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Whenever an investigator, maniac, or 

cultist is killed, the keeper may place a 

corpse marker in the space. Pay 1 threat 

for each such marker unless it was an 

investigator who was killed. 
 

Action:  Once per turn, you may replace a corpse 
marker in any room with a Zombie or if the 
marker is in the Exhibition Hall you may replace 
it with a Mummy (but only if no Mummy figure is 
in play). 

The damage of attacks on all Mummies 

is reduced by 2 (to a minimum of 1) with 

the exception of damage from fire, the 

lantern, spells and sharp melee weapon 

attacks.  Fire and the Lantern do 2 extra 

damage. 
 

Action:  Once per turn, select a named 
Mummy;  remove a corpse marker  in the 
Mummy’s  space  in order to add 3 to the health 
of the Mummy. 

This side up if Objective 1B or 1C has 
been revealed. 
 
Action:  Once per turn,  
either move this card 1 space  
or an investigator in the same or 
adjacent space as this card tests Lore. 
 
Fail: Lose 1 sanity. 
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This side up if Objective 1B or 1C has 
NOT been revealed. 
 
Action:  Once per turn, an investigator 
in the same or adjacent space as this 
card tests Lore. 
 
Fail: Lose 1 sanity. 
 


