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HOW THE CARDS WORK

Cards are one of 4 COLORS (velfow, purple, green,
or biack) and can have one of three TYPES (Entity,
Artifact, or Location); these are both indicated in
the bottom left corner of the card. If the card is a
Location, it also has a Sanity value listed on the
color/type icon in the bottom left. The conjuring
cost is located in the upper right corner of the
card. Each card will have one or more different
abilities, which are along the left side of the card.

When you put a card from your hand into play, put
it face up in front of you. Each time you play a card,
you may use each of its abilities once. If you have
a Location in play from a prior turn, you may also
use each of its abilities once per turn. As you use
abilities on cards, you may want to slide the cards
1o one side to indicate you've used some or all of
the abilities on them.

Playing cards and activating abilities on cards can
be done in any order—you may even play a card,
activate one ability on it, play other cards and
activate abilities on them, and then go badk to the
first card and activate remaining abilities on it,

You do not have to activate every ability on the
cards you play. In fact many abilities have one
of two prerequisites—which means in order to
activate the ability you need to either have

COMPONENTS AND SETUP

4 Player Mats: Give one to each player and return
the remainder to the box. These are used to track
your Sanity level, and should be placed in front of
yoll, visible to evervone,

4 Sanity Markers: Give one to each player and
return the rem ainder to the box. Place your marker
on the number “50” on your player mat to indicate
that you start with 50 Sanity. When you gain or
lose Sanity throughout the game, this marker will
be adjusted to indicate your current level, If you
ever drop to zero Sanity or less, you lose immedi-
ately and are eliminated from the game.

10 Initiate, 24 Folfower, and 8 Goon Cards: Give
each player 2 Initiates, 2 Goons, and 6 Foflowers,
which they shuffle to form their starting personal
deck of 10 cards. Return any remaining Goons or
Foffowers to the box. Place the remaining initiates
to one side of the playing area,

66 General Cards: Shuffle these together to
form a general deck, then deal 5 of them in a line
face-up in the center of the table. These 5, as well
as the remaining Initiate cards, are the “Available
cards” at the start of the game, Place therest of the
general deck face up next to the Available cards,
so that the top card is visible,

another card with the indicated color/type in play,
or the indicated thing needs to have happened at
least once during your current turn.,

A card never satisfies its own prerequisites (for
example, an ability may require you to have a
yellow card in play. This means you would need a
yvellow card in play other than the one the ability is
printed on). It is possible for one card to satisfy the
prerequisites for multiple other cards.

A Some cards have a double-sided arrow,
= pointing at two different abilities. This

W
v means you may activate one ability or
the other (if you meet any prerequisites
it may have), but not both.

F‘ﬁ Some abilities have an Abjure symbol
< with an arrow below the ability icon.
0.3 This means that if you activate that abil-
ity, it also immediately Abjures the card

that itis printed on (return it to the box).

some Locations have a shield over the Location
icon. This means that while that Location isin play,
opponents are prevented from applying loss of
Sanity to something specific, as indicated by the
symbaol in the shield:

. A Location with this icon is a Sanctuary.
~ Opponents may not apply loss of Sanity
9 to you while you have a Location with

this symbol in play. They must destroy
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GAMEPLRY

The player who has most recently gone insane
will be the Start Player and will take the first turn,
Then play will proceed cdockwise around the table,
If you are the Start Player, draw 3 cards from your
deck to begin the game, otherwise draw 5 cards
from your deck.

On your turn, you will put cards from your hand
into play and activate abilities on your cards that
are in play. At the end of your turn, you will discard
any Entity and Artifact cards from play (place them
in a face-up discard pile next to your deck), as well
as any cards left in your hand that you chose not
to play. Do not discard Locations, they stay in play
until removed. Then draw back up to 5 cards in
hand. If you need to draw a card and there are no
cards remaining in your deck, shuffle your discard
pile and place it face-down as your new personal
deck. If at any point you are reduced to zero Sanity
or less, you are eliminated from the game. If you
are the last player remaining, you win!

There are additional rules at the end
of these instructions for playing with
more than 2 players.

all your Sanctuaries before they can apply
Sanity loss to you,

A Location with this icon is a Nexus.
Opponents may not apply loss of Sanity
to your Locations that don't have this
symbol while you have a Location with
this symbol in play. They must destroy all
your Nexuses before they can apply Sanity
loss to your other Locations. However,
they may still use the “Destroy a Location”
ability on your other Locations.

PREREQUISITES

A card icon indicates that you must have another
card of this color in play to activate this ability.

v 04

A type icon indicates that you must have another
card with the specified type (regardless of color) in
play to activate this ability.

LT

A discard icon means that if any player has dis-
carded a card from their hand this turn, you may
activate this ability.
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This ahility has two prerequisites:

1. You must have a green card
already in play, and

2. a card must have been
discarded sometime this turn.

If you meet both prerequisites,
you can activate this ability.
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An Abjureicon used as a prerequisite means that

if a card was Abjured from anywhere this turn, you
may activate this ability.

(ARD ABILITIES

There are 6 different kinds of abilities.

Draw/Discard Cards: If this has a

" positive value in it, choose a player

to draw that many cards from their

U personal deck. If it has a nega-

tive value in it, choose a player to

discard that many cards from their hand. If it has

both a positive and a negative value in it, choose

a player to do both; draw then discard. If you need

to draw a card and have none leftin your personal

deck, shuffle your discard pile and place it face-
down as your new personal deck,

b

a conjuring cost of 6 or less from

= vyour hand, or your discard pile, or
ﬁ“& the Available cards in the center,
Hemove that card from the game,

and return it to the box. If you Abjure a card from
the Available cards other than an Initiate, replace it
with a new card from the top of the general deck.

*'l % Abjure a Card: Choose a card with
I
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Acquire an Abjured Card: Choose
a card in the box that was Abjured
this turn, and place it on top of
your deck.

: Gain Conjuring Power: Add
AV the number shown to your Con-
-PHEE juing Power for the turn. At
?ﬁﬁﬁ any time during your turn, you
g may spend some or all of your
Conjuring Power to acquire any number of
cards from the Available cards in the center of
the table.

For example, if you activated an ability that pro-
vided you with 3 Conjuring Power, and another
ability that provided you with 2 Conjuring Power,
you would have 5 total Conjuring Power. You
could then acquire one or more cards from the
available cards with a combined cost equal
to or less than 5 (in this example, you could
take a card with a conjuring cost of 3 in addi-
tion to a card with a conjuring cost of 2, or you
might decide to take a single card with a con-
juring cost of 4, leaving you with 1 remaining
Conjuring Power).

When you acquire a card by spending Conjuring
Power, place the acquired card directly into your
discard pile, then add a new card to the Available
cards from the top of the general deck (There
should always be 5 Available cards, in addition to
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Player Elimination

Deborah loses the last of her sanity and is
eliminated. All her cards, and the Available
cards they have access to, are abjured. ..

When assigning loss of Sanity, itis applied to both
of your neighbors. For instance, if you played
a card that caused a loss of & Sanity, you could
cause each of your neighbors to lose 8 Sanity. In
each case, this may be split amongst a player and
their Locations, as normal. When there are only
two players remaining, they will each have only
one neighbor, and 6 total Available cards between
them. Other abilities are played as normal.

the extra Initiates).You do not have to spend all of
your Conjuring Power at the same time, but any
Conjuring Power not spent before the end of the
turn is lost - it does not carry over to your next turn.

Gain/Lose Sanity: If this has a pos-

(g tive value in it, choose a player to
' gain that much Sanity.
If it has a negative value init, choose

a player or a Location in play to lose
that much Sanity.

When you choose a player, that player adjusts
their Sanity cube to indicate their new Sanity level.
If this would reduce that player to zero Sanity or
less, they are immediately eliminated from the
game. If you are the only player who has not been
eliminated from the game, you win!

If a Location loses as much Sanity as its Sanity value
(in the bottom left corner) in a single turn, the
Location descends into bedlam—it is destroyed
and placed in its owner's discard pile. If you do not
apply enough Sanity loss to a Location to destroy
it, the Location will calm down at the end of the
turn; the Sanity loss on Locations does not carry
over from one turn to the next. You may split up
a loss of Sanity and apply some of it to Locations,
and some to a player.

It is possible to gain more Sanity than the player mat
can indicate. While you have more than 55 Sanity,
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Player Eliminiation (cont'd)

...and a new line is dealt between the new
neighbors, Abigail and Charlie.

When selecting a player or card with an ability, you
can only choose from those present amongst your
neighbors and yourself. You cannot, for instance,
Abjure an Available card that is in a line between
two other players.

For a complete reference of all the card abilities, visit
http://playtmg.com/cthulhu-realms-card-abilities

use the 55+ marker to track your excess Sanity,
remembering you have 55 more.

e Destroy a Location: Choose a
o % Location in play, belonging to any
=, player. That Location is destroyed
and is placed in its owner's dis-
card pile.

GAME OVER

If you are the only player with Sanity left, you win.
If the general deck runs out of cards, the player
with the most Sanity remaining wins. Ties go to
the player with more cards in their deck. Further
ties result in universal loss and suffering.

GAMES WITH 3 OR & PLAYERS

When playing with three or four players, there are
a few differences.

During setup, instead of a single line of 5 Available
cards, deal 3 Available cards in between players
who are next to each other. You may spend Con-
juring Power only on the 6 cards which are next to
you (3 cards between you and the player to your
left, and 3 cards between you and the player to
your right). The first player will draw 3 cards, the
last player will draw 5, and the others will draw 4
to start the game.,
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A Four-Player Setup

Bobby's Available cards are between Bobby
and Abigail, and between Bobby and Char-
lie, The cards adjacent to Deborah's play
area are not Available cards for Bobby.

When you are eliminated, Abjure the Available
cards between you and each of your neighbors.
Your neighbors are now neighbors with each
other—Deal 3 new Available cards between them
from the top of the general deck.
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