


THE STORY

In the quiet corners of a
quaint countryside cottage,
Parm, Brie, Roquefort, Jaq, &
Colby are sleeping.
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You're all being haunted by
the nightmarish creatures
that once roamed this realm.
Ghostly unkempt Cats prowl around the porch. Snakes with
iridescent scales slide between the cracks in the floorboards. High
above in the rafters, Owls stare down with an unearthly gaze. And
giant Hawks seem to be circling just outside your view. When you
look towards them, they vanish!

The room stirs but you cannot awaken. You and your fellow mice
are racing to be the first to wake-up by facing your fears head-on
and shedding all your cards. You cannot change the order of the
cards in your hand, but you can set out Bait to entice other mice
into sleepwalking over and playing your cards for you.

The first player to get rid of all of their cards each round will awake
to collect the most Cheese, with each player afterward collecting 5 Player Boards 31 Cheese Wedges
less and less. When a player collects their 7th Cheese they've

successfully fought off their spooky specters and can doze off

peacefully into delicious dairy dreams.




SETUP

Give each player a Player Board.

Place the purple side face up for 2-4 players or place the
brown side face up for 5 players.

Place the Cheese wedges to the side within reach of all
players.

Shuffle all cards and deal 8 cards to each player.
Do not rearrange your cards.

 Place all remaining cards in the center of the table and reveal
1 card (3 or 4 players) or 2 cards (2 or 5 players).

This revealed card(s) is known as Public Bait.

Each player simultaneously chooses 1 card from their hand
and places it face down in front of them at 90°. Once all
players have done this, flip the 90° card face up.

These are known as your Bait cards.

BONUS BAIT: After being dealt cards, any player(s) with the
fewest Cheese may add a 2nd Bait card from their hand. At
the start of the first round, all players have the least Cheese
so they may all choose to do this!

~ Designate an area off to the side as a discard pile.




GAMEPLAY

A game of Haunted Mouse consists of 2 to 5 rounds. On their turns,
players will choose one of the following actions: play a meld,
draw a card, or set a Trap. Playing a meld helps you get rid of your
cards, but drawing a card may help you improve your hand. Setting
a Trap gets rid of cards and gives you the lead, but are tricky to
pull off!

You and your opponents will race to be the first to play all cards
from both your hand and your Bait - but remember, you cannot
rearrange your hand. The first player may begin by playing a meld
to the center of the table and play

continues clockwise.

Players who get rid of all of their A
cards win Cheese, and the sooner ¢
you go out, the more Cheese you X
get. The first player to get

7 Cheese wedges wins!

There are 2 types of card melds.
SET: 1 or more cards of the same rank in any combination of suits.

RUN: 2 or more cards in a sequence of ascending or descending
ranks in any combination of suits.

NOTE: When playing a run, the cards must be in the correct order
(ascending or descending).

Example: You may play a run of 3-4-5 or 5-4-3, but may not play a 4-3-5.
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On your turn, you mAay play a meld.
If leading, see Lead Player (pg. 11).

If you are not leading, your meld must be stronger than the
previously played meld. You can use cards from your hand and/or
any number of Bait cards from any player(s), or the Public Bait. If
you use the Public Bait card, turn over a new Public Bait card from
the draw pile at the end of your turn.

Cards played from your hand must all be adjacent within your
hand, but Bait cards can be added anywhere within a meld.

Example: To play a 5 card run,you can play a 4-6-8 from your hand as long
as you also play a 5 and a 7 from one or more players' Bait.

You must always include at least 1 card from your own hand or
your own Bait when playing a meld. Place any cards from your
hand down first, and if including any Bait cards, add them to your
meld after the cards from you hand have been placed.

Discard the previously played meld to the discard pile face down.

See Gameplay Example (pg. 12).

STRONGER COMBINATIONS: A meld is considered stronger than
the current meld if it is either:

» The same size (# of cards) and type (set or run) with higher values

« The # of cards played, of any meld type, is exactly 1 card more.

You can beat this with a 6-7-8 but not a 9-9-9 because you cannot change

types without adding 1 card to the size of the current meld.

You could beat this with a 1-1-1-1 or a 1-2-3-4. Both melds contain exactly
1 card more, but you could not beat it with any meld of 5 or more cards.




DRAW A CARD =

On your turn you may draw a card.

Draw 1 card from the deck, the Public Bait, or any other player’s
Bait. You may not take your own Bait.

Place this card anywhere in your hand.

If you have no Bait cards in front of you, you must select 1 card
from your hand (even the card you just drew) and place it face up
in front of you at 90°. If you draw the Public Bait card, turn over a
new Public Bait card from the draw pile at the end of your turn.

If you already have 1 or more Bait card(s), you may decide not to
place any additional Bait cards.

There is no limit to the # of Bait cards you can have, but you may
only add 1 Bait card per "draw a card" turn.

See Gameplay Example (pg. 12).

NOTE: If you drew the last card from the deck, gather all previously
discarded cards and shuffle them together to form a new draw deck. p
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On your turn you may set 3 Trap.

You can set a Trap by playing exactly 4 cards with
the same rank and all different suits, or by playing a
run of exactly 4 cards of the same suit. A Trap can be
played regardless of the meld played before it.

Setting a Trap discards both the previously played
meld and the Trap itself. The player who set the Trap
is now the Lead Player and may choose to either
play a meld, draw a card, or even set another Trap!

LERD PLAYER

The first Lead Player on the first round of the game is the player to
the left of the dealer.

When leading a meld, you can only use cards in your hand and/or
your Bait. All other rules of playing a meld must be followed (see
Play a Meld, pg. 8).

If at the start of your turn, your previously played meld is still

in play (meaning all other players have chosen to draw a card),
discard that meld. You are now the Lead Player and may choose to
either play a meld, draw a card, or set a Trap. If you have no cards
left in your hand when you become the Lead Player, the new Lead
Player is the player to your left.
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When a player runs out of cards, they collect Cheese based on their
out order and the number of players. The meld they played stays
on the table, and play continues clockwise as normal.

PLAYERS
N 0 | |
:
If a player runs out of cards because another player has taken their

Bait, the player whose Bait was taken goes out before the player
who took their card(s).

When only 1 player has cards, the round ends immediately. The
final player with cards receives 0 Cheese. If no player has at least
7 Cheese, play another round.

ouT ORDER

The player who received 0 Cheese will be the Lead Player in the
new round, following Setup rules 3-6 (pg.4).
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Whenever a player receives their 7th Cheese, the game ends
immediately and that player is declared the winner!
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QUICK REFERENCE

SET UP

« Deal 8 cards to each player.
« Do not rearrange your cards.

« All players simultaneously choose Bait card(s) to play. The player(s) with the fewest
Cheese may play a Bonus Bait (a 2nd Bait card).

« Place all remaining cards in the center of the table and reveal Public Bait.

ON YOUR TURN YOU MAY (CHOOSE ONE):
PLAY A MELD

« Your meld must be stronger than the currently played meld.

« You can use cards from your hand and/or any number of Bait cards from any
player(s), including your own (if leading you may only play your own cards).

« (ards played from your hand must all be

adjacent within your hand. i\
DRAW A CARD L &
l - e~
« Draw 1 card from the deck, the Public Bait, @»

or any other player’s Bait. Place this card »L
anywhere in your hand.

« If you have no Bait cards after you draw, you Pl
must place 1. w ‘

SET ATRAP & h g
« ATrap is exactly 4 cards with the same rank in
all different suits, or a run of exactly 4 cards of the same suit.
« ATrap can be played regardless of the meld played before it.
« Setting a Trap discards both the previously played meld and the Trap itself.
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