUR WIN ON SOCIAL MEDIA
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Age: 50 Height- A E
Honorary: Commissioner 3
Occupation: Law Enforcement
Skills: Street Smarts, Authority

© 2018 THING 12 GAMES

Street smarts & an iron will drive Sohn to
see all cultists imprisoned.

At end of game, arrest any of your

e v = =
-.'. -4 5 o 2 E
opponent’s influencers that you control. 8 _g: = 5 e i
Gain 2 CONTROL POINTS for 2 influencers & g L -E' 5 E
5 CONTROL POINTS for 4 influencers. P 2 g5 § g8
.5 w 3 . ,g
= A 5 og g % )
| 5 E = )
: = :
F-G3si Ty % T8
# =T © o S =3
1 SV TE © 3
GABIIIE[ HIIIE SEEiEL R e
= Wigen: E O S8
2583 802 BES
et Kt s i P " w oS g E% ¢S
Age: 64 ueight- 58 Sbozd B, ':‘_'-'-E
Honorary: Archbishop < S g 2 EQ *5-.;: ;% E
Occupation: Religious Leader =2 2
By el 358 =8¢

%

Skills: Spiritual Control

A lifetime of piety and spiritual education led
Gabriel to become the preeminent leader in
the rites of exorcism.

Once per game, you may banish a FACE-DOWN
card and remove it from the game.

© 2018 THING 12 GAMES
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% BLADE IN THE MisT

QDAWN

opponent to turn their bid FACE-UP, during

the bidding phase.

you

The Blade in The Mist strikes terror in the
heart of the Investigator team.

et
game,

At the end of the game, you may sacrifice
any of your opponent’s influencers that
you control. Gain 1 CONTROL POINT for
cach that you sacrifice.

the Golden Dawn knows what

others do NOT want known.

HE ‘GOLDEN

f[?

Using media ties to gather information on

others,
Once per

ENFORCER OF TRUTH

o

The Enforcer of Truth is filled with dark
talents, crafting their own twisted tales to
manipulate the web of society.

At the end of your turn, you may swap
your hand with your opponent’s.
Your opponent always plays first.

IVAL

+

i

‘HHERALD OF ARR

The Herald of Arrival is spoken of in
whispers, for their ability to summon

dgreat power is legendary.
you control with 1 card from outside the

Once per game, you may replace a card
game. Place this new card FACE-DOWN.







NECRONIMICON

SHUB-NIGGURATH

GATE

If you control both FACE-UP, you may
flip 1 FACE-DOWN. If you do, flip
another FACE-DOWN card FACE-UP.

J

If you control both cards FACE-UP, you
may SWAP 1 FACE-DOWN card you
control with 1 from your hand.

© 2018 THING 12 GAMES

If you control both FACE-UP, flip 1
FACE-DOWN. Your opponent then looks
at your hand & chooses the card you
will place for bid.

© 2018 THING 12 GAMES

‘

—AIATHOTH

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

J

If you control both FACE-UP, destroy 1
other FACE-UP non-Hastur card you
control at the end of your turn.

& o’

€ 2018 THING 12 GAMES

© 2018 THING 12 GAMES

You may flip this card FACE-DOWN, to
flip another FACE-DOWN card you
control FACE-UP.

e 7
© 2018 THING 12 GAMES
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SHOGGOTH

JOURNAL

NYRRLATHOTEP

If you control both FACE-UP, you may
flip 1 FACE-DOWN. Then flip 1 FACE-UP
card an opponent controls FACE-DOWN.

v

If you control both FACE-UP, you may
swap 1 FACE-UP card you control with 1
from your hand.

v

© 2018 THING 12 GAMES
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If you control both FACE-UP, flip both
FACE-DOWN. You only score FACE-DOWN
cards at the end of the game.

€ 2018 THING 12 GAMES

-

TOB-SOTHOTH

BATE CLOSURE

If you control both FACE-UP, flip 1
FACE-DOWN. You and your opponent
must exchange 1 card of opponent’s
choosing from your hands.

\ o’

If you control both FACE-UP, you may
flip 1 FACE-DOWN. If you do, flip
another FACE-UP card FACE-DOWN.

v

© 2018 THING 12 GAMES

© 2018 THING 12 GAMES

CTHILAD

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

J
@ 2018 THING 12 GAMES




GATE GLOSURE

If you control both FACE-UF, you may
flip 1 FACE-DOWN. If you do, flip
another FACE-UP card FACE-DOWN.

%] /ﬁ}@ ]
@SHUB NIGGURNI‘H

If you control both FACE-UP, flip 1
FACE-DOWN. Your opponent then
looks at your hand & chooses the
card you will place for bid.

‘yoe @SO’I‘HO’I‘H

If you control both FACE-UP, flip 1
FACE-DOWN. You and your opponent
must exchange 1 card of opponent’s
choosing from your hands.

s il
ALATHOTH
If you control both FACE-UF, you may
flip them both FACE-DOWN. Score

their control values as positive if
you have both FACE-DOWN.

gOURNAL

If you control both FACE-UP, you may
swap 1 FACE-UP card you control with
1 from your hand.

HASTUR

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




You may flip this card FACE-DOWN, to
flip another FACE-DOWN card you
control FACE-UP.

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

L

SHOCEOTH

If you control both FACE-UP, you may
flip 1 FACE-DOWN. Then flip 1 FACE-UP
card an opponent controls
FACE-DOWN.

%

<,
¢
0 ;

q
GATE
If you control both FACE-UF, you may

flip 1 FACE-DOWN. If you do, flip
another FACE-DOWN card FACE-UP.

If you control both cards FACE-UP,
you may SWAP 1 FACE-DOWN card you
control with 1 from your hand.

GTHULHU

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