The tourist season is fast approaching.As a Mansion o.wner,

you’ve come to the Freak Shop to stock your MC.HTSIOH

with the horrors that will guarantee that your visitors
have the most unforgettable stay !

OBJECT OF THE GAME

The player with the Mansion worth the most €% points when the Shop closes wins.
To achieve this, you will need to make the best trades between your Mansion and the
Shop, while focusing on the 3 Objectives set for the game.



(2]

MATERIEL

| Score pad ¢ 65 Merchandise cards

| Closed Shop card + 12 Objective tiles Content of
the Objective

Color of the Objective :
Purple, green or blue

Marked down £% Merchandise
(cf . blue objectives)

Value@ of the card
from | to 10

Starting Objective

AN OBJECTIVE TILE

THE CLOSED
SHOP CARD
Category of the card :
(used for some objegtives) CARDC DICTRIBUTION
Items Q’ Pets"‘f; The Merchandise cards include two 10,

or Employees three 9, four 8 [...] and eleven I.

A MERCHANDICE CARD One third of the cards of each value are

Marked down copies.



GAME SETUP

One of the players is designated as the
Shop Keeper. He* takes the Merchandise
cards and the Closed Shop card (aside).
Starting with himself and continuing clo-

ckwise, he gives each player 4 cards @,

with the following values (without £
symbol) :

Ist player:1-2-3-5
2nd player:1-2-3-6
3rd player:1-2-3-7
4th player:1-2-3-8
5th player:1-2-3-9

Each player places his cards face up in
front of him, sorted by value @. This re-
presents his Mansion.

The Shop Keeper shuffles the remaining
Merchandise cards face down into a
draw pile @. He draws 6 cards without
looking at them, adds the Closed Shop
card,and shuffles these 7 cards. He places
these cards face down at the bottom of
the draw pile.

He now reveals the 5 first cards from the
top of the draw pile in the center of the
table. This represents the Shop €.
Shuffle the Objective tiles into 3 stacks
according to their color, and reveal one
tile from each. Place them close-by, vi-
sible to all players @. For your first
game, use the 3 Starting Objectives, iden-
tified by a § symbol.

You are ready to start!

*We always used “he” to refer to a player for grammatical and clarity purposes. In no way did we intend to exclude any of our players based on gender. 0



GAME FLOW

The Shop Keeper starts the game. Play
then proceeds clockwise around the
table, with each player trading cards from
his Mansion, with cards from the Shop.
When the Closed Shop card is revealed,
players add up their points according
to the Obijectives. Whoever has the hi-
ghest total is the winner!

GAME TURN

On his turn, a player must make one
trade between cards that he has in his
Mansion and cards that are available in
the Shop. He may choose one of the two
following options : Get a good deal or Sell
at the fair price.

GET A GOOD DEAL

The player exchanges any amount
(even one) of cards of the same value
@ from his Mansion with the same
amount of cards of one different value
from the Shop.

@

Ben exchanges two cards of value |
from his Mansion, with two cards of value
8 from the Shop.Whether they are Marked
down or not makes no difference at all.

Johann exchanges one the cards of value 4
that he has, with the card of value 10.



SELL AT THE FAIR PRICE

The player exchanges one or more
card(s) of any value(s) @ from his
Mansion with one or more card(s)
from the Shop, for the same total value.

Fred exchanges two cards 2 and 9,
with five cards of values I, I, 2, 3 and 4.

Restocking the Shop
At the end of each player’s turn the Shop
Keeper must restock the Shop. He adds :

* 2 cards
Magél trades his card of value 10, with four in a 2 or 3 player game,
cards of values I,2,2 and 5.
e | card

in a 4 or 5 player game.

Wt e Thare & e e em dhe me If there are still fewer than 5 cards in the
ber of cards that a player can have in  Shop after restocking, the Shop Keeper
Bis'Mansion. adds as many cards as needed to bring

the Shop back up to 5 cards.
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END OF THE GAME

The game ends as soon as the Shop Kee-
per reveals the Closed Shop card. Players
immediately count their % points.

Using a score sheet, the Shop Keeper cal-
culates how many £ points each player’s
Mansion is worth, according to each of
the 3 Objectives set at the start of the
game. Each card cannot be used more

than once per Objective (e.g. for only
one run or pair), but can be used for
each of the 3 Objectives.

The player with the highest £ points to-
tal wins the game. In case of a tie, the
player with the highest-valued card in his
Mansion wins. If there is still a tie, com-
pare the next highest-valued card and so
on.

With this Mansion and these Objectives, Marie ends the game with a total of 47 ﬁ 3
- 1848 for the Objective Obsessed by arrangement (longest run of 6 cards x 3 & )8
-21 48 for Three is better than two (3 Three-of-a-kind off , of“.“ ) ofg.),
(s s for Too snob (Values 2, 3, 5 et 6 possessed without any Marked down Merchandise).
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