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Combat

Although combat is not the main focus of Mansions of Madness,
investigators often enter situations where they must fight against
horrible creatures or corrupt humans. This section details all
rules for combat as well as all mechanics that directly tie into
combat (such as “Damage and Horror™: page 24; “Trauma
Cards™: page 25; and “Killed Investigators™: page 24).

Combat in Mansions of Madness is a relatively simple process
and can happen in two ways:

1. An investigator attacks a monster (usually by spending an
action to attack).

2. A monster attacks an investigator (usually during the keeper’s
Monster Attack Step).

Regardless of who is attacking, combat is always resolved by
the keeper drawing Combat cards from the deck matching the
monster’s class (color) until a relevant card is drawn. All text on
the card is then read aloud and resolved.

Combat Card Breakdown
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Invéstigator Attacks

When an investigator attacks a monster, the keeper draws from
the top of the Combat deck matching the monster’s class (color
in the upper right corner of the monster token). Each Combat
card is broken into halves. The top half is used when the
investigator is the attacker, and it always lists a type of
weapon (or “No Weapon”).

The keeper draws Combat cards until he draws one matching the
actual type of weapon being used by the investigator. The keeper
reads the card aloud, with the investigator resolving any tests

on the card. After resolving the card, the combat is over and the
keeper discards all cards drawn.

Range

Many weapons and items require an investigator figure to be
within a specific RANGE of a monster or another investigator in
order to perform a specific action. For example, the “Tommy
Gun” weapon requires the target monster to be within two range
of the investigator.

Range is measured by determining how many spaces away the
target is from the investigator. A monster 1 space away from an
investigator (i.e., in an adjacent space) is considered 1 range away.
A monster 2 spaces away is at a range of 2. If there is a door in
between the investigator and his target, then he is not considered
to be in range of his target.

The easiest way to measure range is to count the minimum
number of Movement Steps required in order to move into the
target’s space.

Line of Sight

In order to measure range to a target, the target’s space must
be within LINE OF SIGHT. Thematically, this means that the
investigator’s figure must be able to “see” his target.

Players will usually not need to measure line of sight, as it is
often quite obvious whether the target can be seen.

When in large open areas, players may need to use a ruler to
make a straight line between the white dots inside the corners of
the two spaces in question. A figure has line of sight if the player
can trace a line from at least one corner dot in his space to a
corner dot in the target space without crossing a brown wall or
the top of a door.

If all lines of sight are traced through walls and/or doors, then
the target is not considered to be within range (regardless of
the number of spaces away).

Example: Harvey Walters would like to cast a spell on the chthonian
that requires it to be within 2 range of him. Since it is 2 spaces away,
it is within range assuming that he has line of sight to it.

1. He first traces line of sight from the top corner of his space.
Since this line intersects a wall, he does not have line of sight
from this direction.

2. He then traces line of sight from the bottom left corner of his
space. Since this line does not intersect a wall or door, he is
considered to have line of sight from this dot.

Since he is able to trace line of sight at least once, and he is 2
spaces away, he is considered within range and able to cast his
spell on the monster.

Note that monsters, investigators and feature markers do not block
line of sight. Also note that some spaces do not have line of sight
dots. A figure in one of these spaces has line of sight to every space

! i'_in the room (and does not have line of sight to other rooms).
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1. Jenny Barnes wishes to attack a monster using her ranged

weapon “.45 Automatics.” She cannot attack the following
monsters because they are out of range:

A. This monster is not within range because the “Front
Porch” does not have any line of sight dots (and therefore
cannot be seen from other rooms).

B. This monster is not within range because it is 3
spaces away, and the weapon can only attack a monster
within 2 range (as printed on the weapon’s card).

C. This monster is not within range because Jenny Barnes

cannot trace line of sight to its space, and it is 5 spaces away.
. Jenny Barnes decides to attack the only monster within

range (monster “D”). The keeper draws the top card of the

humanoid Combat deck (because the zombie is a humanoid).

Since this card matches Jenny Barnes’ weapon type, she

resolves it. This card requires her to test her Marksmanship.
. She passes this test and deals 3 damage to the zombie.

Since the zombie already has 1 damage, the keeper places
a damage token with a 4 into the monster’s base.

. Finally, she looks at the bottom of the monster’s token.

Since the damage does not equal or exceed its health,
the zombie is not killed.

Monster Attacks

During every Monster Attack Step, every monster may attack an
investigator in its space. When a monster attacks, the keeper draws
cards from the top of the Combat deck matching the monster’s
class (indicated by the color on the monster token). The bottom half
of each Combat card is used whenever a monster is the attacker,
and it always lists either “Monster Attack,” “Monster vs. Hiding,” "
or “Monster vs. Barrier” (see “Hiding and Barriers” on page 23).
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The keeper draws Combat cards until he draws a “Monster
Attack” card. He reads the card aloud, with the investigator
resolving any tests on the card. After resolving the card, the
combat is over and the keeper discards all cards drawn.
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Monster Special Attacks

Some Combat cards say “Monster makes its special attack.” In
order to execute a monster special attack, the keeper lifts up the
monster figure, reads the special ability printed on the bottom of
its monster token, and resolves the ability exactly as if it were the
text on a Combat card.

Example: A cultist is attacking Gloria Goldberg. The keeper
draws a Combat card from the humanoid (blue) Combat deck
and resolves the “Monster Attack” ability. Since the card
says “Monster makes it special attack,” the keeper picks up
the cultist figure, reads the printed ability on the bottom, and
resolves the ability.

Hiding and Barriers

Some Combat cards list effects for “Monster vs. Hiding” and
“Monster vs. Barrier.” These cards are only used in special
circumstances, as explained in this section.

Investigators are sometimes able to hide from monsters, usually
by making use of a hiding space feature marker (see page 13).
When a monster attacks an investigator who is hiding, the keeper
draws Combat cards until he draws a “Monster vs. Hiding” card,
and then he resolves the card. These cards are much less likely

to damage an investigator and can often allow the investigator to
move the monster away from him. If the result of the card reads
“the investigator is no longer hiding,” then he is moved off the
hiding space feature marker and may later be attacked as normal.

Investigators can occasionally place a barrier feature marker

on a door (see page 12). These markers prevent monsters and
investigators from moving through the door. When a monster
attempts to move through a door that has a barrier on it, the
keeper draws from the monster’s Combat deck until he draws a
“Monster vs. Barrier” card, and then he resolves the card. This
card may destroy (discard) the barrier marker or simply move it
off the door (to its original space). When a barrier is destroyed or
moved, the monster may continue moving through the door. On
any other result, the monster is not allowed to move through the
door, and the keeper may not move the monster again that turn.

Combat Keywords

This section lists common keywords that players may encounter
on Combat cards and in monster special attacks.

TAKE X DaMAGE: The investigator receives damage tokens with
a total value of X. These tokens are placed on his Character card,
reducing his health by this amount (see “Damage and Horror” on
page 24).

TAKE X Horror: The investigator receives X horror tokens.
These tokens are placed on his Character card, reducing his
sanity by this amount (see “Damage and Horror” on page 24).

DEAL DamaGe: The monster receives the listed amount of
damage, which is added to any damage tokens currently on the
monster (see page 24).

MonsTER DamaGes You: The investigator takes damage equal
to the monster’s damage value (printed on the back of the
monster’s token).

DeaL WEAPON DaMAGE: The monster is dealt damage equal to
the damage value of the weapon being used (printed under the
artwork of the weapon card). E i
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Drop WEAPON: The investigator places the weapon in his current
room. He must drop the weapon he is currently using (if able).
The card is placed on top of any Obstacle or Exploration cards

in the room. Any player who explores the room can pick up this
weapon (following the standard rules for exploring).

TEsT ATTRIBUTE: The investigator must make an attribute test
(see page 13). The card or token always lists the results of passing
and failing. If a pass or fail effect is missing from the card, then it
is assumed that the result has no effect.

MELEE WEAPON: The phrase “Melee Weapon” refers to any type
of weapon that has the word “Melee” in its type, including both
Sharp Melee Weapons and Blunt Melee Weapons. So, when the
keeper draws a “Melee Weapon” Combat card, he resolves its
effects if an investigator is attacking with any type of weapon
that has the word “Melee” in its type.

RANGED WEAPON: The phrase “Ranged Weapon™ refers to any
type of weapon that has the word “Ranged” in its type. So, when
the keeper draws a “Ranged Weapon” Combat card, he resolves
its effects if an investigator is attacking with any type of weapon
that has the word “Ranged” in its type.

No Errect: Nothing happens.

No LoNGeR HipING: The investigator is moved from the hiding
space marker and is placed in his current space. The monster
does not attack again that turn unless specified.

DEsTROY THE BARRIER: The barrier blocking the door is removed
from the game board.



Killing Monsters

When a monster is dealt damage, a damage token with the
appropriate number is placed in the small vertical clip on the
figure’s base. If the monster is later dealt more damage, this

new damage is added to the amount of damage already on the
monster. The keeper then replaces the current damage token with
a damage token displaying the new total.

Monster figures with large bases
have two damage clips; the total
amount of damage on a large
monster is the sum of both
damage tokens.

If the amount of damage on a
monster ever equals or exceeds the
HEALTH VALUE printed on the back
of the monster’s token, the monster
is killed. The keeper removes

the figure from the game board,
discards any damage tokens on the
figure, and then returns the figure to
the pool of unused figures.

Damage and Horror

The two main threats to investigators are death and insanity,
which can be caused by accumulating too much damage or
horror, respectively. However, throughout the game, investigators
can hardly avoid taking damage and horror. Damage is usually
taken during combat, while horror is most often taken as a result
of failed horror tests (see page 13) and from Mythos cards (see
page 16).

Each damage an investigator suffers reduces his health value by
1. When an investigator takes damage, he places damage tokens
on his Character card equal to the amount of damage he suffers.
(The number printed on a damage token indicates the amount of
damage it represents.) If an investigator ever has O (or less) health,
he is killed (see “Killed Investigators”).

Each horror an investigator suffers reduces his sanity value by
1. When an investigator takes horror, he places horror tokens
on his Character card equal to the amount of horror he suffers.
If an investigator ever has zero sanity, then he is not killed, but
is instead driven INSANE. The keeper may play insanity Trauma
cards on an insane investigator as a keeper action (see page
25). An investigator who has been driven insane can often be a
bigger setback for the investigators than if the investigator were
simply killed.

Once an investigator’s sanity is reduced to 0, he cannot gain any
more horror tokens. Zero sanity is the lowest sanity an investigator
can have. However, the keeper may play Trauma cards on an
insane investigator when the investigator would ordinarily have
gained horror (as if the investigator had gained horror as normal).
An investigator only remains insane as long as he has 0 sanity. If
his sanity increases above 0, he becomes sane again.

Investigators may occasionally be able to heal damage or horror.
When damage or horror is healed, the player removes the amount
of tokens specified from his Character card and returns them to
the stockpile. Investigators may exchange damage tokens for ones
of equal value (but of different denominations) at any time.

' Multi—irWéStigator
Trauma Cards

Some Trauma cards are marked with
the multi-investigator icon.

If the keeper draws one of these cards
when only one investigator is playing, he discards this
card and draws a new Trauma card.

If all investigators except one are eliminated, the

keeper discards all multi-investigator Trauma cards
. from his hand and draws the same number of
Trauma cards.

#

Killed Investigators

An investigator is killed when he is reduced to O health (i.e., the
total value of his damage tokens equals or exceeds his health).
The investigator’s figure is removed from the game board, and
all of his Exploration and Starting Item cards are dropped in
his current room (following the rules for a “Drop Action” — see
page 9). Any Spell cards the investigator has are discarded (not
dropped). The player then discards all of his investigator’s skill
point, damage, and horror tokens. Finally, the player returns his
Character card and his Trait cards to the game box.

Normally, the player chooses a new investigator on his next turn.
However, if the Objective card has already been revealed (see
page 16) when the investigator is killed, the player is instead
eliminated from the game.

Choosing a New Investigator

If a player’s investigator has been killed, he does not receive any
Movement or Action Steps on his next turn. Instead, he chooses
an investigator who has not yet participated in this story. If all
investigators have been used, the player is eliminated (see below).

Once the player has chosen a new investigator, he receives the
investigator’s Character card and all four Trait cards. He chooses
two Trait cards, just as he would during setup, and receives the
Starting Item card (or Spell card) listed on one of the chosen Trait
cards. He then receives the amount of skill point tokens listed on
the Character card.

Finally, he places his investigator’s figure on the start space; his
turn then ends.

Elimination

If an investigator is killed once the Objective card has been
revealed, his player is eliminated from the game. After following
all steps for “Killed Investigators” above, the player no longer
participates in the game. He no longer receives an investigator
turn, but he still wins if the other investigators win.
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Trauma Cards

Trauma cards are used by the keeper to represent the physical
and emotional damage that investigators have suffered. These
cards can only be played by the keeper immediately after an
investigator takes damage or horror. The only exception to this
restriction is if an investigator has zero sanity, in which case the
keeper may play one insanity Trauma card on the investigator as
a keeper action (once per turn per insane investigator).

Trauma cards are kept in the keeper’s hand until played and are
drawn using specific Keeper Action cards (see page 10).

Trauma cards with a red border are known as INJURIES and can
only be played when an investigator takes damage. Trauma cards
with a blue border are known as INSANITIES and can only be
played when an investigator takes horror. Some Trauma cards
also have a large number on them, meaning that they can only be
played on an investigator whose current health or sanity is equal
to or lower than the number. As investigators take more damage
and horror, they become susceptible to stronger Trauma cards.

Example: A zombie enters Michael McGlen’s room. Michael
McGlen makes a horror test (testing his Willpower —1). He

fails the test, and takes 1 horror, which reduces his already
beleaguered sanity to 0. The keeper then decides to play a “The
Only Way Out” Trauma card on Michael McGlen, which causes
him to be killed. The keeper can only play this card because
Michael McGlen’s sanity is equal to or less than the number on
the Trauma card.

Each investigator may have a maximum of one injury and one
insanity at any given time. If he receives a second card of the
same type, the original card is discarded first. Thematically,
the investigator has found a way to cope with the trauma or is
focusing all his energy on this new trauma.

Once received, it is very difficult for an investigator player to get
rid of a Trauma card. A lucky investigator may find a piece of
equipment or a Spell that can cure his trauma.

Comporient Limitations

On rare occasions players will not have enough cards or tokens to
perform an action or ability. In such cases, players should follow
the below rules.

* Decks of Cards: If a deck of cards runs out, the players
shuffle the discard pile to create a new deck. The only
exception is the Event deck, which always ends the game after
the last card is drawn (as listed on the card).

¢ Corpse Markers: Corpse markers are limited to the amount
provided in the game. Any effects that would place additional
corpse markers beyond that onto the game board are ignored.
Although corpse markers have a background image (such as
grass or dirt), this image does not affect game play, and any
corpse marker may be placed in any room. All discarded
corpse markers (including burned corpses) may be reused.

e Puzzle Pieces: If a player would like to draw additional
puzzle pieces, but they are all in use, then he may not draw
any. When a puzzle is completed, all of its puzzle pieces are
shuffled back into the pile of unused puzzle pieces.

players and which information is kept secret from the
other side.

Combat Cards: All information on Combat cards
is open information. An investigator may know the
possible outcomes of the card before choosing w
or not to spend a skill point. The same is true for
monster special attacks.

Monster Tokens: The keeper may look at the
information on the bottom of monster tokens at any
tlme Investigators may only look at the information

n the bottom of damaged monsters. When a monster
ling damage or making a special attack, an
igator may look at the back of the token (in order

“hand are secret and may not be seen by the investigators.

~Once played, these cards are displayed faceup for all
players to see. The only exception are the few Mythos
cards which are specifically played facedown. Only the
investigator who receives one of these Mythos cards
may examine it, and it may not be looked at by other
investigators (but may be examined by the keeper).

Keeper Story Guide: All information in the Keeper
Story Guide is hidden information and may not be
examined by investigator players. The investigators may,
however, ask the keeper to repeat any information he
reads from this book (such as the short narrative at the
end of setup) or ask to verify the Exploration cards after
exploring a room (see page 9).

~ Investigator Discussions: The investigator players i
ay discuss and plan their turns together. However, é
-

al dlscuss1on must happen in front of the keeper.

ve stlgators may not write hidden notes or otherwise
1 cretly discuss their plans.

Other Tokens: All other tokens are unlimited. If players run
out of a token type (such as horror tokens), they should use a
suitable replacement (such as a coin) to mark such an effect.

Monster Figures: The keeper may never have more monster
figures on the game board than those provided in the game.
If an ability lets him place a figure, and all of that type are
already on the game board, he may optionally kill one of his
monsters in order to place it elsewhere.

Investigators: When an investigator is killed, the figure is

returned to the game box. If an investigator is killed when

all investigator figures are in the game box (or on the game
board), then the investigator’s player is eliminated from the
L game (seg_,page 24).
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Mansions of Madness is a game full of theme and story.
All flavor text on components is italicized in order to
prevent confusing it with rules text. In order to play the

game, players can even ignore all italicized text on cards.

(However, we do not recommend this course of action, |
because it will diminish the story and experience, as well
as make the task of finding clues much more difficult.)

Flavor Text |

All flavor text uses the word “you” to refer to the
investigators.

Optional Rules

This section includes three optional rules, tailored towards
different play styles. Before playing, all players must agree on
which (if any) optional rules they wish to use.

Puzzle Time Limit

Some play groups find that investigators spend far too long
thinking about puzzles without taking any puzzle actions.
Players need a watch with a second hand, a stop watch, or
an egg timer for this option.

With this option, investigators are limited to 60 seconds for

interacting with puzzles (regardless of the investigator’s Intellect).

At the end of this time limit, the player may not use any unspent
puzzle actions.

Monster SKill Points

With this option, monsters becomes more powerful when more
investigators are playing. At the start of the game, the keeper
receives a number of skill point tokens equal to the number of
investigator players. Like investigator skill points, the keeper’s
skill points are not replenished after being used.

The keeper may spend a skill point token for one of the following
effects:

e Reroll an Attribute Test: Discard the token after an
investigator rolls for an attribute test during combat. The
investigator must reroll the die and use the new result. The
keeper may not force the second roll to be rerolled.

¢ Use a Monster Special Attack: Before drawing a Combat
card for a monster attack, the keeper may discard a skill point
token to automatically have the monster make its special
attack. The keeper does not draw any Combat cards and
instead resolves the special attack listed on the bottom of the
monster token.

Alternate Game Léngth

This option is for players who prefer a little more uncertainty as
to when the game will end. Immediately before the keeper draws
the last card of the Event deck, he first rolls the die. If he rolls a
“1” or “2,” he does not draw the card this turn. He then repeats
this process on every future Event Step.

If the Objective card indicates that the keeper or investigators win
if the last Event card is resolved, then the keeper does not roll and
instead resolves the Event card as normal.
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