


] OVERVIEW

Get ready to flick some dice and roll to victory in this spooky game of haunted house pinball! Take down monsters,
uncover hidden clues, and dodge trap doors as you try to rack up as many points as you can.

COMPONENTS

88450

24 Dice in 4 colors Bob Medusa  Frank
3 Monsters + Standees

Box A -—
Launch Pad Top Level Middle Level Bottom Level Score Pad 3 Stoppers

SETUP

@ To assemble the Pinball Machine, position the Launch Pad and the three Levels according to Image 1 on
page 3. Make sure each Level is rotated to match the image shown.

@ Slot each wall and stopper into its corresponding location (see Image 2 on page 3).

Place the 3 Monsters. Medusa should be placed on the circle spot with their image on the Top Level (Box B),
Frank should be placed on the circle spot with their image on the Middle Level (Box C), and Bob should be
placed on the circle spot with their image on the Bottom Level (Box D). Tip: All Monsters start in front of a hole.

@ Shuffle the Clues and, without revealing them, place a Clue face down on each of the 6 Clue locations on the
Pinball Machine. Set the remaining clues aside.

Assign each player their own color: red, blue, orange, or yellow. Give them 4 dice in their color.
Set the remaining dice aside.

Choose a starting player. PRO TIP: WHEN PLACING THE MONSTERS AND CLUES, ALIGN
THEM WITHIN THE PROVIDED LINES. THIS WAY, YOU WILL BE
ABLE TO TELL IF THEY WERE HIT BY DICE DURING THE GAME.



ATCH EACH BOX BY THE NUMBER AND SYMBOL
OF THE ADJACENT BOX. FOR EXAMPLE, LINE UP
BOX A 7 WITH THE 7 ON BOX B.

LAUNCH PAD TOP LEVEL MIDDLE LEVEL BOTIOM LEVEL
(Box A) (Box B) (Box C) (Box D)

PLACE EACH MONSTER ON THE SPACE WITH THEIR ICON SURROUNDED BY WHITE.
» MEPUSA SHOULD BE PLACED IN THE ATTIC (BOX B) IN FRONT OF THE HOLE.
- FRANK SHOULD BE PLACED IN THE ENTRY WAY (BOX ) IN FRONT OF THE HOLE.
- BOB SHOULD BE PLACED IN THE GRAVEYARD (BOX D) IN FRONT OF THE HOLE.

BRI = ANNS S G
EACH WALL S LABELED WITH THE BOY LETTER, EACH STOPPER HAS A
AN ARROW, AND AN L (LEFT) OR R (RIGHT). THiS HALE CIRCLE WITi A

ANA
LABEL TELLS YOU WHAT ROX T0 SLOT IT IN AND LEMER FORTAEROX [ ; @
ON WHICH SIDE. LEVEL IT ITS. N A
' EACH PLAYER TAKES

PLACE A CLUE IN EACH OF THE CLUE 4 DICE IN THEIR
LOCATIONS ON THE PINBALL MACHINE. CHOSEN COLOR.
EACH CLUE SHOULD FIT INSIDE THE -
SKINNY WHITE LINE.




OBJECTIVE

Flick your dice onto the Pinball Machine to earn points. For each die that remains
on the Pinball Machine at the end of the round, score the number of points
indicated on the die, plus gain additional points for various bonuses. Whoever
scores the most points after three rounds wins the game!

GAMEPLAY

Choose a starting player to launch their die. Starting with that player and
proceeding clockwise, each player takes turns launching one of their dice and
resolving its effects. Continue taking turns until each player has launched all of
their dice. Then, proceed to ROUND END (page 6).

LAUNCH YOUR DICE

Place one of your dice anywhere you want on the Launch Pad, with the number
of your choice facing up. You may slide the Launch Pad to the left or right to get a
better angle, but may not move it away from the back edge of the Top Level (see
the image on the right).
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Flick, push, or whack your die off the Launch Pad. Do not pick it up or throw it. MOVE THE LAUNCH PAD (BOX A) T0 THE LEFT OR RIGHT,
. . . BUT NEVER PAST THE EDGE OF BOX B.
Once the die has left the Launch Pad, you may not touch it again. W Ew‘ -
LET 1T AL "y |
If your die lands on the Pinball Machine and stays there until the end of the ; ;
round, score the number indicated on the die, plus any bonus points you may have ~ -

earned along the way (see page 5).

If your die falls off the edge of the Pinball Machine or through one of the holes on
the Pinball Machine, it will not score at the end of the round.

Your die will remain where it landed until the end of the round, unless another
die moves it. Do not touch or move your launched dice until the end of the round.



BONUSES

Earn bonus points for hitting Monsters, gathering Clues, and landing in
Haunted Realms on the Pinball Machine. Plus, gain extra dice if you land
in the Summoning Circle!

MONSTERS

Hit different types of Monsters with your dice to score bonus points at the
end of each round.

If your die hits a Monster (or you knock your die into another die that hits a
Monster), mark your score pad to show which Monster you have hit. You
can only score Monsters during your turn.

Then, move the Monster to its corresponding location on the next Level.
For example, if it is on the Top Level, move it to the corresponding location
on the Middle Level. If it is on the Bottom Level, move it to the Top Level.

TIP: IF THERE IS A DIE ON THE SPACE FOR THE MONSTER, THE ACTIVE PLAYER MUST SAFELY MOVE THE DIE TO JUST OUTSIDE

THE MONSTER SPACE 50 THAT YOU CAN PLACE THE MONSTER IN THE SPACE, BUT KEEP THE SAME NUMBER ON THE DIE. THE DIE
CANNOT BE MOVED INTO A HOLE, HAUNTED REALM OR SUMMONING CIRCLE, ONTO A CLUE, OR OFF THE PINBALL MACHINE.

CLUES

Gather Clues to gain hidden points that you score at the end of the game. |

If your die lands on or hits a Clue (or you knock your die into another die
that lands on or hits a clue), take the Clue and hold onto it until the end of
the game. You can only take Clues during your turn. You will then add the
number of points shown on the bottom of the Clue to your final score. You
may look at the number, but don’t share it with the other players until the
end of the game.

PRO TiP- YOU CAN TELL IF YOUR DIE HIT A MONSTER OR A CLUE IF THEY ARE NO LONGER FULLY INSIDE THE GUIDE LINES
PROVIDED ON THE PINBALL MACHINE.

HAUNTED REALMS

Aim for a Haunted Realm for a chance to gain points. A Haunted Realm is any
circle on the Pinball Machine marked with a x2, x3 or x5.

If any part of your die is inside the lines (or touching the line) of a
Haunted Realm at the end of each round, multiply the number indicated
on the die by the number shown in the Haunted Realm and add the total
to your score.

For example, if you have a die with a 3 and it is on a x2 space at the end of
the round, you score 6 points.

THE YELLOW DIE ROLLS DOWN THE PINBALL TABLE, BOUNCES OFF A WALL ON
THE BOTIOM LEVEL (BOX D), AND KNOCKS TE ORANGE DIE INTO THE SKELETON
(BOB). THE YELLOW DIE THEN LANDS ON THE HAUNTED REALM OF THE GNOMES.

THE YELLOW PLAYER MARKS OFF BOB ON THE SCORE PAD FOR THIS ROUND (THE
ORANGE PLAYER DOES NOT), AND MOVES BOB UP T0 THE TOP LEVEL (BOX B),
SINCE IT CANNOT MOVE T0 A LOWER LEVEL BOX. IF THE YELLOW DIE STAYS IN
THE HAUNTED REALM OF THE GNOMES UNTIL THE END OF THE ROUND, THEY WILL

SCORE BONUS POINTS.

THE CLUE HAS SHIFTED
OUTSIDE THE SKINNY WHITE
LINE, 50 THE BLUE PLAYER

COLLECTS THE CLUE

THE BLUE DIE HITS A CLUE
AS IT BOUNCES

BLUE SCORES 3 PTS, BUT THEIR DICE IS NOT TOUCHING THE
HAUNTED REALM, SO THEY DON'T GET TO MULTIPLY IT_

PRO TIP: YOU HAVE UNTIL THE END OF THE ROUND TO MAKE IT INSIDE A
HAUNTED REALM, SO USE YOUR DICE T0 KNOCK OPPONENTS OUT (AND
YOURSELF IN).
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During your turn, if any part of your die lands inside the lines (or T EXTRA BLUE DI.
i i i i i i B : " IF A DIFFERENT PLAYER'S DIE KNOCKED THE BLUE DIE
touching the line) of the Summoning Circle, you may immediately - o N | e g ol

launch an additional die. Take one of the extra dice in your color T THEIR BONUS DIE.
and launch it from the Launch Pad. This die will be treated just 22| I
like any other dice in the game. If two of your dice land in the AN b
Summoning Circle at the same time, gain two extra dice. h ! . -
If any of your dice are knocked into the Summoning Circle (evenif J -
they were knocked out and later knocked back in) and it is not your fﬁ', =

turn, take your extra die (or dice) to launch during your next turn.

Each player may summon up to two extra dice each round.

ROUND END

Once everyone has launched their four dice (or more if they gained dice through the Summoning Circle),
the round is over. Take the following steps:

1. SCORE THE DICE, HAUNTED REALMS, AND MONSTERS (CLUES WILL NOT BE SCORED UNTIL THE END OF THE GAME). SEE SCORING ON PAGE 7.
2. EACH PLAYER RETRIEVES THEIR FOUR DICE. SET ASIDE ANY ADDITIONAL DICE GAINED BY THE

SUMMONING CIRCLE. PRO TP IF YOU LOST ANY DICE IN A HOLE, SIMPLY LIFT THE LEVEL
3. MOVE THE MONSTERS BACK TO THEIR ORIGINAL LOCATIONS. BOXES T0 RETRIEVE THEM. JUST MAKE SURE ALL THE MONSTERS
4. APD A CLUE TO ANY CLUE LOCATIONS THAT DON'T HAVE ONE. AND CLUES ARE BACK IN PLACE ONCE YOU PUT THE LEVELS BACK.

THE ORANGE PLAYER COLLECTED:
* 5 PTS - 2 UNIQUE MONSTERS

- 15 PTS - RAVENS HAUNTED REALM (3X5) - =
6 PIS - CHEST (243) _ gl - TOTAL OF 3 CLUES (CLUES ARE

* 2 PTS - 1PT SHOWING ON TWO DICE (1+1) gt - KEPT SECRET AND ONLY COUNTED -
+ 0 PTS - ONE DIE FELL THROUGH A HOLE - 0 PTS - DIE FELL THROUGH HOLE AT THE END OF THE GAME)

TOTAL = 28 PTS THIS ROUND FOR ORANGE * 5 PTS - 2 UNIQUE MONSTERS




SCORING

Each round, score the following:

Dice/Haunted Realms: For each of your dice that remain anywhere
on the Pinball Machine (except if they fell through one of the
holes), score the number indicated on the die.

If any part of your die is inside the lines of a Haunted Realm,
multiply the number indicated on the die by the number indicated
in the Haunted Realm and add it to your total score.

Monsters: Each time you hit a Monster, mark which type on the
score sheet. At the end of the round, score as follows:

1 Monster 2 points
2 different Monsters 5 points
3 different Monsters 10 points

Note: If you hit the same Monster more than once in a single
round, it does not add to the score and is the same as hitting that
Monster once.

At the end of the game, score the following:
Rounds: Total the sum of points gained each round.

Clues: Total the sum of all Clues gathered during the game.

Scoring Example: In the example on page 6, the Orange Player
earns 5 points for hitting two unique monsters, 6 points for the die
on the Chest Haunted Realm (2x3), 15 points for the die on the
Ravens Haunted Realm (3x5), and 2 points for the two dice with
a 1. The Orange player lost one of their dice through a hole and
doesn’t earn any points for that die. They earned 28 points this
round and collected 3 clues as well (a 1, 2, and 5), WhICh glves
them an additional 8 points at the end of the game. :

GAME END
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The game ends after three Rounds. Add up your score from each round, then add any hidden points you have from
Clues (see SCORING above). Whoever has the most points wins the game!

In the event of a tie, the player with the most points in the final round wins.
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