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Letter Trom The Taculty

[nves fc?a ford,

We would like to tincerely thank you for agreein
fo take on Hie heavy talk /aoh f nto fﬂf 4
Lfran ze and dorrific evem&r Heat hate beset ouvr town.
Based on the evidence Hiat we've received from your
predecestors, it can no Longer /;e denced Heat %e Elder
Godt ﬁm:/ ;m/a;k;ned Frond Haer Zf/M[o Ma;ubi%

In an ort fo presgerve your Life and Lans $
Leort fandbook. ﬁa@ been r7 ared au://f fere
at Miskat mC Umvefz{: (011 amed f’&ln f%&(@ pa esd
it everyth en able fo ditcover so /ar
cancernm e evem&r IF &4 our Sen rezfﬂo e Huat
Hies treatite will belp prevent forther... nmrﬁapz

Pleate note, oar wture Looks dire and time ot thort.
We underttand Hhat only yow and a handfel of your
fellow Investigators fanj between e powerful,
anceent benyignd He rest of fwmancty. Remepdber to
keep your Wikt abouf gou aJ oa well JareZ encaanfer

forces and events fﬂm‘ MZZ
campre%en&an or control. Good Zack dq ?adxpeed

Sencer 6[7,

Dr. Henry Armdtage
thief Librarian
Mistkatonic Umvemﬁ/

Ages 14 to Cthulhu 45 ~ 120 Minutes
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{hjectine

Using your Moxie, work together with your fellow Investigators
to research cards at Miskatonic University. Utilizing the results
of your research, banish the Elder Gods to prevent them from
spreading their vile influence across Arkham and then the
world!

1/ you wanage to bancth all Hie awakened E&fer Gods,
(}/aZ well %aze won Hee day... even, perﬁap  Weth a bit

our dancty Stll intact. : :
0/ Zom/ever,l c:7/ you and your ellow [nvestigators e Haer

dee or Lose your jn‘p on reatity, well HieA... we're all
Adoowed, aren’t ve?

Lomponents

W 1 Investigator Handbook Wﬁlo& you ate
% 1 Card Trays

W 10 Loghooks

¥ 12 Elder Gods Cards

¥ 21 Investigator Cards

R 11 Unique Minions 101 total

R 43 Unique Mythos Cards 103 totol
B 69 Unique Library Cards 180 total
W 60 Starter Cards

W 10 Card Dividers

¥ 24 Health/Sanity Pointers

ow Mdin?



Setup

1. Each player recieves an Investigator Card either by choice
or random dealing. Place a Health Slide Pointer at the top
and a Sanity Slide Pointer at the hottom over each stat’s
maximum value. Return any remaining Investigators to the
game box.
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Your Investigator card it your cﬁamder Zne fﬁe ZW&
You are now tae [nved for Inclunded on 1 ‘

our bgckitory, defm about your special a/y,[cﬂ/, and
7547‘ ﬂappenx to you after deat

2. Give each Investigator a Starter Deck consisting of 7 Sleuth
cards and 3 Stagger cards. Shuffle these cards together
to form your Personal Library deck and place it facedown
in front of you. Return any remaining Starter cards to the
gamebox.



3. Shuffle the Elder God, Library, and Mythos decks separately.
Place each deck facedown in easy reach of all Investigators.

4. Before your first game, separate the Minions by type and
organize them in the game box with the provided dividers.
They remain in the box and will be summoned/spawned
into play from there.

5. Reveal the top 5 cards of the Library deck and place them
face-up in clear view of all Investigators. This is the Public
Library of Miskatonic University where you will be doing all
your research.

6. Choose a difficulty level according to the following chart:

Investigators 1 23456

orweal ELDERGODS 111222
MYTHOS CARDS SR
ELDER GODS 279923332

‘%ﬁ‘é MYTHOSCARDS 2 2 2 3 3 3

Tt oﬂarz‘ A >
fa é}‘eﬂu nes, bated on He nuwber

d’!d mber Wﬂ’l F[der qoﬂ 70&4 Wei /4(/3

4 'Cf on you eacl, roZ:d ¢ Lards the Elér Gods ity



7. From the Elder God deck, draw the number of Elder Gods
from the chart and place them face-up in order from lowest
to highest. The Elder God’s Health number indicates their
placement (see Symbols). Give each Elder God a Log Book
to track their Health. Place Slide Pointers on the Elder God’s
maximum health.

8. Choose an Investigator to go first.

¥
A comapent 0" g0 pre caria 2 fio govee

Know ffuf jo' Za well aPP"” P, Hhe chao!
lﬂ
Fote cardd d M@ ot it £

wa%f by o Like iz will Hhe da’z?' bos

?La cont e save or T

A Few Symbols

54 This symbol indicates a Firearm. Some Investigators,
Library, or other cards may use this symbol in reference
to each other.

o This symbol indicates a Bladed Weapon. Some
Investigators, Library, or other cards may use this
symbol in reference to each other.



o This circle with a number inside can be found in the top
rlgh’r corner of Library, Elder God, and Minion cards.

Yy Library - this is the cost in Moxie required to Research this card from
the Public Library of Miskatonic University. This is not the amount
of Moxie gained when activating a Library card.

Wy Elder God - this is the amount of Health for the Elder God.
Investigators must do this much damage over the course of several
Rounds in order to defeat and banish the Elder God from play.

Y Minion - this is the amount of Health for the Minion. Investigators
must do this much damage over the course of several Rounds in
order to defeat and banish the Minion from play.

@@ On various types of cards you will see the Investigator
Count symbol. This symbol is equal to the number
of Investigators in the game, including any dead

Investigators. InpOT Mmq
With this symbol there is the Minimum of 1 rule.

/—j

Haltur Jawmonx 6o - 2 /nwrporea/
Deaxeawo ‘erﬁere are onl. Y 2 Investe farJ, J0 Hastur

well topemon He winimon of 1 Dalue



Investigators vour pertona within the gane

Investigators are all that stand between an unsuspecting world and
the cosmic horrors that threaten fo consume it.

Hea[f/a — How much physical Backstory - A short

punishment an investigator can take
hefore they physically die.

explanation of how the Investigator first
came into contact with the supernatural.

] )
.0 1 234!878910\112‘3111!131718”

e

1 245678081011 13 14 15 7 3 24 25 26 2 26 20 30
T 10 2 13 5 16 1
01232 g

Sanffy = How much mental
strain an investigator can endure
before they are driven completely
and irrevocably into madness.

SPCCIM Abl[ff(/ = Each Investigator

possesses a special skill to help them combat
the horrors they face. A description of this skill,
and rules for its use, are found here.

A/fer Dedﬁ& — When fighting the Elder Gods, death
and insanity are very real possibilities. However, even after an
Investigator succumbs, they still have some influence left.
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Card Types

Starter Cards
p the st oF G o
Sleuth Cards provide Moxie. these are the f,, ch‘e you Lave

Stagger Cards provide no direct benefit to your inves’riguto;..
'on to where youv are qou
You thouvld pay ah‘enf:;zu fave no fime to za«"‘z)’

' Library cards are qour only weapon and
Liprary defense a;m‘:m‘ tHee oZMao?%rﬂo/ Hae Elder
Gods

There are 4 types of Library cards. Some Investigators are
better at using certain types. You'll want to work together to
make sure the right Investigator gets the right cards.

Actions: Something physical that an Investigator does to further
their cause.

Equipment: These are physical items that can be used to battle
the Mythos and aid in Research.



Spells: Magic almost always has a cost. Spells typically have
positive and negative effects.

Locations: These are always in effect for all Investigators once
played. Locations stay active even at the end of each round

The Encroaching Darkness

glder Gods - Your ancient and
nduspan /02_ Tﬁexedae?‘gxzégid Cbeem%'
A powers and nrectgentc o 2
ng::tiin&ueuan compre&en&'zz. Ther | ealt,
Aeteres and motivationd are 7an a :

unfathowable.

— T%e
reghity, mif,i,‘* "é’w and Fwests

Effect



siand - The tervants of Hie Great Old Oned.
W%’Z:ﬁ«'oer%re /w‘ Y 34 mﬁwwan ad Her masters, =
wany a fool éﬂd be torcerer, or madman, (an
caam‘ed awong; 7
Health

Summoning Minions

When you are directed to summon a
\ particular Minion, search the Minion
@\ deck for the the summoned Minion

: ond
Nawe M'»nlon A(/fl

Logbooks 5

Loghooks are used to track your progress
towards defeating a particular Minion or
Elder God. T fuandy




fameplay

The game plays out over a series of Rounds until either you and
the other Investigators defeat the Elder Gods, or they defeat
you. Each Round consists of the following Phases:

1. Planning Phase
2. Combat Phase
3. (lean Up Phase

Planning Phase

Its time for you and your cohorts to prepare for the battle to
come. Your sole resource in this game is Moxie. Moxie is used
both as currency to research cards for your Personal Library
AND as damage to defeat the Elder Gods and their Minions. In
this Phase you must use your Moxie wisely to learn what you
can do to deal damage to your enemies.



On their turn, each Investigator must perform the following
actions in order. Investigator turns may be taken in any order.

1. Draw 5 cards from your Personal Library deck. You may

show your cards to your fellow Investigators.
: j cards in oo Pertons!

(f at any 7 ’L’“‘e 70" A %{;r personal Descard Rie

?ob:f; eja' nPev\/ %acedom/n ersonal Library-

2. Preparation: Play cards from your hand face-up onto the
table in front of you. These cards are now activated and
immediately provide you with the benefits, or possible
disadvantages, on the bottom of the card.

3. Research: Cards are available in the Public Library at
Miskatonic University to aid you in the fight to come. Use
any Moxie gained from the cards you activated during
Preparation to research new cards from the Public Library.

a. Place the new cards researched directly into your hand,
and then discard any activated cards you used into your
Personal Discard pile. If an activated card has an ability
that lasts beyond the Planning Phase, it may stay in

play.

b. Library cards may not be used to research other Library
cards on the same turn in which they were added to
your hand.

(nvestigator? wazollm‘ P”[ their

Moxie foge
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4. Final Preparation: You may now play any additional cards
you have researched or drawn this turn to activate them.
There are two items important to note here:

a. Moxie activated in the Planning Phase does NOT carry
forward into the Combat Phase. This means that when

your turn in combat arrives, only Moxie you still have IN
YOUR HAND may be played.

b. Now is a good time to heal your Health and/or Sanity
if needed. You may heal ONCE during ANY Phase of the
game, but on your turn you may heal as much as you
like. .. as long as you have the Moxie to pay for it.

All Investigators can heal 1 point of Health or Sanity
by spending 2 points of Moxie. Cards used to heal are
immediately discarded into your Personal Discard pile.
You may not heal more than your maximum Health or
Sanity.

After each Investigator finishes Final Preparations, they will
refill the Public Library up to 5 cards.

After ALL Investigators have finished their Final Preparations,
it’s time to move onto the Combat Phase.



P/annm? Plate €. xawPZe

Pll dmm/z 5 cardt from bt Personal Library deck.
He draws 2 Slewth cards, T Stagger card, 1 Adrenaline
card, and 1 BZeJJ card.

Duren Z Prepamhon, Pl st decides to activare
o Adr aline card. He fakes 1 Health. dawage, bt in

refurn Zeﬂf to discard it Sf%er card D draw
wore cards; Plul draws & wore z

Next, Plul activates Ly Bless Card. T Zran 2
Lune 2 Moxie and it impmedid ely killt a Z
Un/orfunafefq no Zowbies have been Lupmmoned 40

the Minions are safe for now.

Movq f onto Research, Phel j{pen&u the 2 Maxce
gless card 1o reJear a Dodge card from

e Public Library. He puts He Dodye rd directly
nto 5:4 nd- P [ decides to Jave'f rewamm?

Noxee in dus fand for conbat, L0 nes
reJearo& dquﬂf‘dl h{ activated gless card

nto At P Jana/ Detcard pil

In Final Pre arahon ,/or ww/ym‘, plil activates bt

%e card Hat witl L Health or Sandty
/row Mencond f vt Roand Pﬁl[ M a total
e in Aut dand for Conbat and lie’s feeling

preh‘q confrdent!



Combat Phase

During the Combat Phase, the Elder Gods and the horrors

they summon get to go before the Investigators will have the
opportunity to fight back. This Phase proceeds in the following
order:

1. Elder Gods
Each Combat Phase, the awakened Elder Gods will activate
in order of their current health, from lowest to highest.
They will then perform any special ability and/or summon
any Minions as indicated on their card.

2. Mythos
These are the evil deeds the Elder Gods inflict to destroy
the fabric of reality! Reveal the number of Mythos cards
from the Setup chart (pg. 4). Execute the action and/or
spawn a Minion as described on the card. Once completed,
discard the Mythos card into the Mythos Discard pile.

Some Mythos cards are marked as Permanent. They
will remain active for the rest of the game unless the
Investigators can find a way to eliminate it.

Wﬂen Supupu
i oan);n an/n a4 Minjon, Pell thew from
aZZ IMvest, r‘oa{ P ce g L%f e ¥ ot e CH

Healt,. 00k next fo JF th frack /t¢

0 %e M:malm' WaAXeteirpte



3. Minions
Any Minions in play, either summoned/spawned this Round
or previously, now take their actions. Like Elder Gods,

Minions activate in order of their current Health, from
lowest to highest.

There is no maximum number of Minions that can be in
play. If you run out of cards for a specific Minion type,
you will need to keep track of additional Minions using

Loghooks. .
An Elder God or Minion m naf accrmvlate more
%a':z Hher &?«ax«mwu Health. of 4 Hie Devourer ¢!
Hae exception fa f 't rule.

s in
044/ apd

70 thieck

1. or Sandty reaches
Death;  n et e S,

I They do not draw any cards,
out of t %’e‘:{ o:w 'l death ability on Heeir

Investigator card e fugn:
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4. Invesigators
Each Investigator, in any order, may once again activate
cards from their hand. They may use the special abilities on
their Library cards and/or they can total up their Moxie to
do damage against the Elder Gods and/or their Minions. An
Investigator may divide up their Moxie between multiple
enemies in any way they choose.

Plase
Moxie activated «n He P[anm
doex #ecram/oxorm/ard ‘nto the (om bat Pzaxe onle Y

Moxie in your lindt at Hie start of Cowbat way be

activated nom/

After they have attacked enemies, the Investigator should:
a. Check if they dropped any enemies to Zero Health.
If so, that enemy is defeated and banished to their
respective Discard pile.

b. Check if all Elder Gods have been defeated. If yes, then
any Minions flee and the Investigators win!

¢. Discard activated cards into their Personal Discard pile.



Cowbat Plate Example

Thet example gawe it being played by Erad
and Westley Zf &Z Normwal ZVZ[ ‘/T&e %‘Zr‘rep«'d
Investigators are in their 2nd Rovnd and are bdh%fn?
SM'N«‘%MW%

SM—NI%WM% vest frst. If Jummond Hhe
Menemiie 07[ 1 Thouvsand Young Minion. Tust for
Licks, whenever the Investigators Take Health. damage,
Lish-Nigaurath will beal that sawe amount-

Now, He Mg%ox 2t executed and a Cult Ritval

nd. 1 Colbist i dpawned fo foin tHie 1 Thouvsand
Young already in play.

Do Minions will now come out to play. The Cultist
goe! first, with a Health of 5. Each Invedtigator fakes
the Mencpmiim 1 Health. damage, and neether of
thew Lave a way to negate . of courste, thit means
Shub-Niggurat well foal 2 Health, from Hhe dawage
'+ took Last Round. Next, the Thoutand Young 4oes,
Weth 2 Health of 6. The Thovtand Young CﬂZJ forth
another My%oz card! Out comes the Banshee’s Warl,
dealing 2 Sancty dawage to each Investigator.

Brad and Westley #nally fave a chance to pght
back. They decide to give the oltist He ol 1- punch
fo wc‘m‘n«}e W'Nl‘ r m‘&Lf ﬁea[c'n . Wes f/ey ?,OCJ
ARt and dealt 3 dawage fo Hie Colfist, and then Brad
goes and Jeals 2. dawage to Hie lrist as well.

T&e (U[fl;h" ol banczf%ed fo f&e Mcncon Discar 74 Plfe.
lub-Neggurath it stll going Sfron and tHere’s
Heat nazj“TﬂaMand Young fo de with. The game
continuwed!
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Clean Up Phase

Once all Investigators have completed Combat:

W Discard ALL remaining cards in your hand into your Personal Discard
pile.

W Discard ALL activated cards into your Personal Discard pile.

W Investignors may decide together to discard any unwanted cards
from the Public Library of Miskatonic University.

W Refill the Public Library of Miskatonic University up to five face-up
cards.

After the Clean Up Phase, the Round ends. Start a new Round
with the Planning Phase. Continue playing subsequent Rounds
until either all the Elder Gods are banished or all Investigators
are dead.
anit 4 '.')
te of dwwan Ty Lol
remewber; the £ your
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Rule Clarifications
Destroy Cards

When directed to Destroy a card, the card is completely
removed from play for the current game. Return Destroyed
cards to the game box.

Multiply Then Add/Subtract

When you have cards that combine to gain Moxie you should
always multiply and then add or subtract the values.

Nullified Cards

The card or action that is nullified doesn’t happen and is
discarded.

Rules Resolution

If there is a rule interpretation that is not covered here or at
the game’s website FAQ, boil the decision down to two choices
and flip a coin to let the Mythos decide.

Special Ability

An Investigator cannot ever deactivate his or her special ability
unless directed to do so by a Mythos card.

Ties

The players choose the order of resolution in the case of fies.

20



Card Clarifications
Beh'moth the Devourer

The Beh’moth starts with 10 Health. Minions activate in order of
their health from lowest to highest. If there is another Minion
in play when the Beh'moth activates, he eats them.

For example, if one Minion had a health of 4 and the
Beh'moth eats that Minion, the Beh'moth's health is now 14. He
can eat multiple Minions in this fashion, adding their health to
his, in one round.

If the Investigators have not reduced the Beh’moth’s Health
to below his initial Health of 10 and there are no Minions
available for him to eat, then in the next round, when the
Beh'moth activates, he will turn on the Investigator with the
highest health. That Investigator will take damage calculated by
the Beh'moth's current Health minus 10.

Continuing the above example, the Investigator would take
4 damage.

If the Beh'moth's Health is less than 10 when he
activates with no Minions to eat, he will do NO damage to the
Investigators.

YA



You can use the Beh'moth to your advantage but be
careful, if he ever runs out of food he can very easily kill an
Investigator. If an Investigator is killed by the Beh'moth, the
amount of health the Investigator had before they died is
added to the Beh'moth's health.

Mystic Binding

Mystic Binding lets you take control of a Minion so they fight
for you against the Elder God. As soon as you play the Mystic
Binding card, place it on a currently active Minion of your
choice.

Your Minion activates when the Minions normally activate.
When resolving how the Minion fights for you, in the text of the
Minion you capture replace the word "Investigator” with "Elder
God." No matter if the Minion does Health or Sanity damage,
treat it as Health damage against the Elder God.

The first time you would take damage after playing Mystic
Binding, it instead kills your controlled Minion.



PLAY TESTERS

Josh Baten

James Bell

James Bell Jr.

Verble Cat

Daniel Cavalier

Ryan Dalton

Aaron Dandy

Brandy Dandy
Christian De Las Alas
Rebecca Burk Ellis

THE WYVERN LAIR

Bryan Lemieux
Joshua Burall
Joshua Worley
Kas Ismail
Christopher Wheeless
Michael Palvado
Teodor Massad
Lee Schmitz

Joy Slaughter Walker
Joey Culpepper
Jk. Miles

Justin Boehm
Merita Cruz
Nithin Shenoy
Will Baten
Michael Mcdonald
Gentry Reed
Adam Clark
Frederick Wagner
David Hanold
Michael Kiely
Seth Barger

Josh Baten

Stanley Ellis

Dr. Grant
Samantha Loyer
T.J. MacBlaine
JK. Miles

Mike Row
Sonny Scott
Nithin Shenoy
Mike Walker
Deven Young

Michael Walker
Jim Steffen
Razbin Biswas
Taylor Burton
James Stirling
Joseph Batz
Gary Howell
Matthew Howard
Craig Parent
Barry Smith
David Camillieri
Kevin Steward
Michael Zabkar
Amy Baten

Josh Perry
Joseph Gazitano
Christopher Crews
Drew Marsh
Lawrence Jones
Jenna L'Heureux
Kenny Miyasato
Jade Duguay
Andrew Vogel



CONTRIBUTORS

Adam, Marella, & Sterling Alderman
John Ayers

Seth Barger

Mike Barker

Stephen Barr

Josh and Amy Baten
Salvador Bernado

Sven “DOC” Berglowe
Daniel Betts

Joan “Jester” Bofi Il
Richard Boulet

Linda Burk

Christopher L. Cain

Sacha Cauvin

Team CharSan

Adam “Kicktraq” Clark
Peter Covalciuc
CrazyMonkeyStyle

Joe Hell de Mulder
Guillermo DeSantiago
Alberto Martin del Campo y Laura Ruiz
Garrick Dietze

Morty Douglass
Guillaume Dumaire
Robert Dunn

reklaW ekiM

Coach for the Erisian Discordians. Hail Eris!
Joachim Frans

José Manuel Bernal Ganga
Get Your Fun On

Gregg M. Giersch

Lachary Gilliam

Steven E. Goodell

Charles J. Govey
Kristy Graziano

Jeff Greene

sir harrio...

Gabe Harkins
Stephen B. Hayden
Xander Hintz

Simon Hunt

Manuel Joseph B. Ibanez 11
Mike Jervis

Bill “Two Soups” Kahler
Eric & Kelsey Kenney
Kris Klink

Michael M. Kroeker
Mark R. Lesniewski
Rex Loyer

Samantha Loyer

M. Ethan Lucarelli
Pablo Lukas

Samuel Mdenpid
Sanja Marasovic

S. Alessandro Martinez

Charles-Nicholas Kealoha Martinez

Michael McAllister
Gary McEwen

Phil McKracken
Jumes Mcle
Meitreya

JK. Miles

Murray Mills
Jeremy Mitchell
Raymond Monnone

Hiroshi Oyamada

24

Dr Alan Peden

Josh “Da Damned Budda” Perry
Patrick “Padruig” Philpot
phyphor

Omar H. Porras

Bob Rankin
Seth.A.Roberson

William Robertson
Kelley Ross

Aaron J. Saliba
Juy-Alphonse Santos
Levi James Sassaman
Kire Sazeral

Stephen Schleicher

Karl Schmidt

Nithin Shenoy

Anderw Smith

Angel Stars

Bill “Gryffn88” Stilson
Jumes Stirling

Alvin Taylor

Samuel “Professeur I” Tissier
Nicole True

David Uyttendaele

Joy Slaughter Walker
Westley Walker
Alexander Weakley
Bruce F. Webster

Juson Edward Robert Webber
Michael Wengland
Christopher Wheeless
Benjamin S Wolf

Jude Yoo






© 2019 Wyvern Gaming



	Letter From The Faculty
	Objective
	Components
	Setup
	A Comment on Chaos
	A Few Symbols
	Investigators
	Library
	Card Types 

	The Encroaching Darkness
	Elder Gods
	Mythos
	Minions
	Summoning Minions


	Logbooks

	Gameplay
	Planning Phase
	Planning Phase Example

	Combat Phase
	Combat Phase Example

	Clean Up Phase

	Card Clarifications
	Beh'moth the Devourer
	Mystic Binding

	Rule Clarifications:
	Destroy Cards
	Multiply Then Add/Subtract
	Nullified Cards
	Rules Resolution
	Special Ability
	Ties
	PLAY TESTERS

	THE WYVERN LAIR
	CONTRIBUTORS

