











Q: Am I allowed to use the EMF detector after a player
declares an Encounter but before they decide how to
defend it?

A:Yes, the EMF detector can be used in such a situation,
for example to avoid being at a dangerous area during an
encounter resolution.

VANQUISHING AND REPELLING

Q: Can I Vanquish a Horror if, for some reason, [ cannot repel it?
A: [f the Vanquishing process lists repelling as a requirement,
then you must be able to repel that Horror first. However

some cards (such as the Bible) do not have that requirement

and therefore can be used even when the Horror cannot

be repelled.

BANSHEE

Q: Can the Banshee be repelled as a Shapeshifter at all times?
A: No. The Banshee assumes the Horror type of the currently
top revealed Horror and can only be repelled as that type.

To Vanquish the Banshee, you must first repel it as its assumed
type, then follow up with a Shapeshifter Repelling tool or
attack along with the Vanquishing tool.

Q: What happens if all the Horror types are revealed and an
Unveiled Banshee is encountered?

A: The Banshee retains the type of the last revealed Horror
for the duration of the game.
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SHADE

Can a Shade player Use Items, Inspirations

or Area abilities?

A: No. Shade players are still considered to be Dead players
and can only use the actions that the dead can, including
Last Will and Sign. Additionally, they may Move and Interact
with other players as noted in the Horror's description.

REVENANT

Q: Do I have to first discard a Spirit Repelling tool if I'm
Vanquishing the Revenant with the Dead Body?

A: Yes. You are not allowed to Vanquish the Revenant with
a Dead Body unless you first discard a Spirit Repelling tool.
You must then also discard a Salt and 2 other cards

from your hand, making it a 5 card requirement in total.

DEMON

Q: If player is possessed by the Demon and I draw an
Encounter, can [ still Vanquish the Demon even if the
possessed player is not in range?

A: No. If a player is currently possessed, the Demon can only
be Vanquished if you are at the same area as the possessed
player. However, you must still resolve Encounters normally
even if the Possessed one is not in range.
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E 1. Beginning of the turn (certain abilities resolve here).
al 2 Pick up phase: Pick up any cards passed to you and add them to your hand
e~ (skip during the 1st turn).
Q| 3. Event phase: Draw an event card.
E‘Ig 4. Resolution phase: Resolve all the Encounter and passed Strike cards that are
<t | inyourhand
| 5. Action phase: Take any action in any order.
A 6. Mandatoty interaction: If you didn’t move during your turn, or if you are at
E an area with another player and haven’t Interacted, then you have to Interact before
ending your turn.
E 7. End phase: End your turn.



