l@ﬁéarﬂgamé
i 4 'l-. 4 " :i-. -

e ‘ 5 r
[ 1 . “, E
: .~ Y

3 ’ (. vy 4
Py
| 1 ]

iy
i -

& Rulebsck



T T e w L

55

) INTRODUCTION €8

. - K 4 b A -+ 4
v 4
+  One rainy morning, you boarded the luxurious train heading for Constantinople, the magnificent city that once stood +

at the crossroads of Europe and Asia, and shaped the course of empires. Unfortunately, things went south really quickly.
You—and everyone else on the train—had heard some unearthly chanting. After an excruciatingly long moment, the entire train
started hurtling through the unknown nightmare of the Dreamlands! Who is performing the ritual that brought you here? How
can you stop it before the train arrives at its final stop? What are the hideous creatures lurking outside? And whose dark whisper
is urging you to invite them aboard?

What started as an exciting journey might yet turn into an unspeakably horrific end to your existence. Do you have what it takes

to stand up for not just yourself but for all humankind?

Horror on the Orient Express: The Board Game is a cooperative game for 1-4 players who take on the roles of Investigators
protecting the Train and identifying the Cultists. Taking turns one at a time, the Investigators perform Actions allowing them
to fight Monsters, deactivate Portals, and reveal Clues toward identifying the Cultists.

To win, the Investigators must correctly identify all the Cultists and keep the Orient Express and its Passengers safe through
this horrifying ordeal.

However, you will lose if the Train is overrun with Monsters, too many Passengers die, there is too much Essence on the Portals,

any Suspect is wrongly accused, if an Investigator dies, or any of the Investigators goes insane.
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COMPONENTS

78 Investigator Skill tiles o

6 Rest tiles (4 regular
and 2 special) )\

6 Investigator |

12 General Portrait tiles
L 2

Skill tiles
*

) - -
'ﬂ\-—lrt#ﬁ-..-h...w " -

2

i i 6 Investigator
4. Basic Action tiles o

12 Attribute tiles S

@

4 Investigator bases o

A2,
=4E

4 Stamina markers &

4 Silver Rest Action
markers I

28 Sanity markers | 32 Gold Action markers |
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Main board o

.

Train mini .

Before the first game
assemble the Cars and the
Locomotive following the

instruction added to the box.

6 Car Chassis
and Windows S

6 Starting
Landscapes s

»

-
"

COMPONENTS

10 Large
Landscapes )

0‘4’0

8 Medium
Landscapes %

Locomotive o

6 Car Action plaques .

10 Small
Landscapes !



COMPONENTS

3 Monster cards s

This O e 1o the Dursist,

Frontinent DY o

8 Block tokens <

7 Monster Unleashed cards o

15 Monster minis .

12 Witness
Tampering tokens o

10 Fade tokens )\

For each € on the Rituak
i R veith 2 cach (@) loses. 1 |
and SHENY w .

7 Incantation cards .

5 Ritual sheets )\

10 Ritual tokens o S ssen et *

R Y
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¢ > (OMPONENTS €8

12 Desire
Clue tokens S

6 Ticket
Clue tokens )|

15 Feature
Clue tokens o

6 Suspect tiles S

R IRLERSHED

wmne® -
£ OF THELNE

Vampire mini .
|OLLOW BOUTE
Conversation bag . p O 5B

1 Landscape

22 Conversation tokens Setup card
. ®

20 Item cards &

10 Vampire
Strength tiles )N

7 Coffin minis .

0‘6’0




¢ COMPONENTS

Event bag S

30 Event tokens .

Event board .

45 Story cards o 30 Quest cards I\ 25 Feature cards )



SETUP — ¢ *

e We recommend sitting in "theater style" (as shown below),
SRDJOUNY . c .
MO SEEIoang with all Investigators on one side.

* CURSED RAILS .
MOBHEONOE0 0o s

* THE VAT UNNO Wi .
bl B L R e
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ANSETUP  page 1011 <44

D PLAVERSETUP page 12 <4




=y SETUP b €
. )0 MAIN GAME AREA 0(

Place the Main board in the middle of the table.

o
.

2. Place the Locomotive at the far right spot on the Main board. Set its Speed dial to “1.” Place the Locomotive Action plaque (the one with “Train
Speed +1”) in the designated spot.

3. Place the Monsters Unleashed deck and the Locomotive Event tokens (@) near the Locomotive.

4. Assemble the 6 Cars (g) by mounting the Windows and Curtains. Then randomly select 3 Action plaques and place them with the Action side
facing out and the remaining 3 with the inactive side facing out (Action facing in). Randomize which Trains get the Actions and which do not.

Place the Cars behind the Locomotive in a random order.

5. Place Passenger Dice according to the “Starting Passengers” Help card (you can choose either Base or Harder setup Bp page 43). There will be

a few dice left—put them aside.
6. Hang the Vampire (%) mini outside the Car indicated by the “Starting Passengers” Help card.

7. Randomly select or choose 1 of the 6 Starting Landscape tiles and place it face up above the railroad tracks. Next, choose 1 of the 6 layouts from

the Landscape Setup card and fill the spaces to the right by placing Landscape tiles face down in the size and order shown on the card.
8. Place all Coffin minis next to the Main board.

9. Place all 8 Block tokens next to the Main board.
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10.

11.

12.

13.

14.

15.

16.

17.

18.

19.

20.

* Al SETUP
Pull the Conversation token with the Clue icon (.‘3@) and set it aside. The game will indicate when to use this one. Place the remaining 21 of 4

the 22 Conversation tokens in the Conversation bag and set it next to the Main board.

Place the 3 Monster cards to the left of the Main board in the order depicted by the Monster Portal of the Starting Landscape. Place 5 Monster €®)

minis of each color next to their matching card.
Using the order depicted on the Monster Portal ({©) on the Starting Landscape tile, place 1 Monster next to each of the 3 rearmost Cars.

Choose and place a Ritual sheet and Ritual tokens () next to the Main board. For your first game, we recommend choosing the Black Magic
ritual.

Read the back of the chosen Ritual sheet and resolve its setup steps.

Place the number of Essence tokens (@) specified by the Ritual sheet next to the Main board. Follow the Ritual sheet instructions regarding the
Essence tokens.

Place the Grimoire board and the deck of shuffled Spell cards below the Main board.

Place all 12 Occult tokens (®) on the Grimoire board. Place 1 token on both spaces in the 1st row, 2 tokens on both spaces in the 2nd row, and ;- ’:1» LE

3 tokens on both spaces in the 3rd row.
Shuffle the Item cards (@) and set them next to the Grimoire board.

Place the Quest, Feature, Fez Council, and Story cards next to the board. You don't need to shuffle them—you will

be searching for specific cards during the game.

Place the Locomotive mini at the track so that its front is touching rail space #43.
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10.

11.

12.

13.

14.

15.

SETUP - €8
FOR EACH PLAYER 0(

Choose 1 of 4 player colors, and take its matching Investigator board.
Choose an Investigator (@), and place their Portrait tile stable side up (the side without the shattered glass) in its dedicated slot.
Of their 13 Skill tiles, place 5 of your Investigator’s First Level Skills () in the slots on your Investigator board.

Take all 5 of your Investigator's Second Level Skill (@9 tiles, and place them close to your Investigator board. You may look at them at any time
during the game.

Take all 3 of your Investigator Specialty Skill ({8) tiles, and place them close to your Investigator board. You may look at them at any time during

the game.

Take the Rest Skill tile and place it in its dedicated slot.

Take the mini matching your Investigator, and place it in the base matching the color of your Investigator board.

As per the back of your Investigator’s Basic Action tile:

a.  Place your mini in its starting Car (g=g).
b. Place the Sanity tokens (D).

Set the Stamina (3'") and the Health (¥i) markers at 7 on their tracks—Stamina below and Health above and to the right.
Place the Investigator Basic Action tile with the Basic Actions side up on your Investigator board.

Take 9 Action markers (1 Silver § and 8 Gold §"). Place the Silver one next to the Rest Skill tile and the Gold ones on the Action track.

- -
p— FOR ALL PLAYERS KR

Randomly draw 6 General Skill and 6 Attribute tiles (not shown in setup image), and place them face up where all players can see them.
From these tiles, each player chooses 1 General Skill and places it on their Investigator board.
Then, each player chooses 1 Attribute, resolves its effect, and then places it face down on their Investigator board.

Return all unchosen Attributes and General Skills to the box—you won't need them for this playthrough.
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1. Place the 1t Class and 274 Class Suspect boards—3 of each—within view of all players.

2. Randomly assign each Suspect board a Suspect tile. Place the Suspect tiles with their active (not crossed-out) side up on their dedicated spaces. :

3. Shuffle all Ticket (&), Desire (), and Feature ((2)) Clue tokens, and place all of them face down on their matching Suspect board spots.
No Clue tiles should remain unplaced.

4.  Onthe middle Suspect board of each class type reveal 1 Desire Clue token (2 total), so that a 1st Class Suspect and a 2nd Class Suspect each start
with 1 Desire Clue token revealed.

5.  Flip the Suspect tiles on these 2 Suspect boards to their crossed-out sides.

6. Find 2 Quest cards matching the revealed Desire Clue tokens (DO NOT LOOK at the backs of these cards!), and place them underneath the

respective Suspect boards so that only the bottom part sticks out.
7. Take 6 Suspect (B) minis and 6 Suspect square bases. Attach each mini to the base matching the color of their Suspect board.

8. Randomly place 1 Suspect mini in each Car (), excluding the Locomotive.



D C 4
p < EVENT BOARD < Q

1. Place the Event board next to the Main board.
2. Place 8 Event tokens shown in the image below into the green Event bag.
3.  Shuffle the Passenger cards, and place the deck face down on its dedicated spot on the Event board.

4. Place 11 Event tokens shown in the image below on the discard area of the Event board.

p o wwomsavsE
p— HELP CARDS AND CLUE SHEET < Q

1. Keep all 5 Help cards nearby to be used as player aids during the game.

2. Use a Clue sheet notepad to aid in your investigation. Use a pencil to mark the Clue tiles that have already been revealed.

CULTIST EXAMPLES

Yies, this is a “Chosen™
Cultist because they =5
have a Blood Red Fez ™ &

feature clue. p i

Yees, Lhis is a Zealol
Cultist. They are not

a Herald (have the Elder
Sign), but they have at
least 4 green clues,

Not a Cultist. il
Does not meot criteria.
of any rile. )
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" VAMPIRE BOARD "

Place the Vampire board next to the Main board.

i

2. Place 5 Vampire Strength tiles as shown below.

3. Place the next layer of Vampire Strength tiles on the last 3 spots as shown below. In total, there should be 8 Vampire Strength tiles placed on its
board.

- O & :
) REMAINING COMPONENTS &4 %

1.  You will only use these if you took specific Attribute tiles during the Investigator setup or you used specific Items during the game. L ‘ ‘fi
2.  You will use these when the game instructs you to.

3.  You will only use these if you decide to play an easier game—read more about game difficulty on page 43.

- QUALITY REST _ UNSPEAKABLE REST

1. Restore 6 ﬁ ;
9. For each |¥) on your Actil
. upgrade one of your us

1. Lose 1 ﬁ(but if you have 4 "’i) then restore
full
2. For each (V] on your Action track choose one:

. learn anew Skilk + upgrade one of your used Skills;
gain @. + learn a&ew Skill;
: , an + gainl <.
3. Put back all your . 3. Put back all your iy ' and Wy to their slots.

% 4

)o TURN ORDER

Decide together who will be the first player. Play will proceed clockwise, starting with this player’s turn.

- &159

- ’
¢’ o .



WHAT IS GOING ON HERE? 4
Itis the early 1920s. You are playing as Investigators (@) whoboarded the Orient Express. At some point in your journey, something odd happened—the

Train (FR) is not moving through the green fields of Europe anymore. Someone has cast a horrible spell, and you are in the mysterious Dreamlands

right now. You need to survive this journey and find the Cultists responsible for this nightmare to stop them from doing any more harm!

-
p < YOU ARE IN THIS TOGETHER

Remember that Horror on the Orient Express is a fully cooperative game. There is no hidden information, no traitors, no bluffing. You may—and

should—discuss your plans and Actions with other players.

By
p— FLOW OF THE GAME

pe

Horror on the Orient Express is played in turns. On your turn you must
perform 1 Main Action and up to 2 Basic Actions in any order. Main
Actions let you use your Investigator’s unique and powerful Skills to get
closer to the goal of the game. Basic Actions are mostly the same for

all Investigators, and they allow you to do common things, like moving <>% PLAYER TURN <%<>

around the Orient Express.

After you are done with your Actions, you must draw an Event token (") 1. Taking Main Action and up to 2 Basic Actions.

from the Event bag and resolve its effects. Some Events have immediate
effects and may force you to draw yet another token. Others may be 2. Drawing Event token(s).
placed on a specific space of the Event Turn board and can activate all 3. Resolving the Event board (conditional).

the tokens there, wreaking havoc to your plans.
4. Moving the Train 1 space forward.

At the end of your turn, the Train will move 1 space forward, bringing

you closer and closer to the end of the game—one way or another. * 73
Moving the Train is the last thing you should do on your turn, then the

next player can play.

h -
p— HOW TO WIN < Q

Your goal in this game is to get to the end of the Train route and then correctly identify all the Suspects (H)—establishing who is a Cultist and who
is not. The Train will move forward at the end of each player's turn. You will Talk to the Passengers (©) on the Orient Express to discover Clues ()

placed on Suspect boards.




$> GENERAL OVERVIEW ¢ — €
SRR

You must be careful, observant, and skillful, as the game will try to defeat you by countering your efforts in several ways. If any condition from the list

below is met, the players instantly lose the game:
« When the Monster (2) pool is empty, the monstrosities overcrawl the Train and eat you all alive.
. When the Essence (@) pool is empty, the border between Dreamlands and reality collapses, and your world is lost.
+ When the Coffin pool is empty, too many Passengers have died, and all other Passengers fall into hysteria.
+  When any Investigator loses all their Sanity (D), they go insane and you all lose.

«  When any Investigator's Health (‘\ﬁ) drops down to the point marked with a skull icon (@) on their Investigator board, the Investigator b

dies, and you all lose.

« If you make even a single mistake while identifying the Cultists after the Train reaches its final destination, you fail to stop them from
performing the malicious Ritual.

B All ways you can lose are described in detail later in this rulebook on page 28.

- ¢ 4
p—< IMPORTANT GENERAL RULES Q

> GOLDEN RULE O O vommsuaions O

When there is a clash in rules between the rulebook and a component, If you are unable to find a ruling on a particular situation in the game,

the component always takes precedence. assume the least-beneficial interpretation and run with it. That is, unless

itis about Spells or Items then strive for the most epic first!

o AL e EFFECTS RESOLUTION &>

Choosing an option that does nothing is only allowed if none of the

When resolving any effects, always follow the order in the text and

options'would IgiueL el tER e always resolve as many effects as possible.

When there are multiple options, check the type of divider between
95> EVERYTHING IS LOCAL &> them ]

/—allows you to choose which option you would like to resolve. If'

Unless specifically instructed otherwise, everything you do—to
presented with multiple choices, you may make different choices with - )

Monsters, Passengers, Suspects, etc.—happens in your Car.
each go.

<>% BANISH AND DISCARD <%<> t—means you must apply the first available option. If it is unavailable,

proceed to the next option after the ticon.

BANISH—return this component back to the box. It will no longer be

st the curent g > MLEVILOMES ROMTHERONT. €< >

DiscARD—return this component back to its original pool. It can return

to the game and be used again. When you need to discard a card, slide Whenever you need to resolve an effect that concerns multiple targets

it to the bottom of its deck. When you need to discard an Event token, or you have to decide which target to choose, always start with the

Locomotive (the right side of the route of the Train) and move toward v {
the back of the Orient Express. s

e

place it in the discard pool on the Event board.
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C 4
THE INVESTIGATORS Y

Each player controls one chosen Investigator (@) which is represented by their own mini. Investigator bases have a round shape that matches the

shape of the Investigator’s Portraits. The color of the base should correspond with the color of the Investigator board.

There are components on your Investigator board that describe your Investigator.

<4 <

Each Investigator has a tile listing all their available Basic Actions.

BASIC ACTIONS

They are identical for all Investigators except for the last Basic Action

from the list, which has a unique name and effect for each Investigator.

> ATTRIBUTE &>

Before the game, each Investigator chooses 1 Attribute—a personal
feature that gives an extra boost at the start of the game.

=0 SANITY AND UNSTABLE sTATUS < >

Each Investigator starts the game with a different number of Sanity

tokens (D). During the game, Sanity can be lost or spent—for example
when you use Spells. When it reaches a certain level (different for each
Investigator) marked by the Unstable icon (&) on your Portrait, you
have to flip your Investigator Portrait to the Unstable side. While you
can gain Sanity during the game, you can never come back from the
Unstable status.

When any Investigator loses their last Sanity token, they go insane, and

the players lose the game.

<4 &

Health (@) represents your physical condition. Losing Health repre-

HEALTH AND STAMINA

sents wounds and other injuries. When your Health marker reaches
the space with the skull icon @), your character dies and all the play-
ers lose the game. Health also determines your maximum Stamina
(ﬁ) level.

Stamina is your energy. It represents the ability to sustain your activity—
you have to spend Stamina to perform most Basic Actions. When it

reaches "0," your choices will be very limited and you will probably be

forced to Rest.

Each Investigator has a unique set of Skills. When taking your Main

SKILLS

Action, you choose one of your Skills and mark it with an Action marker
(N") that blocks that Skill until you Rest. Apart from the Skills that

are assigned to your Investigator, each player chooses one additional
General Skill for their character before the start of the game.

o= REST &< >

Rest is a special Main Action you can take instead of using a Skill. It is

always available and lets you restore some Stamina, refresh used Skills,

and develop your character.

0‘18’0



$> GENERAL OVERVIEW

-
p - THE SUSPECTS

There are 6 Suspects (JA) on the Orient Express. Each of them is represented by
a mini with a square base that matches the shape of their portraits. The color of

the base should match the color of the Suspect board.
Suspects travel in the 1st or 2nd Class as marked on their Suspect boards.

Suspects are important characters—hidden among them are the Cultists. The
goal of the game is to correctly identify which of them are Cultists when the
Train (Eﬁ) reaches its destination. In order to do that, you must reveal Clues
(®) on the Suspect boards—usually by Talking to the Passengers (&).

Each Suspect also has a Favor (%) —a unique ability they can use to help the

Investigators in their struggle.

The Passengers are the innocent people who found themselves in the

-
p - THE PASSENGERS

Wounded Panicked Insane

wrong place at the wrong time. Unlike Investigators and Suspects, the

Passengers are represented by custom dice. You do not roll these dice,
you just use their 6 different faces to determine the status of each

Passenger.
There is also the 7th status—a Dead Passenger (@). You mark this
Dead status by placing a Coffin mini onto that Passenger die. When the 7th
Passenger dies (you have taken the last Coffin from the pool), the players
lose th: b
Calt Happy ooy ose the game

-
p THE ORIENT EXPRESS

The Orient Express consists of 6 Cars (E) and a Locomotive. Each Car, has characters spots for the Investigators, Passengers, and Suspects. Each
Car has a name and possibly a special Action. Each Car also has Curtains that can be Opened (D) or Closed (n) to influence the way Monsters (Q),
Portals ((:)), and the Vampire &) impact the game. Opening and closing the Curtains is also relevant for some Skills.

The Locomotive is considered a Car like the 6 others, with a few differences. It has only 4 spots for the characters, the Vampire
cannot enter the Locomotive and it does not have any Curtains—always consider them Closed.

The Locomotive is always the first Car of the Orient Express.
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h < 4
% PLAYER TURN <4

Each turn represents the passage of time aboard the Orient Express,
bringing new challenges and dangers. The order of play should be
decided by all the players before the first turn and then followed until
the end of the game. Each player must finish their turn before the next
player’s turn starts.

Each turn consists of these four steps:

1. Take 1 mandatory Main Action and up to 2 Basic Actions in

any order.

In this step, your Investigator (@) will impact the game in their
own unique way. Main Actions are described on the Skill tiles
placed on your Investigator board. When you use a Skill, mark it

by placing an Action marker (§') next to it.

Basic Actions are seemingly "smaller,’ but can be as impactful as” - .

the Main ones! You have to pay for them in Stamina (6"4) or, in the
case of Cast a Spell Action, in Sanity ("D). The cost is listed on

your Investigator Basic Action tile.

"In any order" means you can perform the Main Action after,

before, or in between the Basic Actions.

L%

=) SEQUENCE OF PLAY S €

Draw an Event token.

After your Investigator is done with their Actions, you must draw
an Event token () from the Event bag. You must resolve its

effect (although there is a way to redraw a token, do not worry).
Resolve the Event board (conditional).

If there are 3 different Event tokens on the Event board (there is
only 1 space without any token), the game will now try to actively

hurt everyone on the Orient Express.

Move the Train forward by 1 space.

You must move the small Train (Eﬁ) on the track at the bottom
of the Main board by 1 space forward.




'$y SEQUENCE OF PLAY § 4

- -
p < BASIC ACTIONS < Q

Basic Actions are the most common moves you will perform in the

game. In short, you will be able to:
«  Move around on the Orient Express.
. Useltems (@)—powerful Artifacts (@) and Tomes (ER).
« Open and close the Curtains (E, n)

. Interact with the Suspects ()—ask them about intriguing
objects they carry, fulfill the Quests they have for you, or ask them
to grant you unique Favors (%),

« Cast powerful, yet dangerous Spells.

. Perform a unique Basic Action, reflecting your Investigator’s
distinct skills.

B Basic Actions are described in detail on pages 29-30.

5 BASIC ACTION COST &>

It costs 1 Stamina (8";) to perform each Basic Action, with the exception
of Cast a Spell, which costs 1 Sanity ().

Select any Basic Action on your Investigator Basic Action tile, pay the
cost, and resolve its effects.
K2
Note: You may use the same Basic Action more than
once in a turn.
*

Note: Each Investigator has a Basic Action available only
for them listed at the bottom of their Investigator Basic

Action tile.

N
p < MAIN ACTIONS

Main Actions are your powerful moves. Each Investigator has theirown

unique set of Skills that can be used as such. In short, you will be able to:

« Talk to the Passengers (©) to reveal the truth about the Cultists
hiding among the Suspects on the Orient Express. You need to
correctly identify all the Suspects to win the game.

> More about Talk on pages 22-24.

« Fight the Monsters (@) in order to save the very lives and souls
of everyone on board. It is important—if you let all the Monsters

catch up with the Orient Express, you will lose!
® More on fighting the Monsters on page 25.

IS

. Discard Essence (@) tokens into the Essence pool to dispel the
powerful magic feeding the Portals ((2)). If the pool ever runs out
of Essence tokens, the border between the Dreamlands and your

world will collapse and you will lose!
® More on removing Essence on page 26.

. Manage the Passengers (£9) to keep them from getting hurt. If
too many of them die, it means you failed your mission to protect

them and lose the game.

® More on managing the Passengers on page 26.

S MAIN ACTION COST &>

Select any Skill tile on your Investigator board that does not have an

Action marker next to it. Place the leftmost Action marker from the

Action track next to the chosen Skill, then resolve its effects.

Note: Some Skills have conditions (highlighted in
yellow) that specify where or when you can use them.
You cannot use a Skill whose condition is not met.

B Pages 22-26 for details on Main Actions effects.

® Page 27 for details on Resting to refresh Skills.



) MAIN ACTION-TALKING RO+ »

R

Suspects (B) are the people on board the Orient Express who may be
Cultists.

SUSPECTS

Suspects travel either 1st or 2nd Class as indicated by their Suspect
boards.

Each Suspect has an ability that can be used to help Investigators (@)in
various ways. This ability is called a Favor (&2F).

At the end of the game, the Investigators must correctly
identify which Suspects are Cultists. If any Suspect is
wrongly identified, the players lose the game.

¢ 4
CLUES T4

At the start of the game, all Clues (@) are placed on the Suspect boards

with most placed face down. Revealing Clues give you information that

is used to determine whether or not a Suspect is a Cultist. The main way
to reveal the Clues is to Talk to the Passengers (&).

There are 3 types of Clues:

Ticket ().
Each Suspect has exactly 1 Ticket Clue.

Desire (©)

Each Suspect can have one or more Desire Clues.
Whenever the first Desire Clue of a Suspect is revealed,
find the corresponding Quest card and, without
looking at the back side of the card, slide it under this
Suspect's board.

B Pages 29 and 42 for details on Quests.

Feature (&)
Each Suspect can have one or more Feature Clues. You

can Ask the Suspect about some of their Features.

B Page 29 and 42 for details on Feature Clues.

MYSTIC CLUE TOKENS

<

On the face-up side, Clue tokens can
be either Regular (grey background)
or Mystic (green background). Clue

ORMNATE

et tokens are important for Cultist

ELDER SIGN

identification.

B More about Cultist identification on page 24.

DY 4 4

TALKING 4

Talking allows you to reveal the Clues about Suspects and additionally
may let you gain Favors, Items (@), or Occult tokens (€®). When
using an Action to Talk, you target a Passenger or a Suspect in the Car
(E) you are in. Talking is a Skill with a keyword #TalkX} with an
indicated target. While Talking, you will be drawing Conversation

y

tokens (@) from the beige Conversation bag.

There are 3 types of Conversation tokens:

Vertical—

penalties (O)
Talking happens in 3 steps: Prepare, Converse, and Resolve.

= | PREPARE THE TALK &>

Draw Conversation tokens equal to the number in your #Talk X} Skill
on your Investigator board. You may return any or all to the bag before
proceeding to step 2.

2 =

Continue to draw tokens, hoping to match 2 Horizontal tokens and

Vertical—
rewards (@)

Horizontal—

information (0)

2. CONVERSE

rewards. A Talk ends when:

a. Youdecide to stop drawing tokens. This is considered a successful
Talk.

b. You draw a 3rd Horizontal token (O) with the same icon on it. In

that case, the Talk is considered a failure.




'y MAIN ACTION-TALKING C 4

P 3, THE RESOLUTION &> )0 (LUE REVEALING RULES <5

The Conversation bag contains 3 Horizontal tokens for each Clue type.

~ Success :

Matching 2 Horizontal tokens allows you to reveal the following Clues:

Ticket Desire Feature

If the Talk is successful, you may gain 2 types of rewards: Clues or

additional bonuses.

For each pair of identical Horizontal tokens, choose and reveal any
single Clue of the indicated type.

1st Class 2nd Class
Suspect Suspect

After you reveal all the Clues, resolve all rewards from the Green tokens

(@) Ignore Red tokens (©) because your Talk was successful. When you reveal the 15t or 274 Class Suspect Clues, you can choose any

1 Clue of a Suspect in this specific class.
You may reveal the Clues in any order.

You may reveal a Clue token on a Suspect anywhere. This Suspect does

not have to be in the same Car as your Investigator.

Gain a Favor with Draw an Item from <: E DESI RE CLU ES AND Q U ESTS @ ! j’-i

¥
spSlapesty Ll mit e When you reveal the first Desire Clue on a Suspect, place e

the corresponding Quest card below their Suspect board. This means
that you do not place a Quest card if this Suspect already has a revealed ¥

Desire Clue token. '

Reveal any Clue Gain an Occult
token. token.

- Failure

If the Talk failed, reveal 1 Clue of the type that caused the Talk to fail
(i.e. was the 3rd one of its type).

Then, resolve all penalties from the Red tokens. Ignore Green tokens

because your Talk failed.
Lose 1 Sanity. Lose 1 Health. Banish 1 Essence
from thepool.  *° . °
Regardless of the result of the Talk action, put all the tokens back into_ « = = - & .
the Conversation bag. o v - .

»
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TALKING EXAMPLES <K p— CULTIST IDENTIFICATION 4

Identifying Cultists requires revealing Clue tokens (@) on the Suspect
- R, boards.

A Suspect (B) is a Cultist if at least one (or two or even all three!)

of the following conditions is met when all the Clues are revealed:

. CHOSEN—They carry a Blood-Red Fez (()<@)) (there is only
1 such a Feature Clue token (&))).

;; ' &

f £ CHOSEN
\ Prepare the Talk: This player has the Skill, so they draw
4 Conversation tokens. They return the Red Penalty token to the
bag. They also return the "Ticket" Conversation token, since all the . HERALD—They are going to Constantinople (there are
fickets have dlrea O o Lt P 3 Constantinople Ticket Clue tokens (), they want an Artifact
proceed to Conversing,. .
(&) (there are 2 such Desire Clue tokens (@)), and they do not

/._aﬂg, g1 ““ ' M\ possess a protective Elder Sign (there are 3 such Feature Clue
F‘_ Conversing and Resolution— g <ns).
\

“ Example la: X

]

)
|

@ HERALD ﬁ + S +
‘ x3 . %2 %3
“ \ . Q « ZEALOT—They carry 4 or more Mystic (green background) Clue

tokens.

&
Q @f ZEALOT

The player draws 8 more tokens, stopping after the third Red
Penalty token. Since they did not draw 3 Horizontal Clue tokens of
the same type, the Talk is a success. They drew 2 Feature

Wi

If a Suspect does not meet any of the conditions listed on the Cultist

Identity Help card, they are not a Cultist. This information is also
Clues () and 2 Desire Clues (), so they reveal 1 of each on any listed on the Cultist Identity Help card.
Suspect. They also gain 1 Occult token due to the Green Reward
*
token (O)
e, - - v Note: Due to the random setup of the Clue tokens it is
r p i possible to have between 1 and 6 Cultists on the Orient
Conversing and Resolution
[

- Example 1b: Express each game.
3

4
Og O amstomypams &<
®

CULTIST EXAMPLES

&)
OYo A _
o 13 Yes, thisisa B
><§ s s SR T Cultist because
@% have a Blood Red Fez

u feature clue.
Yes, this s a Zealot
| The player drew 8 more tokens, but unfortunately drew 3 Feature \ ; 2 ::Lﬁ:ﬂ::h:uédn 3
[ Clue tokens (&), the Talk fails. They still reveal 1 Feature Clue, : s . iy ;’;‘Eﬂ",‘fg;“*‘;"' %
but due to the Red Penalty tokens (’i) (@), they lose 1 Health and :
banish 1 Essence token from the pool. The Clues and Rewards are > U ~ R Hote Cullit
lost and returned to the bag. : '
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‘0 FIGHTING MONSTERS 0‘

When using a Skill to fight a Monster @), you target a Monster by the
Car (E) you are in.

There are 3 ways of fighting Monsters, each using its own keyword: Kill,

#ush¥X, and Stun.
05 &>

Discard the Monster from the Orient Express and place it back in the

Monster pool.

Katharina uses an upgraded "Field Experiment" to Kill the Red

Monster by her Car. This Monster is returned to the Monster pool.

& &

Pushing a Monster moves it toward the back of the Orient Express.

PUSH +X

The number of Cars that the Monster is pushed back by is equal to X in
the Push +X plus the Train's Speed value (indicated on the Locomotive
Speed dial).

If the Monster is pushed back by a number of Cars that is greater than
the number of Cars behind that Monster (i.e., pushed off the Orient
Express), Kill that Monster.

i)

\l
BOUNTY HON
L ne it @ i o 91 o'

1 vhis i o ol ¥
i Wil €, 4156 o1 @ n
e

The Train's Speed is 1. Bucky uses "Bounty Hunt" against the Red
Monster next to his Car. This Skill has Push +1 value. The total
Push power is 1 (from the Skill) +1 (from the Train's Speed) = 2,
which is just enough to Push the Monster off the Orient Express
(behind the last Car).

-4

MAIN ACTION—FIGHTING MONSTERS

STUN

®

Stunning a Monster prevents it from attacking the Orient Express during

the next resolution of the Monster Event. Place the stunned Monster in
the Pursuit section at the bottom of the Event board. After resolving the

Monster Event, move all the Monsters from the Pursuit to the rearmost
Car.

U 4

Bucky uses his unique Basic Action “Staggering bullet” to Stun the ¢ c.‘

Green Monster by his Car. As an effect of that Action, this Monster
is placed into the Pursuit.

® More on Monsters moving to Pursuit will be on page 33.

If the Monster pool is entirely empty—there are no
Monsters of any color left—you lose the game. Therefore,
fighting the Monsters not only keeps you safe but is also
necessary to avoid losing. Remember, the Monsters in
Pursuit are not in the pool. Stunning Monsters will not

prevent you from losing the game this way!
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If a Portal () has any Essence (@) on it (either as a token or printed

{ 4
DISCARDING ESSENCE ‘e

icon on it), it is active. It means that this Portal will be resolved during

the Event board resolution.

Portals are deactivated when the last Essence token is discarded from
them. When Essence is discarded, it is placed back in the Essence pool

to be used again.
L2

Note: Some Skills affect only Portals on current or past
Landscapes. A Landscape is considered past when it is
fully behind the Train (no part of the Train mini below
that Landscape).Current means that the Landscape or

Landscapes are above any part of the Train mini.
*

Some Portals have Essence icon printed on them (e.g., the Portals on the
Starting Landscapes) and are considered always active. Never place any
Essence token on such Portals.
*
Note: Some game effects add Essence to Portals. This
might reactivate a previously deactivated Portal!
*

Note: Essence can also be banished by other game effects, like
Spells, Cultist activity, etc. You can never be too cautious about

how much Essence is left in the pool!

*

If the Essence pool becomes empty, you lose the game. So,
discarding Essence not only helps you deactivate Portals
but is also necessary to avoid losing!

Lucy is in the Sanctuary Car, so she can use "Joint Prayer"” to
discard 1 Essence from any Portal. Then she can discard another
1 Essence from that Portal because the requirement of 3 Calm
Passengers is met.

=
)
p—>

Some Skills allow you to move the Passengers (&) around as well as

X

MANAGING PASSENGERS <

p

change the Passenger status. The Passenger must be in the same Car
(W) as you, unless stated otherwise.

There are 2 ways of moving the Passengers between the Cars: Gather and

<>—}> GATHER &>

Gathering is moving the Passengers from any other Car to your Car. You

may not Gather the Passengers if there are no empty spaces in your Car.

s &>

Sending is moving a Passenger from your Car to a designated Car. You

may not send the Passengers if there are no empty spaces in a designated

Car.
*

Note: Some Skills allow you to move the Suspects [ or
even other Investigators in a similar way as you would
move Passengers.

L4
= CHANGING THE PASSENGER STATUS &< >

During the game, the status of Passengers will often change. This can

happen through Investigator Actions or as a result of game effects. The
process is generally the same—you take a Passenger die and set it to the
new face—but there are important differences depending on whether it

is caused by a player or the game.

If the status change is the result of an Investigator Action (Main or
Basic), all possible choices are made freely by the players. The "€J" icon
means you can choose any Passenger die in your Car, regardless of their

current status.

This is why all player Actions use the "/" divider—players are free to
choose between different types of Passengers separated by that symbol.

This works differently when the change in Passenger status is caused by
a game effect, rather than a player Action. In those cases, Passengers are

chosen according to the universal order:
@ se\lrBl\|=2
U D —
*

Note: You can find this order on the back of Passenger

cards, and it is also depicted on the Vampire board,

indicating how it chooses its victims.
*
B More about how Passenger status may be changed by the game on

page 37.

0‘26’0



SECTEEE
‘0 RESTING 0‘

Every Investigator is able to Rest as a Main Action. The Rest tile is exactly

the same for all the Investigators.

Resting lets you restore some Stamina (&%), refresh your used Skills, and
develop your character. It works like any other Main Action, so you can

take up to 2 Basic Actions before and/or after you Rest.
When Resting, perform these 3 steps:
1. Restore Stamina (&9)).
2. Spend Experience ().

3. Return Action markers (§/).

< &<

The Investigator restores the amount of Stamina indicated on the Rest

[. RESTORE STAMINA

tile (in most cases it will be 5). Stamina is limited by your Health marker
(%@). If the Investigator were to restore more Stamina than the Health
marker would allow them to, the excess Stamina is lost.
<
Note: There are some special Rest tiles your

Investigator can get during the game (for example,

if you choose the "Vigorous" Attribute, you will get

"Quality Rest" tile that replaces the basic Rest tile).

These tiles have small but important differences, so

read them carefully.
4

<A &

In this step, you can spend Experience (W) to develop your Investigator.

2. SPEND EXPERIENCE

For each Experience symbol that is visible on your Action track on the

bottom of your Investigator board, you can choose one of the following:
A. Upgrade a First Level Skill (®).
B. Learn a new Specialty Skill (@)

C. Gain 1 Occult token (®).

< &

Upgrading a First Level Skill () lets you replace it with the
corresponding Second Level Skill (€9). You can only upgrade a Skill

2A. UPGRADE A USED SKILL

that you have used recently—there has to be an Action marker next to it.

Each Skill can be upgraded only once during a game, and you cannot
upgrade Rest, General Skills, or Specialty Skills.

MAIN ACTION-RESTING 4

T

S mmanmsie - &> ' -

Choose any Specialty Skill (&) of your Investigator that you have not

learned yet. Place that Skill on your Investigator board in an empty slot

or replace any other Skill you have on the Investigator board with it.

O 2 GAIN AN OCCULT TOKEN

Move 1 Occult token (®) from the Spell slot in the Grimoire with the

fewest Occult tokens on it to the Investigators' common pool. If that

Spell slot is now empty (with no Occult tokens or Spells on it), gain
anew Spell.

B More about Occult tokens, Grimoire, and Spells on pages 30-31.

S s RARNATION MARKERS <>

Return all Action markers from the used Skills on your Investigator /
board to the Action track. This refreshes these Skills, making them

available again in subsequent turns.

® a
Note: The Rest Action marker has a distinct color and
a designated space. After moving it and performing the
Rest Action, return the marker to its starting position on
your Investigator board.
L 2
Note: Since Actions may be taken in any order, it is
possible to Rest first and then use the restored Stamina

for Basic Actions.

» 2 By ai
Cedric starts their turn and decides to take a Rest Action, as the ‘
\ have no Stamina left. In the first step, they rest mina
[ Then, they may spend 2 Experience, since that ist > wun ber of
visible symbols on their Action track. They decide to upgradﬁe

"Help from Papa" to Level 2 (they can do this because there is an
Action marker next to that Skill), and replace the Level 1 tile with
the new one. The second Experience point is used to learn ﬁ"i ] -

a new Specialty Skill: "Publicity Stunt.” This new Skill is placed in ﬁ r_‘- 3

e

- o .I'

afree spot on their board. Finally, all Action markers are returned
to the Action track. After resolving the Rest, Cedric still has the J
opportunity to perform up to 2 Basic Actions this turn.

’:‘ -a'j

*
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p— UNIQUE BASIC ACTIONS K

Each Investigator (@) has a special Basic Action that is available only
to them. This Basic Action has its own name and is listed last on the
Investigator's Basic Action tile. It can be used like any other Basic Action,

simply by spending 1 Stamina (&%) and resolving its effect.

ST
p - MOVE BY UP TO 2 CARS R

Move your Investigator by up to 2 Cars () away from their current

Car.

< &

Sometimes it can happen that all spots in a Car are occupied by
Investigators, Suspects (), Coffins, or Passengers (£J). In that case, if

OVERCROWDED CARS

an Investigator wants to enter that Car, they can exchange places with
one chosen Passenger (and only with a Passenger). This Passenger is
placed in the first Car with a free spot away from the direction of the
Investigator's move.
<

Note: Above rule does not apply to the situation when

a Suspect or a Passenger wants to move to an overcrowded
Car with all spots occupied. In that case, the Suspect or
Passenger cannot move there and stays in their Car.

Lucy moved 2 Cars to the Sanctuary, where all spots are occupied.
She can choose any Passenger (but not a Coffin or a Suspect) from

the Sanctuary and place them elsewhere. She chooses a Happy
Passenger. This Passenger is moved to the Fourgon, as it is the first
Car with a free spot in the direction Lucy came from.

N -
<> (LOSE/OPEN CURTAINS < 4§

Slide the Curtains in your current Car to Open @Y or Closed (AW).
A Car with banished Curtains is always considered Open.

The Locomotive is always considered Closed.

? & .,' -

‘,{ >

¥ -l-.lk
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)
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In each game, the Locomotive and 3 random Cars will have unique

{ 4
USE CAR ACTION Y

Actions available. An Investigator that is in one such Car can use its

Action.

Available Car Actions

15" CLASS SLEEPING

If you (collectively, since Items are

i If B Gain B,

shared) do not have an Item, gain an

Ttem.

2NP CLASS SLEEPING

Restore 3 Stamina. You still have to

! Restore 3 &%,

spend 1 Stamina to use this Action.

SALON
Change the status of 1 Angry or

| ®/8v0.

Panicked Passenger to Calm.

DINING
Gain a Favor with a Suspect present in
this Car.

[Gain Shwith A here.

SANCTUARY

Gather 1 Passenger, Suspect, or

[Gather 18/8/®.

Investigator from anywhere to this Car.

- FOURGON
! If F¥: Reveal (=, If there are no Suspects in this Car,

reveal 1 Ticket Clue.

As mentioned earlier, the Locomotive Action is available in the game

LOCOMOTIVE CAR ACTION

from the beginning.

Unlike other Car Actions, the Locomotive Action can be used only twice

per game.

Train Speed +1.
; Add 0@ Al <. Train Speed by 1 on the Locomotive

Speed dial. Then add 1 "Train Moves" Fast Event token (@@) to the
Event bag. Then, Push each Monster (€®) back by 1 Car—Monsters in
the last Car will immediately be killed.

When you use this Action, increase

*
Note: There are only 2 additional "Train Moves" Event.
This tracks how many times you may still use the
Locomotive Action—if there are no tokens left, you
cannot use it anymore.

e €289
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When you are in a Car with a Suspect, you can interact with them in
3 different ways: Use Suspect Favor (%34), Ask about Feature Clue (©),
or Fulfill Suspect’s Quest. Each of these is a different Basic Action.

(2 .

Each Suspect has a special ability that can be used when you are in the

USE SUSPECT FAVOR

same Car with that Suspect and they owe you a Favor (their tile is active
side up).

Spend the Favor by flipping the Suspect tile to the crossed-out side. Then
resolve the Suspect’s ability.

Katharina shares a Car with one of the Suspects—the
Psychologist, Jean. She spends 1 Stamina to use this Suspect
Favor as it is active. She moves Jean to an adjacent Car, where she
changes the status of a Passenger from Insane to Calm. Afterward,
the Suspect tile must be flipped to the side with the inactive Favor.

< &

You can Ask about some previously revealed non-Mystic Feature Clues.

ASK ABOUT A FEATURE CLUE

These Clues are marked with a question mark icon (?).

Rotate that Clue upside down to indicate that it has already been Asked
about, and read the description on one of the corresponding Feature

cards, then resolve all of its effects.

B More on Narrative cards on page 42. You cannot Ask about this

Feature Clue again.

——"
4

Cedric decides to Ask one of the Suspects about their Feature
Clue—a Talking Parrot. He is in the same Car as a Suspect with the
Talking Parrot Clue token. After spending 1 Stamina to use the
appropriate Basic Action, the player rotates the Talking Parrot Clue
token upside down, and then finds 1 random Feature card
corresponding to the Talking Parrot and resolves its effects.

-4

Note: Effects of the Feature cards connected with the
Feature Clues are always positive or at least neutral. They

$

Each Suspect has personal Desires that provides Quests. You can learn
about them by revealing Desire Clues ©®).

are never negative.

FULFILL A SUSPECT'S QUEST

Fulfilling Quests can be beneficial provided you, ideally, help Suspects
who are not Cultists.

When the first Desire Clue is revealed on a Suspect, a corresponding
Quest card is placed below them. Desire Clue tokens have an exclamation

icon (!) as a reminder.

If the requirements of the Quest are met, the Investigator may choose to
fulfill the Suspect’s Quest. The Investigator must be in the same Car as
the Suspect.

When this happens, reveal all of that Suspect’s Clues and check whether
they are a Cultist or not.

» Page 24 for details on Cultist Identification. By

Then, read the corresponding section on the back of the Quest card.

Bucky is in a Car with a Suspect who has a Quest requiring an
Artifact Item. The Investigators only have the "Doom Train"
Artifact, so they must banish it to fulfill the Quest. As a result, they
reveal all of that Suspect's Clues. Unfortunately, 4 of them are
Mystic Clues (with a green background), which means the Suspect
is a Cultist. The players must now resolve the effect on the back of
the Quest card—the part describing what happens when the
fulfilled Suspect turns out to be a Cultist.

If you know that a Suspect is a Cultist, and all their Clue tokens are
revealed, use the alternate Quest resolution—read a random Story card
"01." The reminder of this rule is printed on the front of each Quest card.
o ;
Note: While you can fulfill Quests for any Suspect,

helping someone who turns out to be a Cultist will hav_,é I'” P

_ |

unspeakable consequences.
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USE ITEM 4

Item cards (@) come in two types: Tomes (L)) and Artifacts (@)
You can use both of them to fight back against the nightmare more
effectively. Be careful though—using them will always cost some of your
Sanity (") or Health (@).

You can use an Item gained by any player—Items go to a common pool
and are available to all Investigators (@) To use an Item, resolve the
effect from the card (starting with losing Sanity or Health), then banish
the card.

*

Note: Whenever the game instructs you to gain an Artifact
or Tome Item, draw cards from the Item deck until you
find the specified type of card. Keep it and shuffle all other
drawn cards back into the deck.

. AT

HOORIVE PG

A A X X R X R/

Katharina decides to use the “Pnakotic Manuscripts” Item in the
Investigators' inventory. First, she discards the leftmost Sanity
token from her Investigator board. Then, according to the Item
card's effect, she returns all Action markers to their slots on the
Action track. Finally, she restores all of her Stamina—up to 7,
which is her maximum based on her current Health level.

) - 4

Spells are a more direct way to use magic in your favor. When you learn

CAST A SPELL

anew Spell you can use it—unlike Items—many times.

To Cast a Spell, you may choose any Spell in the Grimoire that does not
have a Sanity token on it. (When you fully unlock a Grimoire slot by
gaining enough Occult tokens, you physically place a Spell card there;
this is how you gain a Spell.)

B More about Grimoires, Occult tokens, and gaining Spells on page 31.

Then, take your leftmost Sanity token (“) and place it on that Spell.
This is the cost of Cast a Spell Basic Action—unlike any other Basic
Action, you must pay Sanity instead of Stamina (&%) in order to use this
Action.

Bucky decided to Cast the "Mindforming" Spell. To do so, he must
pay 1 Sanity by taking a Sanity token from his Investigator board
and placing it on the Spell. This means the Spell becomes locked

and cannot be used again until a "Grimoire" Event token removes
the Sanity token from it, unlocking the Spell.

After that, resolve the Spell's effect. If your Investigator is Unstable (&),
usually the effect of the Spell is more powerful.

*
Note: Sanity lost in Casting the Spell may make your
Investigator become Unstable at that point. It happens
immediately, so the Spell that is being Casted works with

the stronger effect immediately.

B More about Unstable status on next page.

Do not remove the Spell from the Grimoire after Casting it. You will be
able to use it again when the Sanity token moves from the Spell to the

bottom part of a Grimoire.

0‘30‘0
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During setup, you place all 12 Occult tokens on the slots in the Grimoire.
In each Spell slot, there are 1, 2, or 3 Occult tokens at the start of the
game. Each time you gain an Occult token, take it from one of the Spell
slots with the fewest Occult tokens on it.

{ &
OCCULT TOKENS < Q

When you gain the last Occult token from a Spell slot, you immediately
learn a new Spell. Draw the top card from the Spell deck and place it
face up in the just-emptied slot in the Grimoire—you and all other
Investigators know that Spell now!

Acquired Occult tokens go to the Investigators’ pool. Occult tokens (like
Spells and Items) are shared by all players, and anyone can use Occult
tokens regardless of who gained them. Occult tokens can change the
fate of the Orient Express! You might use them to redraw Event tokens

and to diminish the power of some Rituals.

CpdeS=S
-

i

A successful Talk rewarded the Investigator with an Occult token.
Taking this token from the Grimoire completely clears the first
Spell slot. As a result, players draw 1 Spell card from the Spell deck
and place it on the just-emptied Grimoire slot. From now on, all
Investigators can use this Spell.

Note: The number of Occult tokens is limited. There are
only 12 of them, and whenever any are spent, they are
banished, so use them wisely.

) &

The Grimoire represents the Investigators’ knowledge of the Spells and

GRIMOIRE

is shared by all Investigators.

Slowly, as the Investigators learn more about the Occult by gaining
Occult tokens, they learn new Spells.

Playing with magic has its price though: Each time an Investigator Casts
a Spell, they have to pay 1 Sanity which is placed on the just-cast Spell’s
card in the Grimoire. This blocks using that Spell until someone draws
a "Grimoire" Event token (@) from the bag. It also shows how often
you use Spells during the game. It is important because playing with

magic destabilizes the border between the Dreamlands and your reality.

v 439

GRIMOIRE EVENT TOKENS <

Whenever you draw a "Grimoire” Event
token from the Event bag, move all Sanity
tokens from the Spell cards to the bottom of
the Grimoire. Then, banish 1 Essence (@)
from the Essence pool for each Sanity token now

at the bottom of the Grimoire (including the

tokens that were already there) Sanity tokens stay at the bottom of the
Grimoire until the end of the game—the more magic you use, the harder

it will hit you at some point in the future.

After drawing a "Grimoire" Event token from the Event bag,
player must take 1 Sanity token from the "Bloody Implosion” carc
(there was no Sanity token on the "Mindforming" Spell). he 0
player places this token on the designated spot at the bottom of
the Grimoire. Then, the player banishes 3 Essence tokens from the
Essence pool because there were 3 Sanity tokens on the bottom
part of the Grimoire.

)
A4

When you lose the Sanity token marked by the Unstable icon @& on your

{ &
UNSTABLE STATUS L Q

Investigator Portrait, flip the Portrait to the other side, marking that this

Investigator has become Unstable.

If your Investigator Portrait is on its Unstable side, you may use the =
stronger version of all the Spells you Cast. These stronger effects are

described next to the Unstable icon on each Spell card.

BENDING TIME

4 Instead, return | h@m a

discard or Event board to | h
\w 2

If you become Unstable while Casting a Spell, you do that immediately, -
meaning you Cast that Spell immediately with the stronger effect. of '
* #

Note: Once you become Unstable it is irreversible. ”

y
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After a player finishes their Main and Basic Actions, it is time to draw

{ 4
DRAWING AN EVENT TOKEN <4

an Event token () from the Event bag.

There are 3 types of Event tokens with different rules that apply to
them after you draw them from the Event bag. You can distinguish

them by their different outlines.

<> REGULAR EVENTS-BLACK&GOLD BORDER &~ >

« Do notresolve this token's effect (yet).

« Place the token on the Event board in a space
matching this type of token. Note that the
token is marked with the same number of
dots on the outline as its dedicated space.

« If another Event token or tokens already

occupy this space, place the newly drawn
one on top of them.

+ Do not draw any more Event tokens.

+ Discard this token onto the discard pile on
the Event board.

FAST EVENTS—GREEN BORDER

- Resolve this token's effect.

. Draw another Event token and resolve it.

B Page 47 for a full list of Fast Event tokens.

<

Discard this token onto the discard pile of
the Event board.

SLOW EVENTS—RED BORDER

« Resolve this token's effect.

~
T

B Page 47 for a full list of Slow Event tokens.

Do not draw any more Event tokens.

In this step, you can draw one or more Event tokens, resolving them
one by one. You keep drawing Event tokens as long as you draw Fast
Event tokens (£)). When you draw a Regular (£3) or a Slow Event token
(), the Event step ends after resolving that token (or placing it on the
Event board if it was a Regular Event).

“s_- O sEs
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After drawing a single Event token (but before resolving its effect), you

REDRAWING A TOKEN

may spend an Occult token (®) to place the just-drawn token back
into the Event bag and draw a new one. Banish the spent Occult token.
You may do this as many times as you want, as long as you have Occult
tokens to spend. You cannot do this if, after drawing an Event token,
the Event bag would be empty.

d
3

> EMPTY EVENT BAG Q

)
p

When you have drawn the last Event token from the Event bag, it
remains empty until you need to draw another token. In that case,
return all Event tokens from the Event board discard area to the Event
bag before drawing the Event token. Do not return any Event tokens
from the dedicated spots on the Event board (meaning each Regular

Event token placed there cannot be removed without resolving it).

After Bucky’s turn, the players must draw a token from the Event
bag. The Event board already has 2 spaces occupied: 1 with
a Ritual token and 1 with a Passenger Reaction Event token. The

players also have 2 Occult tokens. There are only 5 tokens left in
the Event bag. The first token drawn is the "Inscription Portal"
Event token, which is unfavorable because it triggers an Event
board resolution. They decide to spend 1 Occult token to put this
token back into the bag and draw again.

This time, they draw a Favor Fast Event token. They choose to
resolve it, gaining Favor with Slyboots, but since it is a Fast
token, they must draw again.

The next token drawn is the crossed-out "Inscription Portal"
Event token. This is still not ideal, as it also causes Event board
resolution. However, since the players have only 1 Occult token
left, they decide not to redraw this time. At least the Inscription

Portals will not activate during this Event board resolution.

0‘32’0
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This step only occurs if, after the previous step, there are at least
3 spaces on the Event board with at least one Regular Event token on

them. In other words, it happens when only 1 space remains uncovered.

When this is the case, you will resolve the Event board from top to
bottom, space by space. If there are any tokens on the space you are
resolving, resolve the topmost Event token from that space (the number
of tokens in the stack is irrelevant). If the space is empty, resolve it

according to the information presented on the Event board itself.

Each space represents one aspect of the horror experienced by
the people aboard the Orient Express: Portals, Vampire, Ritual, or

Passenger Event.

The spot without any token on it is also resolved—it represents the

Monster Event.

If the topmost token has a crossed-out icon, resolving that space has

no effect.

After resolving all Events, discard the 3 resolved Event tokens from
their spaces to the Event board's discard pile. Discard only the topmost

token from each space—if there is more than one token in a space,

<

Resolve effects of all active Inscription Portals

some tokens will remain for future turns.

<4

INSCRIPTION PORTALS

(@), starting with the frontmost portal (the
one closest to the end of the Train route).
Active Active Portals ({_)) are those that have
Essence (®) on them—either Essence tokens

or Essence marked directly on the Portal.

B Page 34 for details on Inscription Portals.

2 &

An immortal Vampire (&) is also traveling aboard the Orient

VAMPIRE

Express, preying on the Passengers (&J). The
more it feeds, the greater a threat it becomes.
As a creature of the dark, it is also more
powerful in Cars (B.E) with Closed Curtains
(). The Vampire preys on a Passenger in its
current Car, then moves to another Car.

B Page 35 for details on the Vampire.

o €339

RESOLVE THE EVENT BOARD

RITUAL

o

The Ritual is a malicious undertaking initiated

by the Cultists to bring destruction upon
everyone aboard the Orient Express.

There are different types of Rituals in the game.
They are described on the Ritual sheet.

B Page 36 for details on the Ritual.

95> PASSENGER REACTION

Passenger (§J) cards represent the

Passengers’ responses to whatis happening
around them. These innocent people were
not prepared for this kind of adventure, so

do not expect rational or wise behavior. On

these cards, you can also find effects that

force Suspects (B) to move.

When you resolve this token, draw and implement 1 Passenger

card.

B Page 37 for details on the Passenger Reactions.

<

MONSTERS AND THEIR PORTALS

These are effects found on the empty spaces of the Event board, all
related to Monsters (€2). Three of these spaces are very similar:
When you resolve them, some Monsters attack the people on the
Orient Express and new Monsters spawn through the active
Monster Portals ({€)). The fourth effect causes Monsters to move

instead of attacking and spawning.

B Pages 38-39 for details on Monsters.

95> mepbRSUT <>

In the final step of resolving the Event board, all Monsters from the

Pursuit (the bottom section of the Event board) return. Place all

Monsters from the Pursuit next to the rearmost Car.

® Page 39 for details on Monsters in The Pursuit.
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The "Inscription Portal” Event tokens

INSCRIPTION PORTALS

are placed on the topmost space of the
Event board. Both the tokens and the
L space have 1 dot on their outline to
indicate this.

When resolving the Event board, this

token is always resolved first.

All active Inscription Portals (&) are resolved one by one, starting with

the frontmost one—the one closest to the end of the Train.

*
Note: Remember that Monster Portals are not resolved
as an effect of these tokens. You will resolve some of them

together with the Monsters’ attacks.
*

Landscapes with "On Reveal" effects are not resolved in the Portal
Event step because they are activated only once when the Landscape is

revealed which has surely already happened by this time!

B More about Landscapes with "On Reveal” effects on page 40.

5
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> EVENTS—INSCRIPTION PORTALS S €

An Inscription Portal is active when there is at least 1 Essence (@) on it.
Some Portals ({_) (like the one on the Starting Landscape) have Essence

printed on them and are always active.

Most Inscription Portals affect different Cars (E._.m) that meet certain
conditions. You must resolve each Portals effects Car by Car, starting
from the Locomotive and proceeding through each subsequent Car.
*
Note: Many Inscription Portals affect the Cars with Open
Curtains, so stay vigilant!

The player starts the Event board resolution by resolving the "Inscription Portal” Event token. They start with the frontmost Portal. Here, the first
one is Mind Waves but because there is no Essence on that Portal, it does nothing. On the next Landscape, there are 2 Monster Portals that are not

activated because they are not Inscription Portals. The next one is on the starting Landscape, "Trieste". Because there is Essence printed on it, it

has to be resolved.
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The "Vampire" Event tokens are placed on the second space from the top
of the Event board. Both the tokens and the space have 2 dots on their
outline to indicate this.

Resolving these tokens involves two separate steps: first, the Vampire
(&) preys, then it moves to another Car.

2 &

The Vampire preys in the Car to which he is attached (hanging on the wall
of that Car).

VAMPIRE-PREYING

He affects his victim based on his current strength, as indicated by the

Vampire Strength tiles on the Vampire board.

The top row shows his effect in a Car with Closed Curtains (“), while
the bottom row shows his effect in a Car with Open Curtains (D)
A blank space on a Vampire Strength tile means he is too weak
(i.e., unable) to affect that type of Passenger .

The Vampire chooses the leftmost present (most vulnerable) Passenger
from the Vampire board. Then, depending on the status of the Curtains,
applies the preying effect for that Passenger. If the effect is blank the
Vampire searches for the next Passenger according to the Vampire board.
*

Note: The order of Passengers on the Vampire board is
exactly the same as in any other case when the game
affects a Passenger, and it can also be found on the back
of the Passenger cards.

L4
Note: The Vampire can only attack 1 Passenger at a time.

4
If the Vampire changes a Passenger’s status to Wounded (9§) or Dead
(@), remove the leftmost Vampire Strength tile from his board. Small
blood droplets serve as a reminder of this. Do not remove any tiles if the
Vampire only changes a Passenger’s status to Panicked (&).
L2
Note: Changing a Passenger’s status to Dead means
you have to place a Coffin on that Passenger.

B Page 37 for details on Passenger death.

If the Coffin pool is empty (all the Coffins have been
banished or placed on Passengers), the game ends
immediately in failure.

EVENTS-VAMPIRE
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The Curtains are Closed, and the Vampire is able to affect the ‘

Panicked Passenger, so it Kills them. This allows the Vampire

to become more powerful. To mark this, remove the leftmost
Vampire Strength tile.

I

In a Car with Open Curtains, the Vampire currently cannot affect
the Insane Passenger (who is first in the universal order), so it
affects the next Passenger in order—the Calm one. That Passenger

<A =

After preying—regardless of whether the Vampire successfully affected

becomes Panicked.

VAMPIRE-MOVING

any Passenger—he looks for another victim for the next time he preys. -

The Vampire moves to a new Car. It moves to the closest Car with at least
1 Passenger in the direction indicated by the arrow on the Event token
(“.). If there are no Cars with Passengers in the indicated direction, the

Vampire goes the other way.

*

The Vampire can never enter the Locomotive.

The Vampire token indicates that the Vampire should move to the # ;
right after preying on the Passenger. However, since the Vampire # )

cannot enter the Locomotive, we need to move him to the left
( instead. The next Car in that direction has no Passengers, so th e 2

\ Vampire moves to the next available Car containing
a Passenger.
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The "Ritual” Event tokens are placed on the
third space of the Event board. Both the

tokens and the space have 3 dots on their

outline to indicate this.

The effect of this token is described on the
Ritual sheet and varies depending on which
Ritual you use in your game. However, part
of the effect will always be adding a Ritual
token (%) to the Ritual sheet. This makes

the Ritual more and more powerful.

on card.

When playing with the "Black Magic" Ritual, drawing this Event
token causes you to place a Ritual token on the Ritual sheet. It also
causes the frontmost Panicked Passenger to go Insane.

2 &

There are 5 different Rituals in the box, and during setup you always

RITUAL SHEET

choose one of them to use in your game. On the back of each Ritual

sheet, you will find setup rules for that Ritual.

On the front side of each Ritual sheet, you will find specific rules for that
Ritual. These always include rules for resolving "Ritual” Event tokens,
"Incantation” Event tokens, and Escalation.

*

Note: Some Rituals can also introduce additional
components to the game, like Incantation cards for the
"Black Magic" Ritual. If you need further explanation about
a specific Ritual, you will find its description in Appendix 1.

*

»
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INCANTATION TOKENS

<

An "Incantation’ Event token represents
the Cultists performing part of the Ritual.

The token’s exact effect is explained on the
Ritual sheet next to this symbol.

This token can be Fast (&) or Slow (O).
The only difference when resolving them
is whether you draw another token

afterward.

When an Incantation token is resolved, players can always spend
some of their Occult tokens (®) to weaken it. This applies only to
the current resolution of that Incantation token.

OR KON THE BELLTOLS

Players are using the "For Whom the Bell Tolls" Ritual and draw an
"Incantation” Event token. As a result, they reveal 1 Clue from the

Maestra Suspect board—a Desire Clue token. Then, they must
resolve the first four effects listed on the Ritual sheet, because
there are 4 Ritual tokens on the Ritual. The first effect causes the
frontmost Wounded Passenger in the Locomotive to die. The
second effect has no impact because there are no Panicked
Passengers on the Orient Express. The third effect changes a Calm
Passenger in the Salon to Wounded. The fourth effect would cause
that Passenger to die, but the players decide to spend 1 Occult
token to weaken the Incantation effect by 1, so they only resolve
the top three effects instead of all four.

*
Note: "Ritual” and "Incantation” Event tokens are distinct,

but their effects synergize—so keep an eye on both!

S =

Each Ritual also has a Ritual Escalation section at the bottom of the
Ritual sheet which is applied for certain situations. For example,

RITUAL ESCALATION

when you complete a Suspect Quest and they turn out to be a Cultist,
part of the effect will be "Ritual Escalates." You must then resolve the
corresponding part of the Ritual sheet.

Ritual Escalation always forces you to add an "Incantation” Fast Event
token (<¥)) to the bag and triggers additional effects depending on
the specific Ritual you are playing with.

0‘36’0



The "Passenger” Event tokens are placed
on the fourth space from the top of the
Event board. Both the tokens and the
space have 4 dots on their outline as
areminder.

When resolving the Event board, this token

are always resolved last.

Draw the topmost card from the Passenger
deck and resolve all its effects from top to bottom. Afterward,

discard that card by placing it at the bottom of the Passengers deck.

2 &

Effects on Passengers cards affect Passengers (®) and sometimes

PASSENGER CARD

Suspects (B) Most cards have two separate effects: The first changes
the status of some Passengers, and the second focuses on moving

Passengers and/or Suspects.

As with all other cards in the game, you should resolve a Passenger card

from top to bottom.

Most cards affect Passengers in Cars (E.n) that meet the condition
described on the card. You should check those conditions and resolve

the effects in each Car separately, starting from the Locomotive and
proceeding through each subsequent Car.

<4 &

If a game effect changes the status of a Passenger, players do not choose

CHANGING PASSENGER STATUS

which Passenger is affected. Instead, Passengers are affected according
to the universal order, which is shown on the back of the Passenger

cards and on the Vampire board.

61910989

The '}" divider means you must check whether the first option is avail-

able in the affected Car. If not, move on to the next one. Stop as soon as

the effect is applied to the first eligible Passenger.

" "

If the effect comes from the game (not a player Action), the icon

indicates that you must follow the universal order—first looking for
a Wounded (98)), then a Panicked (&) Passenger, and so on.

L2
Note: This works completely differently when the status
change is the result of a player Action. In that case, all
choices are entirely up to the player.

B More about players changing Passenger’s status on page 26.

o 4379+

= PASSENGER AND SUSPECT MOVES

If a Passenger or a Suspect has to move but cannot because there is

no additional Car in that direction or the Car is full, the Passenger or
Suspect does not move.

"External bleeding"” was drawn from the Passenger

| deck, and the player must resolve it. Nothing happens
in the Salon because there is a Happy Passenger there.

. Inthe Fourgon Car, one of the Wounded Passengers

| dies. Then, all Panicked Passengers move left by 1 Car:

\

1 from the Locomotive and 2 from the Fourgon Car. The Panicl
Passenger from the Dining Car does not move because this is

last Car.

Y W R e

PASSENGER DEATHS

Whenever a Passenger dies (for example, as a result of the "External

bleeding" Passenger card), place a Coffin token on top of them.

If the Coffin pool is empty (all the Coffins have been
banished or placed on the Passengers), the game ends
immediately in failure.
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Resolving the Event board is triggered when a player places a Regular
Event token (: ;) and, as aresult, 3 out of 4 spaces for tokens are occupied
(each having at least 1 Event token). This means there will always be
1 empty spot without any token on it. This free space determines the
Monster Events.

On each spot for Regular Event tokens ({3) on the Event board, there
are already printed tokens related to Monsters (€9). Events that are not

physical tokens are treated and resolved in the same way.

N { 4
p—o MONSTER ATTACKS AND SPAWNS ‘O

The top 3 Monster Events cause some Monsters to activate and others to
spawn from the Monster Portals ((€)). They differ only in the Monster

colors assigned to specific effects.

They should be resolved starting from the icon in the upper left (big
Monster with an infinity icon), then the upper right (smaller Monster),
and finally the bottom part (Monster Portal).

Below, you will find a short description of each icon. They will be

explained in detail later.
«. All Monsters of the indicated color

~=\ &, \
( 2 &ﬂ ‘ﬂ activate, starting from the frontmost
d

“®=  Monster.

ALY
( { " . The frontmost Monster of that color
P activates.

{:\\\ (r\ ; 'r‘_.\ Monsters of that color spawn: one
\(e, \ ’\_ , monster for each active Monster
- -’ -/’

Portal of that color is spawned.

. »

2 <

When a Monster is activated, resolve its activation according to its

MONSTER ACTIVATION

Monster card. Monster activation is always resolved in relation to the
Car (&==) next to which it stands. Monsters can react in one of two
ways depending on whether there are any Passengers (&) in that Car:

a. Ifthere are any Passengers in that Car, the Monster will attack,
harming the Passengers and Investigators. The effects differ for

each Monster species (color).
<

Note: Monsters attack Passengers using universal order.
You can find this on the back of the Passenger cards or on

the Vampire board.
$4

b. If there are no Passengers in that Car, the Monster will move
2 Cars forward toward the Locomotive. This effect is the same for

every species (color).

Note: Monsters in the Pursuit are never activated.

All Red Monsters are activated (2 in this example), as well as
1 Green Monster (the frontmost one).

The Red Monster uses its attack ability since it is by the Car with
Passengers. Because the Green Monster is by a car with no
Passengers, it uses its move ability.
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The Monster Portal icon shows which color of Monster will spawn.

The fourth Monster Event is a bit different and

Count the active Monster Portals of that color (those with any Essence . !
does not activate or spawn any Monsters like

(®) on them—tokens or printed). Then take that many Monsters of that

the spaces described earlier. Instead, when you
color from the pool and place them one by one by each Car, starting .
| resolve this token, you must move all Monsters
from the last Car of the Orient Express.

forward by 1 Car. You should start moving them

* from the frontmost Monster (the one closest to the

Note: Some Portals have Monster icons in more than one color. Locomotive).
Those Portals count as a Monster Portal for each of those colors.

¢

If there are not enough Monsters of the color indicated by the icon in the
pool, take Monsters from the next color in order. The order of Monster

colors is indicated by the Starting Landscape Monster Portal.

If you have to place a Monster in the Locomotive, treat that Monster as
if it reached the Locomotive by moving there (this is described in detail

in the Monster Unleashed section).

In this example, by resolving the fourth spot on the Event board,

all Monsters move forward by 1 Car.

If the Monster pool is empty (i.e., all the Monsters have

-y -

been placed on the Train or are in Pursuit), the game ‘ MONSTER UNLEASHED ‘ » .
ends immediately in failure. -%
When Monsters move (either as a result of their activation or by resolving !
the token that moves all Monsters forward by 1 Car), they can reach the ,‘ .

Locomotive. If any Monster reaches the Locomotive, immediately draw AL
a card from the Monster Unleashed deck and resolve it. This card will
always send that Monster to the Pursuit and introduce some unpleasant
effects for the players. Afterward, discard the card by placing it at the
bottom of the Monster Unleashed deck. Resolve this effect separately for 4
each Monster that reaches the Locomotive. '

y

9 THE PURSUIT Q

b

The very last step in resolving the Event board is to take all Monsters
from the Pursuit area and place them next to the last Car.

The Pursuit area is located at the bottom of the Event board and is where

all stunned Monsters are placed.

Three new Green Monsters should be spawned from the pool.

Since there are only 2 Green Monsters left, a Red Monster will be /—’ﬂ‘\/— i
placed as a replacement. They are placed in the 1st, 2nd, and 3rd i
rearmost Cars of the Train ( first the Green ones, then the Red ‘\,
replacement). l
* b

Note: There is no limit to the number of Monsters that can
be adjacent to a single Car. )

After resolving the Events, all 4 Monsters in the Pursuit are
by the rearmost Car.

o 4399
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p—< TRAIN MOVEMENT R

After drawing an Event token and possibly resolving the Event board, move
the Train (ﬁ) forward 1 (no matter the Speed) on the Train route. This
represents the passage of time during the game. Sometimes, the Train will

move additional spaces due to specific Event tokens.

Your goal is to survive until the Train reaches the end of the route.
Then, the dream ends, and you must correctly identify all Suspects (2 )
in order to win the game.

SR
p < LANDSCAPES <4

Landscapes are fragments of the Dreamlands through which the Train
is traveling. There are 3 sizes: large (5 train tracks), medium (4 train
tracks), and small (3 train tracks). After you move the Train, it may enter
a new Landscape (this happens when any part of the Train overlaps
a new Landscape tile). In that case, immediately flip the Landscape tile.
Depending on its type, either resolve its "On Reveal" effect or place Essence
(@) on the Portal () located there.

There are 2 types of Landscapes in the game: those with Portals and those

with an "On Reveal" effect.

If a Landscape has an "On Reveal" effect, it is triggered only once during

ON REVEAL

the game—when the Train enters the Landscape and the tile is revealed.

When that happens, immediately resolve the effect of the newly revealed
Landscape.

95> any &>

Some Landscapes are CITY Landscapes. You can recognize them by this

icon . This distinction is important for some game effects.

PORTALS

2 <

Most Landscapes have 1 or 2 Portals on them. These Portals come in one
of two types:

N >

MONSTER PORTALS—allow INSCRIPTION PORTALS—affect the Orient
Monster to spawn. Express and the people on board.

When you reveal a Landscape with Portals, you must place Essence from
the pool onto them. First, place the amount of Essence indicated on each
Portal. Then, count the number of Insane Passengers (@) on the entire
Orient Express. For each of them, take 1 additional Essence from the pool
and place it on the Portals of the newly revealed Landscape. Try to
distribute this additional Essence evenly between the Portals on that
Landscape. If an even distribution is not possible, prioritize placing
Essence on the frontmost Portals.

The player draws a "Train Moves" Fast Event token, so the Train
moves once but has not yet entered the new Landscape. The next
drawn token is a "Lucky" Slow Event token, so nothing happens,
but as the last step of the turn, the player must move the Train once
more. This time, the Train enters the space under the new Land-
scape, which must be revealed immediately. The revealed Landscape
has 2 Portals that require Essence. Place Essence tokens on each
as indicated. Then, add 1 additional Essence to the Portals on that
Landscape for each Insane Passenger on the Orient Express. There
are 3 Insane Passengers, so 3 Essence tokens must be added to those
2 Portals as evenly as possible. When this is impossible, as in this

case, additional Essence goes to the rightmost Portal. So the player
places 2 Essence on the right Portal and 1 on the left. In the end, there
are 3 Essence tokens on each Portal of this Landscape.

If the Essence pool is empty (i.e., all Essence has
been placed on Portals or banished), the game ends
immediately in failure.
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Block tokens are mechanical indicators that prevent effects from

BLOCK TOKENS

triggering. When an Investigator ability or other game mechanism

instructs you to place a Block token, place it on the indicated area.

Each Block token is double-sided.

The x1 side cancels the next activation of
the effect where the token is placed. After
this happens, remove that Block token. If
there are multiple tokens, remove only one.

The « side indicates that the area where the
token is placed will remain inactive and/or

will not trigger for the rest of the game.

When placing a Block token on a Portal, place it on the effect, not the
Essence area. A Block token does not block the Essence aspect of the

Landscape—only its effect or summoning mechanics.

Essence can still be discarded or added to the Portals, since Block tokens
only affect the effect.

FUTURE IMPERFECT

MOVING THE TRAIN

ST
p o MOVING THE TRAIN AND ITS SPEED ‘&

Regardless of the Train Speed you always move the Train by 1 space—
either at the end of each turn or when a player draws a "Train Moves"
Fast Event token ({3<@8). However, the speed influences how quickly
you reach the end of the Train route by increasing the number of "Train
Moves" Fast Event tokens in the Event bag. Each time you raise the Train
Speed, add one such token to the Event bag.

There are 2 of these tokens in the bag at the start of the game, and
you can add up to 2 more during the game. You cannot raise the Train
Speed more than twice—there are only 2 additional tokens available as
areminder of that limit.

= =

After the Train moves, and you resolve any newly revealed Landscapes if

END OF THE TURN

necessary, then the next player takes their turn.
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SRR
p— NARRATIVE CARDS ‘e

Narrative cards introduce small story arcs to the game. They are triggered
in different ways. When the game asks you to read one of them, they will
introduce a short description of what happened and how it affects the

gameplay. There are a couple of different types of these cards.
*

Note: All Narrative cards (except the Blood-Red Fez)
have multiple copies with the same back. Each of these
cards contains a different Story on the front, so you

should not look at their fronts before choosing which
one will be used in a particular game.
*

O QUEST CARDS &>

These cards are connected to the Desire Clue tokens (). When you
reveal the first Desire Clue of any Suspect (B) place the corresponding

Quest card face up (showing the requirements side) under that Suspect's
board. There is an exclamation icon (!) on Desire Clue tokens to remind
you. Once you fulfill the Quest, reveal all Clues () for that Suspect and

read the appropriate Story on the other side of the Quest card.
B More on fulfilling the Quest on page 29.

95> FEATURE CARDS &>

These cards are linked to some of the Feature Clue tokens (&)). When

a Suspect in your Car has a Feature Clue with the question mark icon (?),

you can Ask them about the Item they are carrying. If you do, find the

corresponding card and read what happens.
®

Note: Feature cards are never bad for the players, so it is
always worth asking about them if you have enough time.

S &>

These cards have numbers on them, and other cards may direct you to

STORY CARDS

one of these numbers.

<= BLOOD-RED FEZ AND FEZ COUNCIL CARDS &~ >

These cards are connected to the Blood-Red Fez story arc. When you
reveal the Blood-Red Fez Feature Clue token (), you will see
a small Event token icon in the right corner. This means you should
place the "Blood-Red Fez" Slow Event token (@) into the Event bag.

When that token is drawn, read the Blood-Red Fez card (there is only
one copy). It instructs every player to draw a random Fez Council card.
Then, the players collectively decide what to do with the Blood-Red Fez

and its owner by choosing one of the Fez Council cards.

ST
p < GAME END-WINNING Y

When the Train (Eﬁ) arrives at its destination (the front of the Train

mini reaches track #0), the game ends immediately.

The Investigators (@) must then unanimously decide whether they

believe each Suspect is a Cultist or not.

Use the special Cultist/not Cultist tokens to mark the Suspects
accordingly.

After all Suspects have been marked as Cultist or not Cultist, reveal all

their Clues and check if your accusations were correct.

If all Suspects have been identified correctly, the Investigators win the

game!

T
‘0 GAME END-LOSING 0‘

The game can be lost in many ways, even before the Train reaches its
destination.

(2 &

If an Investigator loses their last point of Sanity (), they lose their
mind and the players lose the game.

¢ DEAD INVESTIGATOR &>

If an Investigator’s Health (&) drops to the skull icon (@) on the Health

track, they die and the players lose.

If the Coffin pool is empty (all Coffins have been banished or placed on
Dead Passengers (©9)), the players lose.

(2 &

If the Essence pool is empty (all Essence tokens (@) have been placed or
banished), the players lose.

¢ TOO MANY MONSTERS &>

If the Monster pool is empty (all Monsters (€®) have been placed on the

Train or are in the Pursuit), the players lose.

If any endgame identification is incorrect—whether Cultist or not

INSANE INVESTIGATOR

TOO MANY DEAD PASSENGERS

T0O MUCH ESSENCE

WRONG CULTIST IDENTIFICATION

Cultist—the players lose.

0‘42’0
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) CHANGING DIFFICULTY

- { &
p - GAME DIFFICULTY < Q

> "THERE IS STILLTIME" EVENTTOKEN << >

You can adjust the difficulty level by adding or

S SETUP-STARTING PASSENGERS o900
BASIC

removing the "There is still time" Slow Event } - RS ¢ ¢
token (Q) during setup. i B russevear B vV

|

{ B roussencoer v Yvig ¥

i & R TOYEY |vTTeEe
<>% PLAYING SOLO @ s D FOURGON P‘.QU+W P‘:, P‘:, + g ; ..
BD sovausy L) L I

oS &9 ks
4 Investigators and manage them yourself over the course of the game. L D Rl vee

There are no rule changes for solo play. Simply take control of 2 to

Although it might be tempting, we do not recommend playing with one ’
Passenger setup at the beginning of the game also can be used to

Investigator only. Imaginary friends can also be fun! ; f K 1
adjust difficulty by ¢hoosing the harder option.

95 EASY DIFFICULTY &>

Add 1 "There is still time" Slow Event token to the initial Event bag.

= NORMAL DIFFICULTY &>

Add 1 "There is still time" Slow Event token to the discard on the Event
board.

95 PROPER DIFFICULTY <€—<> 1

Do not change the setup. This is the designers’ recommended mode of

play for experienced players.

<> BEYOND PROPER DIFFICULTY

Before starting the game, resolve the Ritual Escalation effect, but place '
the ) on the discard. i

How many times can you do this and still win?

.. e P
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b 17
ACTION MARKERS, 20-21, 27
ARTIFACT - SEE ITEM
ASK ABOUT, 29
ATTRIBUTE, 12
BANISH, 17
BASICACTION, 2
BLOCK TOKEN, &I
BLOOD-RED FEZ, 42
CLUE, 24
EVENT TOKEN, 48
FEZ COUNCIL, 42
(AR, 19
ACTION, 28
OVERCROWDED, 28
CURTAINS, 24
(LUE, 22
TICKET, 22
DESIRE, 22
FEATURE, 22
MYSTIC, 22
REVEALING, 23-24
COFFIN, 37
CONVERSATION TOKEN, 22
CULTIST IDENTIFICATION, 24
DIFFICULTY, 43
DISCARD, I7
ESSENCE, 26
DISCARD, 26
PLACE, 40
EVENT BOARD, 33
EMPTY SPACE, 38
INSCRIPTION PORTAL, 34
MONSTERS, 38-39
MONSTERS PORTALS, 38
PASSENGER REACTION, 37
PURSUIT, 39
RESOLVING, 33
RITUAL, 36
VAMPIRE, 35
EVENT TOKENS, 32
DETAILED LIST, 48
DISCARD, 33
RESOLUTION, 33
RE-DRAW, 32
EXPERIENCE, 27
FAVOR, 29
FEZ > SEE BLOOD-RED FEZ

INDEX

GATHER, 26
GRIMOIRE, 3]
HEALTH, I8
INVESTIGATOR, 18
ITEM, 30
FULFILL A QUEST, 29
KILL, 25
LANDSCAPE, 40
SMALL, MEDIUM, LARGE, 40
(ITY, NON-CITY, 40
CURRENT, 26
ON REVEAL, 40
PAST, 26
REVEALING, 40
ENTERING NEW, 40
LOCOMOTIVE, 19
(AR ACTION, 28
MONSTERS REACHING (UNLEASHED), 39
LOSING, 42
MAIN ACTION, 2
MONSTER, 38-39
ATTACK, 38
MOVE, 38-39
SPAWN, 39
UNLEASHED, REACHING LOCOMOTIVE, 39
MOVE, 28
NARRATIVE CARDS, 42
OCCULT TOKEN, 3l
ORIENT EXPRESS, 19
PASSENGER, 37
C(HANGING STATUS, 26
DEAD, 35
REACTION CARDS, 37
PLAYER TURN, 20
PLAYING SOLO, 43
PORTAL, 33
MONSTER, 33
INSCRIPTION, 34
ACTIVE, INACTIVE, 26
PURSUIT, 39
PUSH, 25
REST, 27
RITUAL, 36
RESOLUTION (INCANTATION EVENT TOKEN), 36
RESOLUTION (RITUAL EVENT TOKEN), 36
ESCALATION, 36
SHEET, 33
APPENDIX WITH DETAILS, 46
RITUAL TOKEN - SEE RITUAL

QUEST, 42
NARRATIVE CARDS, 42
FULFILL, 29

SANITY, 18

SEND, 26

SETUP, 8-I5

SEQUENCE OF PLAY, 20-2I

SKILLS, 18
INVESTIGATOR, 18
LEARN NEW, 27
UPGRADE, 27
GENERAL, 18

SPELLS, 30
UNSTABLE, 3|

STAMINA, 18
RESTORING, 27

STUN, 25

SUSPECT, 29
ASK ABOUT, 29
FAVOR, 29
QUEST, 42
CULTIST, NOT CULTIST, 24

SUSPECT, 29
ASK ABOUT, 29
FAVOR, 29
QUEST, 42
CULTIST, NOT CULTIST, 24

TALK, 22-24
SUCCESS, 23
FAILURE, 23
PREPARE, 22
CONVERSE, 22
RESOLUTION, 23

TOME > SEE ITEM

TRAIN, 40-4l
MOVEMENT, 40
SPEED, 4l
SPEED CHANGE, 28

TURN ORDER, 5

UNSTABLE STATUS, 3|

VAMPIRE, 35
PREY, 35
MOVE, 35
STRENGTHTILE, 35

WINNING, 42
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p— RITUALS ‘e

There are 5 Rituals in the game, each offering a unique challenge and

shifting what players should prioritize to win. One side of the Ritual sheet
features a short narrative to give context for the scenario and includes
setup information: How many Ritual tokens to place (usually 2, though
this may vary in expansions), how much Essence goes into the pool and
on the Starting Landscape Portal (always place it on a Portal without
a printed Essence icon), and sometimes additional setup instructions.

Three Rituals introduce new components:
» Black Magic adds Incantation cards.
« Pestilence and Plague adds Illness markers.
« Fade to Black adds Fade and Witness Tampering tokens.

The other side of the Ritual sheet contains the rules used during
gameplay. Most are straightforward, though some Rituals may include

more complex effects that require closer attention or additional

&

Playing with this Ritual makes revealing

Clues much harder. Each time an

explanation. We explain these below.

FADE TO BLACK

' Incantation is resolved, you place Fade
tokens on one Suspect’s Clues. When
youtrytorevealaCluewithaFadetoken,
you must discard the token instead of
revealing the Clue. Witness Tampering
tokens determine which Suspect and
which of their Clues get Fade tokens. At
the start of each Incantation resolution,
take the topmost Witness Tampering
token from the stack (which is face up)
and move it to the left side of the stack

(on top of any existing token there).

The left token tells you which Suspect is affected (this was already visible
before you moved it).

The right token tells you which Clues of that Suspect receive Fade tokens,
in the shown order.

> APPENDIX |-RITUALS RO ¢ >

> msTunNeANPLGE &<

Tllness

This  Ritual

markers, which are placed on

introduces

Passengers by putting them directly
on top of their die. Passengers with
an Illness marker are considered Il1.
There are two special passive rules
for Tl Passengers (found between
the Incantation token and the Ritual
Escalation section on the Ritual
sheet):

Il Passengers are one step from
death—if an Il Passenger’s status
changes to Wounded, Panicked,

Insane, or Angry, that Passenger dies
instead.

Healing Illness is difficult—if you try to change an Ill Passenger’s status to
Calm or Happy, you do not change their status. Instead, simply remove the

<

Incantation of this Ritual may be
a little confusing. It starts with
"Reveal any 1 Desire Clue’, which

Illness marker.

<

FOR WHOM THE BELL TOLLS

is the only part where resolving an
"Incantation’ Event token gives you
any benefit—but this is how it works,
and players decide which Desire

Clue they want to reveal.

The second part is not so nice for
the Investigators. Here, depending
on the number of Ritual tokens on
the Ritual, you have to resolve that
many effects, starting from the first

one and moving down the list. For
example, if there are 5 Ritual tokens
on the Ritual, it means you must resolve effects numbered 1 to 5—each

of them once and in order, starting from number "1" at the top of the list.
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p < FAST TOKENS Y p© SLOW TOKENS

When you draw a Fast Event token (@), resolve it, place it on the When you draw a Slow Event token (©), resolve it, place it on the
discard pile of the Event board, and draw another Event token (".") discard pile of the Event board, and do not draw another Event token

from the Event bag. from the Event bag.

"INCANTATION" FAST EVENT TOKEN "INCANTATION" SLOW EVENT TOKEN

Resolve the text next to this icon on the
Ritual sheet.

Resolve the text next to this icon on the
Ritual sheet.

B Page 36 for details on Incantation. > Page 36 for details on Incantation.

" " J
TRAIN MOVES” FAST EVENT TOKEN "BLOOD-RED FEZ" SLOW EVENT TOKEN

Move the Train 1 space forward (the Train
Speed does not affect this)

Read the indicated effect from Fez Feature
or Fez Council card.

B Page 41 for details on Moving the Train. ® Page 42 for details on Blood-Red Fez.

"OccuLt” FAST EVENT TOKEN

Gain 1 Occult ®. LucKY" SLOW EVENT TOKEN

B Page 31 for details on Occult tokens. You are lucky—nothing happens!

"FAVOR" FAST EVENT TOKEN "THERE IS STILL TIME" SLOW EVENT

TOKEN
Gain a k7 with any [ in the Orient

Express. The Train does not move in the last step of

this turn. Immediately start the turn of the

® Page 29 for details on Favor. next player.

This is a difficulty-based token that is used

only in easier settings.

"GRIMOIRE" FAST EVENT TOKEN

Move all = tokens from Spells to the B Dage 43 for details on game difficulty.

bottom part of the Grimoire. Afterward,

banish 1 @ for each Sanity token there.

B Page 31 for details on Grimoire.

Note: If the last token you draw from the Event bag is
a Fast Event token, after resolving it you still have to draw
another token. Place all tokens from the discard to the
Event bag (including the just-drawn token), and then draw
another token.
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(®—INVESTIGATOR

(@)— UNSTABLE INVESTIGATOR
L551—SUSPECT'S FAVOR

L3 —INACTIVE SUSPECT'S FAVOR
.Qb‘—STAMINA

%@ —HEALTH

Q_—SANITY

N —ACTION MARKER

W —REST ACTION MARKER
(V)—EXPERIENCE
@—SPECIALTY SKILL
@—FIRST LEVEL SKILL
@—SECOND LEVEL SKILL

@—ITEM

@—ARTIFACT
L\ —Tome
(®—0CCULT TOKEN
(9)—Any CLUE TOKEN
) —MysTic CLUE TOKEN
() —T1CcKET CLUE TOKEN
(©)—DESIRE CLUE TOKEN
(©)—FEATURE CLUE TOKEN
FFR—LOCOMOTIVE
R —Car
I Y- 0OpeN CurTaNs
B Crosep Currains
I Y>> 0rEN/CLOSE CURTAINS
» / «——-MOVE RIGHT, MOVE LEFT

€2 —RITUAL TOKEN

&) —VamPIRE

: ‘—VAMPIRE FEAST
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¢ 2 I APPENDIX 3-ICON REFERENCE &

TV

v

$8—PERMANENT BLOCK MARKER
§8—TEMPORARY BLOCK MARKER
{_)—ANY PORTAL
{€)—MONSTER PORTAL
{®)/ &) | @ —RED, GREEN, BLUE MONSTER PORTAL
{E)—INSCRIPTION PORTAL
(@ —ESSENCE TOKEN
€0 — ANy MonsTER
A / ® / @—ReD, GREEN, BLUE MONSTER
@ —ALL MONSTER
@) | & | [@—ALL RED, GREEN, BLUE MONSTERS
FJ—Any PaSSENGER
) —WOUNDED PASSENGER
—PANICKED PASSENGER
& —INsANE PASSENGER
—CALM PASSENGER
& —Harry PASSENGER
& —ANGRY PASSENGER
@ —DEAD PASSENGER
o> —TURN INTO
@ A~y CONVERSATION TOKEN
() —REWARD CONVERSATION TOKEN
(© —PENALTY CONVERSATION TOKEN
O—HORIZONTAL CONVERSATION TOKEN
—ANY EVENT TOKEN
{3 —REGULAR EVENT TOKEN
{)—FasT EVENT TOKEN

©—SLoW EVENT TOKEN

SPECIFIC TOKEN ICONS:



