
Q: What is the difference between Insight and 
Insight Tokens? 
 

Q: What does “At X Speed, before Hunter’s Attack” 
mean when it appears on enemy Abilities?

A: Enemy Abilities trigger immediately when they are revealed 
(eg. when the Ability card is flipped from the Enemy Action 
Deck) unless they specifically list a speed. “At X Speed” means 
the Ability is only resolving at the listed Speed, meaning that 
if the enemy is slain by a faster Attack, the Ability will not 
resolve. The “… before Hunter’s Attack” wording on such 
Abilities is specifically addressing the case of both the Hunter’s 
Attack and the Ability being the same Speed, denoting that 
in such an event the Ability will resolve before the Hunter’s 
Attack (where-as, by usual rules, they would be simultaneous).

Q: If I use a card to “Dodge”, do any other effects 
listed on that card also trigger?

A: Effects listed on Stat Cards happen any time they are placed 
into an Attack Slot regardless if this is from being utilized as an 
Attack or when Dodging; “Dodge” is just another keyword on 
the card (just like Stagger or Heal). It does not cause any other 
keywords to be excluded from triggering.

Q: If Chapter Set-Up calls for “Random, Unused 
tiles” are these in addition to the random tiles used 
to generate the Tile Deck, or are they taken from 
those tiles?

A: If a Chapter calls for additional set-up using “Random, 
Unused tiles” these tiles are not included in the number 
listed under Set-Up. Example: Chapter 2 of the Long Hunt 
calls for specific tiles to be placed prior to set-up, separated by 
“2 random, unused tiles” and also instructs to generate the 
Tile Deck with  x2 Random Tiles. The 2 tiles taken during  
Set-Up do not count towards the  x2 Random Tiles.
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Insight is represented by the white cards (which 
usually list Rewards as well) revealed once an 
Insight/Hunt Mission has been completed.

Q: Can I use a card with the 
“Dodge” keyword to initiate an 
Attack?

A: Yes. Dodge is just a keyword on a 
Stat Card designating that the card 
can be used during the “Dodge” step 
of Combat. It does not limit it to only 
being used during that step.

Q: Are effects on Stat Cards 
optional or must they be used?

A: If the effect can be completed (such 
as Heal 1) then it must be used when the 
card is played. Note that being unable 
to perform the effect (such as trying to 
Heal while at full HP) does not exclude 
the card from being able to be used.

G E N E R A L

F A Q

A: Insight Tokens are generic tokens used for a 
multitude of things in the game (such as tracking 
completion of Missions or marking a place 
on the map). They are not related to gained 
Insight, which is the reward for completing  
Insight Missions (which are usually required to 
win the game).



Q: When do the effects of Stat Cards trigger?

A: All effects of Stat Cards trigger immediately when they 
are placed into an Attack Slot (Such as Heal 1, Draw 1, Clear 
Slot, etc) unless specifically stated otherwise (Such as Effects 
Linked to Attacks, eg. Stagger). 

Q: If a tile is placed as part of Chapter Set-Up, is it 
populated with Enemies/Consumables?

A: Yes.

Are Named Tiles to be included when Chapter Set-Up 
calls for “Random Tiles”?

A: Yes.

Q: During an Attack, an effect moves either the 
Hunter or the Enemy out of the space before the 
opponent’s Attack has resolved, what happens? 
(Example, an Enemy Attack moves it 2 spaces away at 

, while the Hunter’s Attack is resolving at  ).

A: The opposing Attack will not affect the Enemy/Hunter, as 
they are no longer in that space. Note, however, the Attack  
still takes place, which is relevant for any effects that might 
trigger based off that Attack (Such as the Rally Upgrade card, 
which Heals 2 after Attacking).

Q: I have an effect that Heals after an Attack, but 
the Enemy deals me enough damage to slay me. Do 
I get to Heal?

A: No. You Died.

Q: Is there a limit to how many times the Hunt Track 
can advance each Round?

A: No. The Hunt Track advances 1 space at the Start of Each 
Round and 1 space each time any Hunter Goes to the Dream 
(regardless of why). This means that hypothetically in a game 
with 4 Hunters, the Hunt Track could advance 5 times in one 
Round: Once at the Start and 4 additional times should all 4 
Hunters decide/are forced to Go to the Dream.

Q: If during a Combat a Boss is dealt enough damage 
to transition to Phase 2, but hadn’t yet resolved its 
Attack (such as it having a  Attack, and the Attack 
that caused the transition being  ) what happens?

A: The Phase 1 Attack will still be resolved. All subsequent 
draws will be from the Phase 2 Deck.

Q: If a Mission spawns an Enemy-type outside the 
3 selected during Chapter Set-Up, in what order do 
those Enemies activate?

A: Additional Enemies activate after those listed on the Hunt 
Board. 

Q: A Mission spawns an Enemy that utilizes Insight 
Tokens: “Instead of being slain, remove 1 Insight 
token…” What happens if I reduce that enemy to 0 
HP before it has Attacked? Does it cancel the Attack?

A: No. The Mission rule states, “instead of being slain.” The 
Enemy is not slain for any gameplay purposes or triggers, nor is 
its Attack cancelled in any way.
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Follow-Up question: 
Q: How does this interact with the “Block” effect? 

A: “Block” is not an effect linked to attacking, nor does it 
list a speed. When an Attack/Ability (Yes, this includes 
when it appears on both Hunter and Enemy Attacks/
Abilities) they gain the effect immediately; Blocking is 
not reliant on the speed of the Attack or Ability.



STAT CARD: LEAPING: 
How does this card work?

This Stat Card can be used to initiate 
an Attack from up to 2 spaces away. 
The Hunter will move into the space 
with the Enemy then resolve the 
Attack as usual.

STAT CARD “EFFECT”: BLOCK: 
How does this effect work?

“Block” is not an effect linked to 
attacking, nor does it list a speed. 
When an Attack/Ability (Yes, this 
includes when it appears on both 
Hunter and Enemy Attacks/Abilities) 
they gain the effect immediately; 
Blocking is not reliant on the speed 
of the Attack or Ability.

HUNTER TOOL: 
BLOOD STONE SHARD: 
Does this take up a Hunter Tool 
Slot? Do I exhaust it?

Yes, this takes up one of your 2 
available Hunter Tool slots. No, this 
unique reward is never exhausted. Its 
effects are always active on the slot it 
is placed in.

HUNTER: SAW CLEAVER: 
“Attacks with Stagger deal +1 
Damage”. Must my attack successfully 
Stagger or is having the “Stagger” 
keyword enough?

The Attack only has to have the 
Stagger keyword. It does not need to 
actually Stagger the enemy to gain the 
+1 damage benefit.
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Q: If an Attack “targets all Hunters in this space”, 
what response can those Hunters do?

A: The initial Hunter’s Attack resolves as usual (assuming they 
Attacked). Other Hunters only have the option to Dodge, 
unless the Enemy Attack specifically states otherwise.

Q: Sometimes an enemy will have an Ability under 
“Basic” or “Special”. How are these resolved?

A: These are Abilities for all gameplay purposes (eg. They are 
not Attacks), meaning, for example, they cannot be affected by 
Stagger or the Hunter’s Pistol (which specifies a Basic Attack).

Specific cardS



errata

Attached to this document are corrected files for cards with errors and/or typos. Here is a list of the corrections:

CORE BOX

Growing Madness - Chapter 3 Setup:
Add “Graveyard” tile. Reduce Random tiles to (Max 5).

The Long Hunt - Card 20: 
Cleric Beast spawns on  space, not  .

Secrets of the Church - Card 18: 
Cleric Beast spawns on  space, not  .

CHALICE DUNGEON 

Setup Card: Add “Arena Gate” tile.

FORSAKEN CAINHURST CASTLE

Forsaken Legacy - Card 15: 
Reward Typo: “Caryll Rune: Executioner” should be “Caryll 
Rune: Corruption”.

Martyr’s Legacy - Chapter 2 Missions: 
Typo: “Statuary Hallway” should be “Statuary Hall”.

Martyr’s Legacy - Card 11: 
Typo: “Statuary Corridor” should be “Statuary Hall”.

FORBIDDEN WOODS

Dark Rites - Chapter 3 Setup: 
Missing Decrepit Shack tile. Reduce Random tiles to (Max 5)

Dark Rites - Card 46: 
Typo: “Decrepit House” should be “Decrepit Shack”.

Den of Vipers - Card 5: 
Reward Typo: “Caryll Rune: Blood Moon” should be “Caryll 
Rune: Moon”.

Den of Vipers - Card 10: 
Reward Typo: “Blunderbuss” should be “Hunter’s Blunderbuss”.

Den of Vipers - Card 34: 
Reward missing instruction to teleport any Hunters on the 
Iosefka’s Clinic tile to the Collapsed Tunnel space.

MERGO’S LOFT 

Birth of Madness – Card 33: 
Card text should be “Hunters may Interact while on any 
  space to Teleport to the Mergo’s Loft “Lamp” space, or 
Teleport from this space to any other  space.

BYRGENWERTH 

The Eldritch Truth - Card 20: 
Revision indicating Garden of Eyes cannot leave its space.

The Eldritch Truth - Card 25: 
This should refer to Garden of Eyes and Oedon’s Chapel.
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From
 deep in the district, 

a piercing screech rends the night air. 
T

his is not the fam
iliar roar of 

a Scourge Beast. W
ith a loud crash, 

a m
onstrous figure lands upon 
our corpse-laden trap.

W
hen the C

leric B
east enters Phase 2: 

Reveal cards 21 and 22.

Surround the G
raveyard tile 

w
ith Fog G

ates. 
Spaw

n the C
leric Beast on its 

 space. 
It respaw

ns to this space on 
.

H
U
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G
ain 1 Insight by slaying the C

leric B
east: 

Reveal cards 19 and 20.

Surround T
he G

reat B
ridge tile w

ith 
Fog G

ates. Spaw
n the C

leric Beast (Phase 2) 
on its 

 space. 
It respaw

ns to that space on 
. 
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Re-entering The G
reat Bridge, you find it

littered w
ith bodies–a mixture of tow

nsfolk,
infected, and the servants of the C

hurch. Perhaps 
somew

here in this tangle of bodies you can find 
the emblem you seek. Just as you reach the center 

of the bridge, a loud screech is heard as a vast 
shadow

 descends upon the bridge, crashing dow
n 

to reveal a massive C
leric Beast.
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Select 3 random
 E

nem
ies.

1 B
oss is random

ly selected and
spaw

ned once the A
rena is entered.
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A
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R
andom

ly draw
 up to 3 C

halice R
ites

and apply their effects.

H
unters m

ay exchange B
lood D

regs 
for the follow

ing (each rew
ard or 

firearm
 m

ay be selected only once):

1 D
reg: 

R
ing of B

etrothal 
Evelyn Firearm

 
Executioner’s G

loves

2 D
regs:

Tear B
lood G

em
C

annon Firearm
Q

ueenly Flesh (If A
nnalise w

as slain)

4 D
regs:

B
lood Stone C

hunk
C

aryll R
une: C

orruption
C
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une: R
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Start of the H
unt:

Reveal card 1

End a m
ove on the R

ooftop tile: 
Reveal card 5

End a m
ove on the Em

pty 
C

orridor tile: Reveal card 8

End a m
ove on the Statuary 

H
all tile: Reveal card 11
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W
hen H

unters Interact on 
 spaces, 

they also gain 1 Insight token (Statue 
Piece). H

unters ending a m
ove 

on the Statuary H
all tile place 

their held tokens on this card.

C
om

plete this M
ission w

hen 
 +1 tokens have been placed 

on this card: Reveal card 12.

A
long the w

all you notice som
ething am

iss
about the row

 of statues. W
hile all seem

 
dam

aged, som
e of these m

issing pieces 
seem

 intentional–not lost due to decay or age.
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Returning, you find the H
unter from

 before
standing before you, readying their w

eapon
and gear. “Fully recovered.” H

e says w
ith 

a sm
irk. “N

ow
, I have a task to com

plete,
 if you’re w

illing to assist.”

G
ain 1 Survivor token. T

he token 
returns to the C

ollapsed Tunnel space 
if the H

unter teleports or goes to 
the D

ream
.W

hile carrying the token, 
the H

unter deals +1 
 w

ith all A
ttacks.

C
om

plete this M
ission by Interacting 

on the D
ecrepit Shack space w

ith
 the Survivor token: Reveal card 47.
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The creature falls, dissipating 
into a dark pool before vanishing. 

If there w
as any doubt strange things

 are afoot, it is now
 gone.

D
istribute 1 B

lood Echo 
and the C

aryll R
une: 

M
oon rew

ard 
am

ong the H
unters.

N
ow

 that the boar has been dealt w
ith you

 inspect the corpse before you. Just as you thought, 
it is indeed a H

unter. O
n him, you find 

numerous items, most interesting being w
hat 

appears to be part of a crudely draw
n map,

 as w
ell as an unknow

n Blood Vial.

D
istribute the Iosefka’s 

B
lood V

ial rew
ard and 

the H
unter B

lunderbuss 
firearm

 am
ong the H

unters.
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As the figure falls, the world around you goes black. 
Snapping out of it, you find yourself standing back 

in the w
oods before the collapsed remains of 

the cave. You don’t know
 how, but you indeed know

 
w

here it would lead... O
nce you return to Yharnam, 

you know
 of another task awaiting you.

Teleport any H
unters on the 

Iosefka’s C
linic tile to the 

C
ollapsed Tunnel space. 

D
istribute the A

 C
all B

eyond 
rew

ard and the R
osm

arinus 
firearm

 am
ong the H

unters.
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Take and place 
the M

ergo’s Loft tile w
ithin 

reach of all players.

H
unters m

ay Interact w
hile 

on any 
 space to Teleport to 

the M
ergo’s Loft 

 space, or 
Teleport from

 this space to any 
other 

 space.
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Spaw
n 1 G

arden of Eyes 
on the B

yrgenw
erth space. 

It is not rem
oved on 

. 
Place 1 Insight token on this card. 

W
hen the G

arden of Eyes 
w

ould be slain, instead, 
rem

ove the token and 
H

eal all 
 from

 it.
T

he token is returned on 
.

Each tim
e a H

unter w
ould 

perform
 an action w

hile 
in its space, they m

ust first 
draw

 a M
adness card.
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Each tim
e you slay a G

arden of Eyes, 
gain 1 C

orpse token. H
unters m

ay discard 
their held tokens w

hile on the O
edon’s 

C
hapel tile, placing them

 on this card.

C
om

plete this M
ission w

hen this card 
has 

 +2 C
orpse tokens on it: 

Reveal card 26.

“You... You seek the sam
e as I do... To line your 

brain w
ith eyes... H

eh heh, to ascend beyond 
this form

. For that, w
e require eyes. Yes, 

w
e m

ust line our brains w
ith eyes. Eyes to see. 

Eyes to com
prehend the truth. Bring m

e eyes!”
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