
Goal: Become the scariest ghost in the graveyard by laying 
down the highest scoring connected area of your chosen ghost.

Setup: Choose your Ghost(s)! Choose which of the 4 Ghosts you 
wish to play and take the matching Haunted House. In a 2 player 
game, each player chooses 2 Ghosts and therefore 2 Haunted 
Houses. In a 3 player game, discard the extra Haunted House as 
it will not be used in play. Shuffle the Play Tiles and deal 3 to each 
player, placing the remaining stack within reach. These 3 Play Tiles 
plus the Haunted House(s) are a player’s opening hand. Deal 2 of 
each Token to each player. In a 2 player game deal 4 of each.

Layout: As there is no board to play on, the Tiles themselves make 
the play area. Tiles are placed edge to edge, and the play area 
is built as the game progresses. Tiles are placed orthogonally to 
each other, meaning that a tile must be connected to the rest of 
the play area by at least one full edge, not only diagonally or by a 
half edge (see Tile Placement). Images on one tile do not need to 
match the images they are placed adjacent to.

4 Haunted Houses 58 Play Tiles

8 Paranormal 
Investigators

8 Gravestones

8 Meddling Kids

24 Tokens
Inventory



Taking a Turn: A player’s turn consists of either playing 1 tile 
from their hand to the table or playing their Haunted House. 
At the end of a player’s turn, that player always draws another 
tile. In lieu of playing a Tile from their hand and then drawing, a 
player may instead choose to move their haunted House already 
in play. Some tiles allow an additional action to be taken (see 
Action Icons). Any images may border each other, but it is 
advantageous for players to create a large section(s) of their 
own Ghost(s), making sure they can always add to it, while using 
Tiles that are not advantageous to block their opponents. 

Diagonal
Incorrect

Half-edge 
Incorrect

Orthogonal 
Correct

Locking Tiles: Action icons (see Action Icons) allow Tiles to be 
rotated, swapped, and replaced. If a Tile has a Haunted House or 
Token on it, that tile is locked and is immune to the effects of an 
action icon unless it becomes unlocked again. 
Haunted Houses: These are used to strategically lock Tiles. 
There are four windows in a Haunted House. Each window must 
show a Ghost when placed. The colors of the Ghosts do not 
need to match, and the Haunted House can span 1, 2, or 4 tiles.



Only a player’s single highest scoring section is tallied. Like Tile 
placement, scoring is done orthogonally, not diagonally. Each 
Ghost is worth 1 point. Each Meddling Kids is worth 3 points. 
Each Paranormal Investigator deducts 3 points. If a player’s 
Haunted House is in their largest scoring section, then each of 
their colored ghosts in their Haunted House’s window is worth 
2 points.  

Actions: Some Tiles have 1 of 4 icons in the center. When these 
Tiles are played, the player who placed it has the option of using 
the indicated action. Only 1 action is allowed per turn, even if 
another Tile is laid down with an action icon.

Rotate: When played, the active player may rotate any 1 
unlocked Tile already in play OR move any 1 Token already 
in play to another vacant space. Tiles may be rotated 90o 
clockwise or counter-clockwise or180o.
Swap: When played, the active player may swap and rotate 
the positions of any 2 unlocked Tiles in play, including the Tile 
just played OR swap any 2 tokens in play. 

Replace: When played, the active player may take any 
unlocked Tile off the table into their hand, and replace it with 
a different Tile from their hand OR take any 1 Token off a 
Tile and replaces it with one of theirs. The player keeps the 
removed Token for future use. 
Place Token: When played, the active player may place one 
of their Tokens onto any empty Ghost space. This replaces 
the Ghost under it and the space now behaves as the 
placed Token until it is removed. 

+3 points -3 points

Meddling
Kids

Paranormal
Investigator Gravestone

Gravestones do not add or 
deduct points. Instead, they 
act as a wall between the 
surrounding spaces. It is 

used to “cut off” sections 
of an opponents scoring 

section. (See example #3 in 
Winning.) Meddling Kids and 

Investigators do not block 
scoring sections.

Block



Once the last tile is drawn, each player has one final turn. After 
that, scores are tallied. Each player tallies the highest scoring 
section of their Ghost(s). Usually it will be the largest, but not 
always. Only the highest scoring section counts. In a 2 player 
game, each player’s 2 Ghosts are scored separately, and then 
added together. The highest score, wins!

White Ghost score = 11  (8 Ghosts, +3 from the Meddling Kids)

Orange Ghost score = 14  (10 Ghosts, + 4 in the Haunted 
House )
The Gravestone blocks the otherwise connected orange 
Ghosts from scoring. 
Blue Ghost score = 8 (11 Ghosts, -3 from the Paranormal 
Investigator.
Green Ghost score = 7 (7 Ghosts, +3 from the Meddling Kids 
but -3 from the Paranormal Investigator.
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