Survival Instructions

Objective

1-4 Survivors (Players) explore a cursed amusement park while navigating through 8
Haunted Attractions. Survivors must work together and escape each Haunted
Attraction, then arrive at the exit gate before the group’s Sanity drops to zero.

Setup

« Place the Haunted Attraction cards on the table, in order based on the map. (1.
Furnace of Souls, 2. Swamp of Shadows, 3. Crypt Tunnels, 4. Blood Carnival, 5.
Asylum of Whispers, 6. Doll Factory, 7. Hall of Mirrors, 8. Spider’s Nest.)

« Place a small trinket, token or coin on Furnance of Souls card.

« Make a pile of Sanity chips (red chips) based on your difficulty level. (15: “Fun night
out with friends.” 12: “Serious Haunted Attraction enthusiasts.” 10: “Madness.”)

« Shuffle the remaining cards in the deck. There are a lot, so mix them up well and if
needed, make two piles.

« Start with Zero cards in your hand. (You'll be keeping Green and Orange Cards and
forced to play Red Cards.)

« Bravest Survivor goes first. When all the Survivors have completed a turn, it's the
end of a round.

Core Gameplay
Action 1: Draw card
o If the card is Red - you must resolve it right away. You may play a Green card from
your hand to block the damage from the Red card. (Discard both after using.)
Proceed to Action 2.
o If the card is Green or a Fear card - place card in your hand and use it when
needed. (Discard after using.) Proceed to Action 2.

Recap: You must play Red cards immediately and suffer the damage unless you have a
Green card to block the damage. If you draw a Green or Fear card, place the card in
your hand. When finished, move to Action 2.



Action 2: Attempt to escape the Haunted Attraction by choosing one of the following
options:

Option 1: Play as many Fear cards as you want. (Fear cards help your group escape the
Haunted Attraction.)

Option 2: Play a Green card. For example, if you played a Charm of Light card, it counts as 2
Fear cards.

Option 3: Roll the die to resolve part of the Escape Condition. (You can only make one roll
on a turn.) Once you roll the amount needed, you don’t have to roll again; the Escape
Condition is met.

Recap: Fear cards are the main way to escape a Haunted Attraction. Playing a Green card
helps you and the other Survivors in a variety of ways.

Or you may choose to make a roll attempt to resolve the Haunted Attraction’s condition. If
you roll the number needed, then no one in your group needs to roll for that condition again.

If you don’t roll the number needed, this part of the escape condition must be completed.
Either way, your turn is over after rolling the die or playing a card.

After a Survivor has completed one of the above options, the turn is completed.
« If you haven't escape the Haunted Attraction - Your group loses Sanity based on the
Haunted Attractions “Fail.”
 If you did escape the Haunted Attraction - Move to the next Haunted Attraction. The
next Survivor goes first in the new location then play continues clockwise.

Recap: After a Survivor completes Action 1 and Action 2, the turn is complete. Either your
group took Sanity damage from not escaping, or your group escaped and moved to the next
Haunted Attraction where the next Survivor in order begins their turn.

The round is over when all Survivors have taken a turn.

Warning: When a Survivor Group falls to zero Sanity, you become mad and trapped in the
Haunted Attraction forever. So get out of the Haunted Attraction!

Win Conditions
Make it all the way through 8 Haunted Attractions before your Survivor Group Sanity falls to
zero.

Components
112-Card Deck, 8 Haunted Attraction Cards, 15 Sanity Trackers (Red Chips), 1 Die, Map of
Night Terrors Park
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