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[bookmark: _Toc2138106813][bookmark: _Toc744659620][bookmark: _Toc508183421]Ghost Types
	Ghost Name
	Evidence 
	Special Ability 
	Hunt Countdown
	Speed

	Spirit 
	· EMF
· Spirit Box
· Writing
	None
	6
	4 Squares

	Wraith
	· EMF
· Spirit Box 
· DOTS
	Moving through salt takes up 2 movements but does not leave footprints
	6
	4 Squares

	Poltergeist
	· Spirit Box 
· UV
· Writing
	Ghost events can be detected at a further range
	6
	5 Squares

	Demon
	· UV
· Writing
· DOTS
	The demon can choose for a hunt to last an extra turn.
	4
	3 Squares

	Obake
	· EMF
· UV
· DOTS
	UV evidence fades faster
	6
	4 Squares

	Myling
	· EMF
· UV
· Writing
	A ghost even occurs when a 4 or higher is rolled
	6
	5 Squares

	Yokai
	· Spirit Box 
· Writing
· DOTS
	Reduce hunt countdown by 2 
	6
	4 Squares

	Goryo 
	· EMF
· UV
· DOTS
	DOTS can only be seen in the truck
	6
	4 Squares









[bookmark: _Toc1118006186][bookmark: _Toc1156277441][bookmark: _Toc1480308299]Set up 

Select a player to play the ghost. This player then decides their Ghost-type and Ghost room, placing their token on the spawn square in their room of choice on their map. THE GHOST-TYPE AND GHOST ROOM IS NOT REVEALED.
The remaining players are now ghost hunters. They now choose two items from the item deck to keep in their hand, which are not revealed to the ghost. All ghost hunters place their tokens in the van.
Play order is begins with the ghost player, going clockwise around the other players.
[bookmark: _Toc44676331][bookmark: _Toc1790299940][bookmark: _Toc505348564]Ghost Gameplay
The first three rounds of the game are Grace Rounds, in which the ghost is unable to initiate a hunt and should not roll for one.
In all subsequent rounds, the ghost can be in one of two states – Hunting or Passive.
[bookmark: _Toc171995946][bookmark: _Toc1328216207][bookmark: _Toc1559778755]Passive
Gameplay when the ghost is passive is focused on the ghost hunters attempting to find the evidence. 
At the start of each of its turns, the ghost will roll for if it leaves physical evidence – that is, Ultraviolet and Book, if a book is placed (Note: it is important that the ghost rolls these every time, not just if they have that evidence type – to avoid the hunters being able to confirm if the ghost has those types or if the book is in the correct room).
After this the ghost may choose to move as many spaces as allowed by that ghost type.
Next, The ghost may also choose to perform a Ghost Event – halving the movement of any hunters within range (4 spaces, blocked by walls), at the cost of revealing its general location.
Finally, the ghost rolls to begin a hunt.
[bookmark: _Toc693446869][bookmark: _Toc74977815][bookmark: _Toc817341607]Hunting  
[bookmark: _Int_FU0o5Qdz]After the grace rounds, the ghost rolls a die at the end of each turn to determine if a hunt starts. A hunt starts when the rolled number meets or exceeds the hunt countdown. The hunt countdown decreases by one each round until a hunt starts - at which point the hunt countdown returns to the ghost's original countdown number. 
When a hunt begins, the ghost player must announce the fact to the other players, and then is immediately teleported to their spawn square. If this square is occupied by a player, they are killed. The ghosts turn then immediately ends.
During a hunt, the ghost does not leave evidence. Instead, they move about and attempt to hunt down the hunters.
The ghost will kill any player within a one-square radius (not including through walls), unless they are in a hiding spot. To kill a hunter in a hiding spot, the ghost must start their turn directly in front of said hiding spot.
If a ghost successfully kills a Hunter, the hunt immediately ends.

[bookmark: _Toc483784285][bookmark: _Toc1514020775][bookmark: _Toc2052441561]Hunter Gameplay
During their turn, a player may both move (base: 4 squares) and perform an action. They may do these in any order, and may choose to perform part of their movement, perform an action, and then move the rest. They are also not required to use their full movement.
A hunter's action allows them to use one of their items or, during a hunt, Listen or Hide.
[bookmark: _Toc1027856368][bookmark: _Toc1050970764][bookmark: _Toc1974392188]Items and Gathering evidence
	Item 
	Usage 
	Range
	Placeable?

	DOTS
	When placed in the ghost room, if ghost has DOTS evidence type will give evidence when walking through. Can be seen from the van.
	2 Square
	Yes

	Ghost Writing Book 
	When placed in the room the ghost may interact with it leaving behind evidence. The book must be checked again to see if any evidence has been left. 
	Room
	Yes

	Ultraviolet Flashlight
	The ghost may leave behind ultraviolet evidence which can be checked for with this item. Ultraviolet evidence fades away after 5 rounds.
	2 Square
	No

	Thermometer 
	When used, checks if the room you are in is the ghost room. 
	Room
	No

	EMF Reader
	When used in the ghost room, it may give evidence of the ghost.
	Room
	No

	Crucifix
	When placed in the ghost room will prevent the next hunt. 
	Room
	Yes

	Saltshaker
	Can be used 3 times. If the ghost walks through the space with the salt tile, it will be flipped to a stepped in salt tile
	Space
	Yes

	Spirit Box
	When used within a 2 square radius of the ghost, will provide evidence of the ghost type if ghost has Spirit Box evidence type. 
	2 Square
	No


When using a placeable item, the corresponding token should be placed under the hunter placing it.
Items which the ghost leaves permanent interactions in (Salt, Book) are checked whenever a hunter comes into sight (4 squares) range of it. The hunter should inform the ghost player of this fact.
[bookmark: _Toc1554445715][bookmark: _Toc896090599][bookmark: _Toc1865471583]During Hunts
During a hunt, the ghost hunters aim turns from gathering evidence to simply staying alive. The door to the van is closed, and hunters in the van are safe. 
Hunters in the house still have their movement available, however they cannot use their items. Instead, they have two options available for their action – listening or hiding
Listening: if a hunter chooses to Listen, the ghost must announce if it is within a 4 square range – including through walls
Hiding: if a hunter is in front of a hiding spot, they may choose to hide and move onto the hiding spot square. The ghost can only kill a hidden hunter if it starts its turn on the space in front of the hiding spot.
[bookmark: _Toc1071605281][bookmark: _Toc1295956646][bookmark: _Toc1963912667]Win Conditions
The ghost player wins if all other players are killed. 
The ghost hunter players win if they manage to collect all three evidence and return to the van. 
If a ghost hunter dies, they lose.

[bookmark: _Toc1586227701][bookmark: _Toc261036675][bookmark: _Toc1552359609]Extras/original draft
[bookmark: _Toc146440455][bookmark: _Toc1038084994][bookmark: _Toc11894822]Turn Order

[bookmark: _Toc253090170][bookmark: _Toc1283752100][bookmark: _Toc962525883]First Round 

Ghost turn:
The ghost player acts first. They roll for UV evidence and then can move from their starting space. Play order is clockwise from the ghost player. 
Ghost Hunters Turns:
The players may (in any order) move up to 5 squares and use an action. The actions they may perform are:
·  use an item. 
or 
· taunt the ghost. 

A round ends when all players have had a turn.

[bookmark: _Toc1362811741][bookmark: _Toc1893166294][bookmark: _Toc334572100]Subsequent rounds

Ghost Turn
· The ghost rolls for Ultraviolet and book evidence (if the book is in the ghost room). 
· Then the ghost rolls to see if a ghost even occurs. 
· The ghost player can then move. 
· If 3 or more rounds have elapsed and the ghost is not currently hunting. The ghost player rolls to see if a hunt begins. 
Player Turn 
In any order:
· The player may move up to 5 squares.
· Perform an action.
· Use an Item 
· Taut the ghost

[bookmark: _Toc1209176970][bookmark: _Toc588424049][bookmark: _Toc1046482591]Hunt Rules
 
When a hunt is initiated, the ghost announces the hunt has begun and is immediately teleported back to its spawn square. During the rest of the first round, the ghost cannot kill. 
While a hunt is active the door to the van is closed and players cannot enter or exit the van. 
[bookmark: _Toc35152151][bookmark: _Toc989551154][bookmark: _Toc999937357]Hunt Turn Abilities

Killing 
· The ghost kills any ghost hunter in a 1 square radius of the ghost.  
· If the Ghost hunter is in a hiding space the ghost must begin its turn in front of the hiding space. 
· Killing cannot occur through walls.
Extra Ghost Hunter Abilities
· The Ghost Hunter has a new action called listen. If the player chooses to listen and the ghost is in a 3-square radius (through walls) the ghost must state that they are within range.

A hunt lasts 4 rounds. 
After a hunt ends the ghost moves back to its spawn square. 
[bookmark: _Toc524003970][bookmark: _Toc1944348508][bookmark: _Toc77313133]Gathering Evidence

Players must perform the ‘use item’ action to attempt to gather evidence. If the item is placeable add its token to the square in front of the player. 
Items
	Item 
	Usage 
	Placeable?

	DOTS
	When placed in the ghost room, it may provide evidence of ghost type. Can be seen from the van.
	Yes

	Ghost Writing Book 
	When placed in the room the ghost may interact with it leaving behind evidence. The book must be checked again to see if any evidence has been left. 
	Yes

	Ultraviolet Flashlight
	The ghost may leave behind ultraviolet evidence which can be checked for with this item. Ultraviolet evidence fades away after 5 rounds.
	No

	Thermometer 
	When used, checks if the room you are in is the ghost room. 
	No

	EMF Reader
	When used in the ghost room, it may give evidence of the ghost.
	No

	Crucifix
	When placed in the ghost room will prevent the next hunt. 
	Yes

	Saltshaker
	Can be used 3 times. If the ghost walks through the space salt has been placed in it will show a footprint.
	Yes

	Spirit Box
	When used within a 2 square radius of the ghost, may provide evidence of the ghost type. 
	No




	
	
	



