


ALL OF EVIL



COMPONENTS



SETUP







GAME PLAY

SELECT ACTIONS

Initiative:

Order in which players ;

will take actions.

Card action:

Ability of the
action card. ;

Room action:
Room that the player
must steal from if able.



RESOLVE ACTIONS

PLAYER CACHE



STEALING

Card Name:
Some cards or effects will
reference card names

Awakening: Madness:
Add or remove Gain or Lose
awakening tokens madness tokens.

from god(s) of the _—

matching color. =

Special ability:
Unique card
effect described.

Madness value: $ Value:
Totaled with < _~ End game points.
madness tokens
at the end of the
game.



RELICS



END OF ROUND

END OF GAME

Role Ability:
Unique effect that takeF
effect during the indicatel

End of Game Step.

Player Count:
Minimum number of

players required to use
the role. ;
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2 PLAYER RULES

SETUP

GAME PLAY



GAME END
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SOLO RULES

SETUP



Rookie: Gain 3 Madness tokens. Lovecraft starts with 1 relic
facedown in their cache.

Investigator: Gain 6 Madness tokens. Lovecraft starts with 2 relics
facedown in their cache.

Heroic: Gain 9 Madness tokens. Lovecraft starts with 3 relics
facedown in their cache.

Legendary: Gain 12 Madness tokens. Lovecraft starts with 4 relics
facedown in their cache.

Asylum: Gain 15 Madness tokens. Lovecraft starts with 5 relics
facedown in their cache.

Doomed: Gain 18 Madness tokens. Lovecraft starts with 6 relics
facedown in their cache.

Doomed too easy? Try adding more madness and relics at a ratio of
3 Madness tokens to 1 relic.
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SOLO SETUP



SOLO GAME TURN

LOVECRAFT & THE CULTIST
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GAME END



SOLO TURN EXAMPLE
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