
I lived with my father after mother left. My father was nice, gave 
me nice things. Then scary men arrived. My father, in a panic, 
pushed me down into a way-too-small box. I heard my bones 
snap, but I dared not scream. I heard angry voices and then… 

father never came back. I was left alone. 

This was a long time ago. And I’m not alone all the time anymore. 
Sometimes, people come to play. I like to play hide and seek. 

And when I tire of that, I eat.
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overview

components

This is a horror hide-and-seek game. One player plays the “Hako Onna” (the 
Woman in the Box), and the rest of the players are “Visitors”, who try to 
escape from the mansion - but if you accidentally stumble upon the Hako 
Onna, you’re dead. 

9 Room boards

1F & Entrance

4 Visitor Summaries
1 Hako Onna 

Summary

No. 1 - Close To You
During this movement, you may move to ANY room 
on the same fl oor.

close t
o you

No! She 
was in 

the other ro
om just

 

During this movement, 
you may move to ANY room 

on the same fl oor.

a secon
d ago? 

How di
d she g

et here!?

No. 1

26

i want her

I Felt somet
hing tugging.

 

Use as an interrupt.  
Steal either a Visitor’s item or 

a random tile from the interrupted 
Visitor (may look at it after). Place 
the stolen item above your board. 
If something is already there, give 

that to the interrupted Visitor.

When I l
ooked 

at my ha
nd, I sa

w 

a whit
e hand

 grab 
my bag

.

No. 7

32

locked
 door

But this doo
r was o

pen jus
t now... 

You may not activate this power 
two turns in a row.

Put the Door Barrier on any door. 
It is unpassable for the Visitors. 

On your next turn, 
remove the barrier.

Why? Ple
ase! Pl

ease o
pen!

No. 3

28

false answers

What? There's 
something wr

ong. 

Passive eff ect:  
You may lie when giving answers 

from Visitor item eff ects 
(Dowsing Rod, Ouija Board). 

You do not need to reveal that 
this power is set when answering.

I wond
er if I

'm getting par
anoid.

No. 9

34

i'm behin
d you

I feel 
someon

e look
ing at

 me... 

Activates the moment Noise is made, 
as an interrupt. 

All Visitors in the same room 
as you die. 

If there are 8 unlocked powers, 
all Visitors in the same room 

as a Hakobito also die.
(Reveal the tile(s) to the Visitors then 

return them facedown.)

A cold b
reath on m

y neck.

No. 5

30

i will re
ach you

I just heard
 her up

stairs, a
nd 

During this movement, 
you may move twice.

now I d
on't hear 

a thing. H
urry u

p!

No. 2

27

my dear mary

The dol
l started spea

king an
d 

Use as an interrupt.
Give this to the Visitor who has Mary.  

That Visitor must avoid Making 
Noise twice per turn, and cannot 

discard or give Mary away.
If no one has Mary, nothing happens.

wouldn
't stop. I a

m Mary, I 
love y

ou

No. 8

33

moving 
things

The things i
n the roo

m move
 just 

This may not be your starting card.
Look at all the tiles in a room. 

You may move them to diff erent 
Shadows in the same room. 
You may fl ip any faceup tiles 

in that room facedown.

as if t
hey ha

ve life
. Am I dre

aming?

No. 4

29

the pho
ne rin

gs

BRRIIINGG! The pho
ne in t

he livi
ng 

This power can only be used once per game.
Use as an interrupt.  

Force all Visitors to only use the 
Move action on their turn to move 

towards the Living Room until 
someone reaches it.

Other interrupts may still be used.

room r
ings. St

range..
. The line

 was cu
t!

No. 10

35

open t
his

I am ca
lled... 

someon
e call

s... 

Use as an interrupt.  
The interrupted Visitor must, 

as their action, Peek at one 
of the Shadows in their room 
(faceup tiles can be Peeked).

I must... I mus
t open...

No. 6

31

time of de
spair

Put this card at the bottom 
of the deck, and then draw 
2 more cards to your hand. 

Keep them even if the relevant 
Diary tiles are not out yet.

HAKO ONNA RELEASED!
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No. 2 - I Will Reach You
During this movement, you may move twice.

No. 3 - Locked Door
You may not activate this power two turns in a row. 
Put the Door Barrier on any door. It is unpassable for 
the Visitors. On your next turn, remove the barrier.

No. 4 - Moving Things
This may not be your starting card. Look at all the tiles in 
a room. You may move them to diff erent Shadows in 
the same room. You may fl ip any faceup tiles in that 
room facedown.

No. 5 - I’m Behind You
Activates the moment Noise is made, as an interrupt. 
All Visitors in the same room as you die. If there are 
8 unlocked powers, all Visitors in the same room as 
a Hakobito also die. Reveal the tile(s) to the Visitors 
then return them facedown.

No. 6 - Open This
Use as an interrupt. The interrupted Visitor must, as 
their action, Peek at one of the Shadows in their 
room (faceup tiles can be Peeked).

No. 7 - I Want Her
Use as an interrupt. Steal either a Visitor’s item or 
a random tile from the interrupted Visitor (may 
look at it after). Place the stolen item above your 
board. If something is already there, give that to the 
interrupted Visitor.

No. 8 - My Dear Mary
Use as an interrupt. Give this to the Visitor who has 
Mary. That Visitor must avoid Making Noise twice 
per turn, and cannot discard or give Mary away. 
If no one has Mary, nothing happens.

No. 9 - False Answers
Passive eff ect: You may lie when giving answers from 
Visitor item eff ects (Dowsing Rod, Ouija Board). 
You do not need to reveal that this power is set 
when answering.

No. 10  - The Phone Rings
This power can only be used once per game. Use as an 
interrupt. Force all Visitors to only use the Move 
action on their turn to move towards the Living 
Room until someone reaches it. 
Other interrupts may still be used.

Time of Despair
Put this card at the bottom of the deck, and then 
draw 2 more cards to your hand. Keep them even if 
the relevant Diary tiles are not out yet.

hako onna powers

6 Noise cards
(numbered 0–5)

37 42

1 Noise Board

Safe boardHako Onna 
board

Players can choose to use Noise discs or cards.

6 Noise discs
(4 black and 2 red)

4 Visitor Pawns1 Door Barrier

58 Story tiles

24 Empty

1 Hako Onna 6 Combinations
(numbered 1-6)

10 Diary pages
(numbered 1-10)

10 Items: Bones, Secret Exit, Safe, Key Ring, Doll Mary, Fire Extinguisher, 
Strange Charm, Wooden Stake, Rusty Chain, Gasoline

4 Hakobito

3 Weaknesses: 
Wooden Stake, Rusty Chain, 

Gasoline
(red cross with item icon)

TILE EFFECTS WHEN REVEALED, PICKED UP, OR USED
When a tile is removed from the board, replace it with a facedown “Empty” tile.

Hako Onna, Hakobito: When peeked, reveal it, and that Visitor  
dies. Then fl ip the tile back facedown.

Diary tiles: When peeked, reveal it, and place it faceup onto 
the corresponding Diary card.

 Cannot be picked up. When a Visitor peeks at the 
Exit and has the Key Ring, reveal tile, and the Visitors win. If 
the Visitor does not have the Key Ring, keep tile facedown.

Combination numbers: When peeked, you may pick it up, placing 
it facedown in front of you, or leave it where it is, facedown. 
Collect these to deduce which other numbers will open the Safe. 

Cannot be picked up. When a Visitor peeks at the Safe 
tile they may attempt to guess the three number combination 
(order does not matter). If correct, reveal the tile and obtain 
the Key Ring. If wrong, keep tile facedown.

May be picked up but cannot be used. 
Bones: Cannot be picked up. When a Visitor peeks at the Bones 
tile and has the Doll Mary, reveal tile, and the Visitors win. If 
the Visitor does not have the Doll Mary, keep tile facedown.

Items – Wooden Stake, Rusty Chain, Gasoline: May be picked up. 
May be used by specifying a Shadow in the room you are in. 
When used on the Hako Onna, and the item is her weakness, 
she dies and the Visitors win.
When used on the Hako Onna, and the item was not her 
weakness, this item is put out of play and you die.
When used on anything other than the Hako Onna, this item and 
that tile are put out of play (and is not replaced by an “Empty”).

Weaknesses: May be picked up but cannot be used. 
Collect these to determine which item is the Hako Onna’s 
actual weakness.

 May be picked up. May be used by 
placing it on one of Hako Onna’s set powers. This item and that 
power are put out of play. Any eff ect of that power remains. 

May be picked up. May be used when 
any player Makes Noise to cancel the Hako Onna’s turn. The 
noise system is reset. When used, this item is put out of play. 
Using this will stop the “I’m Behind You” power from being 
activated: the card remains facedown in its set position. 

Hako Onna cannot
interrupt use 

of these items.

When used on the Hako Onna, and the item was not her 
weakness, this item is put out of play and you die.
When used on anything other than the Hako Onna, this item and 
that tile are put out of play (and is not replaced by an “Empty”).

placing it on one of Hako Onna’s set powers. This item and that 
power are put out of play. Any eff ect of that power remains. 

any player Makes Noise to cancel the Hako Onna’s turn. The 
noise system is reset. When used, this item is put out of play. 
Using this will stop the “I’m Behind You” power from being 
activated: the card remains facedown in its set position. 

cannotcannot

Exit and has the Key Ring, reveal tile, and the Visitors win. If 
the Visitor does not have the Key Ring, keep tile facedown.

Combination numbers: When peeked, you may pick it up, placing 
it facedown in front of you, or leave it where it is, facedown. 
Collect these to deduce which other numbers will open the Safe. 

tile they may attempt to guess the three number combination 
(order does not matter). If correct, reveal the tile and obtain 
the Key Ring. If wrong, keep tile facedown.

Bones:
tile and has the Doll Mary, reveal tile, and the Visitors win. If 
the Visitor does not have the Doll Mary, keep tile facedown.

TILE EFFECTS WHEN REVEALED, PICKED UP, OR USED
When a tile is removed from the board, replace it with a facedown “Empty” tile.

Hako Onna, Hakobito: When peeked, reveal it, and that Visitor  
dies. Then fl ip the tile back facedown.

Diary tiles: When peeked, reveal it, and place it faceup onto 
the corresponding Diary card.

Secret Exit: Cannot be picked up. When a Visitor peeks at the 
Exit and has the Key Ring, reveal tile, and the Visitors win. If 
the Visitor does not have the Key Ring, keep tile facedown.

Combination numbers: When peeked, you may pick it up, placing 
it facedown in front of you, or leave it where it is, facedown. 
Collect these to deduce which other numbers will open the Safe. 
Safe: Cannot be picked up. When a Visitor peeks at the Safe 
tile they may attempt to guess the three number combination 
(order does not matter). If correct, reveal the tile and obtain 
the Key Ring. If wrong, keep tile facedown.

Doll Mary: May be picked up but cannot be used. 
Bones: Cannot be picked up. When a Visitor peeks at the Bones 
tile and has the Doll Mary, reveal tile, and the Visitors win. If 
the Visitor does not have the Doll Mary, keep tile facedown.

When used on the Hako Onna, and the item was not her 
weakness, this item is put out of play and you die.
When used on anything other than the Hako Onna, this item and 
that tile are put out of play (and is not replaced by an “Empty”).

placing it on one of Hako Onna’s set powers. This item and that 
power are put out of play. Any eff ect of that power remains. 

any player Makes Noise to cancel the Hako Onna’s turn. The 
noise system is reset. When used, this item is put out of play. 
Using this will stop the “I’m Behind You” power from being 
activated: the card remains facedown in its set position. 

Items – Wooden Stake, Rusty Chain, Gasoline: May be picked up. 
May be used by specifying a Shadow in the room you are in. 
When used on the Hako Onna, and the item is her weakness, 
she dies and the Visitors win.
When used on the Hako Onna, and the item was not her 
weakness, this item is put out of play and you die.
When used on anything other than the Hako Onna, this item and 
that tile are put out of play (and is not replaced by an “Empty”).

Weaknesses: May be picked up but cannot be used. 
Collect these to determine which item is the Hako Onna’s 
actual weakness.

Item – Strange Charm: May be picked up. May be used by 
placing it on one of Hako Onna’s set powers. This item and that 
power are put out of play. Any eff ect of that power remains. 

Item – Fire Extinguisher: May be picked up. May be used when 
any player Makes Noise to cancel the Hako Onna’s turn. The 
noise system is reset. When used, this item is put out of play. 
Using this will stop the “I’m Behind You” power from being 
activated: the card remains facedown in its set position. 

Hako Onna cannot
interrupt use 

of these items.

Blip
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10 Hako Onna 
Power cards

2 Advanced Hako
Onna Power cards

(white text box)

Advanced Cards
set these aside for now

38 Cards

(white background)

(black text box) (tan background)

1 Time of Despair 
card

I feel 
someon

e look
ing at

 me... 

Activates the moment Noise is made, 
as an interrupt. 

All Visitors in the same room 
as you die. 

If there are at least 8 unlocked 
powers, all Visitors in the same 

room as a Hakobito also die.
(Reveal the tile(s) to the Visitors then 

return them facedown.)

A cold b
reath on m

y neck.

No. 5

30

impossib
le upsid

e down

I stared in
to the eyes

 of a w
oman 

This card can always be kept when drawn. 
Activate this power just as a Visitor is 
required to place the red noise token. 
The Visitor must place the red noise 

token with the blip facing downwards.
Once used, this card is discarded out 

of the game.

She pas
sed me.

.. and w
as gone

.

ADVANCED

37

time of de
spair

Put this card at the bottom 
of the deck, and then draw 
2 more cards to your hand. 

Keep them even if the corresponding 
Diary tiles are not out yet.

HAKO ONNA RELEASED!
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6 Visitor Item 
cards

7 Advanced 
Visitor Item cards

IF THE HAKO ONNA IS IN YOUR ROOM, YOU DIE. 
the item does not resolve.

dowsing rod

Ask, “On which fl oor are you located?” 
The Hako Onna answers by pointing 

with both her index fi ngers to each fl oor 
of Room boards (Basement, 1st, & 2nd). 

Her fi ngers remain parallel when 
pointing to a fl oor she is not on. not on. not

Her fi ngers will move outward when Her fi ngers will move outward when 
she points to a fl oor she is on. 

Can sense which fl oor of 
the mansion the ghost is on.

Can sense which fl oor of 
the mansion the ghost is on.

Can sense which fl oor of 

2

ring of memories

When you die, give all your tiles 
and items to any Visitor. 
You also win the game 

if the Visitors win before 
the next Hako Onna turn.

ADVANCED

Passes on the fi nal wish.

12

2 Advanced
Diary Cards

10 Diary Cards

The Hako Onna can keep this power if drawn, 

and it does not count as an unlocked power.  
and it does not count as an unlocked power.  
and

The Hako Onna activates this power just 

as a Visitor is required to 

place the red noise token. 

the red noise token with 

Once used, this card is 

The Visitor must place 

the blip facing downwards. 

discarded out of the game.

impossib
le upsid

e down

I stared in
to the eyes

 of a w
oman 

hanging
 upside 

down. I
 froze. 

She pas
sed me.

.. and w
as gone

.

ADVANCED
24

i'm behin
d you

I feel 
someon

e look
ing at

 me... 

as an interrupt.
Activates the moment Noise is made, A cold b

reath on m
y neck.

All Visitors in the same room as the 

Hako Onna die. If there are at least 8 

unlocked powers, all 

Visitors in the same room 

as a Hakobito also die.

18

Example Room

Shadow Spaces

Doors

Room Names
(Note that some 

boards have 
two rooms)

Stairway to 
specifi c room 

(i.e. B=Basement)

3



Doors correctly aligned
Note the red outlines of the door 
frame match up.

Setup
1 One player is the Hako Onna and takes the Hako Onna, Summary, and 

Safe boards. She should sit apart from the other players who are the 
Visitors: these players take a pawn color of their choice, the corresponding 
Hakobito tile and a Visitor Summary board.

   Randomly choose one Visitor as the starting player. That player then 
chooses 1 Visitor Item card and places it faceup in front of themselves. 

   Then, going clockwise around the table, each Visitor does the same. 
Any remaining Visitor Item cards are placed out of the game.

2 Put the 1F Hall room board on the table. 
This starts the fi rst fl oor of the mansion. 
Shuffl  e the rest of the room boards. In turn 
order, Visitors draw a room board and place 
it so that at least one door aligns with a 
door on a room board already placed. 

   Doors that align to walls do NOT count 
as doors! 

   When the Basement or 2F Hall are 
drawn, they are placed on the table, 
unconnected to the room boards forming 
the fi rst fl oor. After the 2F Hall is drawn, 
newly drawn room boards may align to 
either the second or the fi rst fl oor. No 
room boards are aligned to the Basement.

   After all room boards have been placed, the Visitors place their pawns in 
the 1F Hall. 

3 Take out the 24 “Empty” tiles, as well as the tiles containing the Safe, the 
Key Ring, the Bones, and the Hako Onna. Set these tiles aside until later, 
do not return them to the box.

4 Of the 6 Combination tiles, the Hako Onna player secretly chooses 3 and 
places them facedown on the Safe board. This will be the combination of 
the safe. Note that the order of the numbers does NOT matter.

  Put the remaining Combination tiles facedown in the box bottom. 
  Then place the Key Ring tile at the bottom of the Safe board. 
5 Of the 3 Weakness tiles, the Hako Onna player secretly chooses 1, and 

places it facedown on the “Weakness” spot of her Hako Onna board. 
  The other 2 tiles are placed facedown in the box bottom. 

The bottom of the box will become a mixing area from which 
you will place tiles in the Shadow areas of the rooms.

4



The order of combination does NOT matter.

TILE EFFECTS WHEN REVEALED, PICKED UP, OR USED

When a tile is removed from the board, replace it with a facedown “Empty” tile.

Hako Onna, Hakobito: When peeked, reveal it, and that Visitor  

dies. Then fl ip the tile back facedown.

Diary tiles: When peeked, reveal it, and place it faceup onto 

the corresponding Diary card.

Secret Exit: Cannot be picked up. When a Visitor peeks at the 

Exit and has the Key Ring, reveal tile, and the Visitors win. If 

the Visitor does not have the Key Ring, keep tile facedown.

Combination numbers: When peeked, you may pick it up, placing 

it facedown in front of you, or leave it where it is, facedown. 

Collect these to deduce which other numbers will open the Safe. 

Safe: Cannot be picked up. When a Visitor peeks at the Safe 

tile they may attempt to guess the three number combination 

(order does not matter). If correct, reveal the tile and obtain 

the Key Ring. If wrong, keep tile facedown.

Doll Mary: May be picked up but cannot be used. 

Bones: Cannot be picked up. When a Visitor peeks at the Bones 

tile and has the Doll Mary, reveal tile, and the Visitors win. If 

the Visitor does not have the Doll Mary, keep tile facedown.

During this movement, 

you may move to ANY room 

on the same fl oor.

No. 1

26

Use as an interrupt.  

Steal either a Visitor’s item or 

a random tile from the interrupted 

Visitor (may look at it after). Place 

the stolen item above your board. 

If something is already there, give 

that to the interrupted Visitor.

No. 7

32

locke
d doo

r

But this do
or w

as op
en ju

st now.
.. 

You may not activate this power 

two turns in a row.

Put the Door Barrier on any door. 

It is unpassable for the Visitors. 

On your next turn, 
remove the barrier.

Why? P
lease

! Ple
ase o

pen!

No. 3

28

Passive eff ect:  

You may lie when giving answers 

from Visitor item eff ects 

(Dowsing Rod, Ouija Board). 

You do not need to reveal that 

this power is set when answering.

No. 9

34

i'm b
ehind

 you

I fee
l som

eone
 look

ing a
t me...

 

Activates the moment Noise is made, 

as an interrupt. 

All Visitors in the same room 
as you die. 

If there are 8 unlocked powers, 

all Visitors in the same room 

as a Hakobito also die.

(Reveal the tile(s) to the Visitors then 

return them facedown.)

A cold
 brea

th on 
my ne

ck.

No. 5

30

i will r
each yo

u

I just
 hear

d her
 upst

airs, 
and 

During this movement, 

you may move twice.

now I
 don'

t hear
 a thing. 

Hurr
y up!

No. 2

27

Use as an interrupt.

Give this to the Visitor who has Mary.  

That Visitor must avoid Making 

Noise twice per turn, and cannot 

discard or give Mary away.

If no one has Mary, nothing happens.

33

movin
g things

The things
 in t

he ro
om m

ove j
ust 

This may not be your starting card.

Look at all the tiles in a room. 

You may move them to diff erent 

Shadows in the same room. 

You may fl ip any faceup tiles 

in that room facedown.

as if 
they h

ave l
ife. A

m I d
ream

ing?

No. 4

29

This power can only be used once per game.

Use as an interrupt.  

Force all Visitors to only use the 

Move action on their turn to move 

towards the Living Room until 

someone reaches it.

Other interrupts may still be used.

35

open
 this

I am 
calle

d... so
meon

e cal
ls... 

Use as an interrupt.  

The interrupted Visitor must, 

as their action, Peek at one 

of the Shadows in their room 

(faceup tiles can be Peeked).

I mus
t... I m

ust open
...

No. 6

31

Put this card at the bottom 

of the deck, and then draw 

2 more cards to your hand. 

Keep them even if the relevant 

Diary tiles are not out yet.

HAKO ONNA RELEASED!
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During this movement, you may move twice.

No. 3 - Locked Door

You may not activate this power two turns in a row. 

Put the Door Barrier on any door. It is unpassable for 

the Visitors. On your next turn, remove the barrier.

No. 4 - Moving Things

This may not be your starting card. Look at all the tiles in 

a room. You may move them to diff erent Shadows in 

the same room. You may fl ip any faceup tiles in that 

room facedown.

No. 5 - I’m Behind You

Activates the moment Noise is made, as an interrupt. 

All Visitors in the same room as you die. If there are 

8 unlocked powers, all Visitors in the same room as 

a Hakobito also die. Reveal the tile(s) to the Visitors 

then return them facedown.

No. 6 - Open This

Use as an interrupt. The interrupted Visitor must, as 

their action, Peek at one of the Shadows in their 

room (faceup tiles can be Peeked).

No. 7 - I Want Her

Use as an interrupt. Steal either a Visitor’s item or 

a random tile from the interrupted Visitor (may 

look at it after). Place the stolen item above your 

board. If something is already there, give that to the 

interrupted Visitor.

No. 8 - My Dear Mary

Use as an interrupt. Give this to the Visitor who has 

Mary. That Visitor must avoid Making Noise twice 

per turn, and cannot discard or give Mary away. 

If no one has Mary, nothing happens.

No. 9 - False Answers

Passive eff ect: You may lie when giving answers from 

Visitor item eff ects (Dowsing Rod, Ouija Board). 

You do not need to reveal that this power is set 

when answering.

No. 10  - The Phone Rings

This power can only be used once per game. Use as an 

Force all Visitors to only use the Move 

action on their turn to move towards the Living 

Room until someone reaches it. 

Other interrupts may still be used.

Time of Despair

Put this card at the bottom of the deck, and then 

draw 2 more cards to your hand. Keep them even if 

the relevant Diary tiles are not out yet.

When a tile is removed from the board, replace it with a facedown “Empty” tile.

When peeked, reveal it, and that Visitor  

When peeked, reveal it, and place it faceup onto 

 Cannot be picked up. When a Visitor peeks at the 

Exit and has the Key Ring, reveal tile, and the Visitors win. If 

the Visitor does not have the Key Ring, keep tile facedown.

When peeked, you may pick it up, placing 

it facedown in front of you, or leave it where it is, facedown. 

Collect these to deduce which other numbers will open the Safe. 

Cannot be picked up. When a Visitor peeks at the Safe 

tile they may attempt to guess the three number combination 

(order does not matter). If correct, reveal the tile and obtain 

the Visitor does not have the Key Ring, keep tile facedown.

IF THE HAKO ONNA IS IN YOUR ROOM, YOU DIE. 

the item does not resolve.

dowsing rod

Ask, “On which fl oor are you located?” 

The Hako Onna answers by pointing 

with both her index fi ngers to each fl oor 

of Room boards (Basement, 1st, & 2nd). 

Her fi ngers remain parallel when 

pointing to a fl oor she is not on. not on. not
Her fi ngers will move outward when 

Her fi ngers will move outward when 

she points to a fl oor she is on. 

Can sense which fl oor of 
the mansion the ghost is on.

Can sense which fl oor of 
the mansion the ghost is on.

Can sense which fl oor of 

2

May be picked up but cannot be used. 

 Cannot be picked up. When a Visitor peeks at the Bones 

tile and has the Doll Mary, reveal tile, and the Visitors win. If 

the Visitor does not have the Doll Mary, keep tile facedown.
 Cannot be picked up. When a Visitor peeks at the Bones 

tile and has the Doll Mary, reveal tile, and the Visitors win. If 

the Visitor does not have the Doll Mary, keep tile facedown.

IF THE HAKO ONNA IS IN YOUR ROOM, YOU DIE. 

the item does not resolve.

Ask, “On which fl oor are you located?” 

The Hako Onna answers by pointing 

with both her index fi ngers to each fl oor 

of Room boards (Basement, 1st, & 2nd). 

Her fi ngers remain parallel when 

pointing to a fl oor she is 
Her fi ngers will move outward when 

Her fi ngers will move outward when 

she points to a fl oor she 2

Doll Mary: May be picked up but cannot be used. 

Bones: Cannot be picked up. When a Visitor peeks at the Bones 

tile and has the Doll Mary, reveal tile, and the Visitors win. If 

the Visitor does not have the Doll Mary, keep tile facedown.

1F 2F

1

2

4

5

During this movement, you may move twice.

No. 3 - Locked Door

You may not activate this power two turns in a row. 

Put the Door Barrier on any door. It is unpassable for 

the Visitors. On your next turn, remove the barrier.

No. 4 - Moving Things

This may not be your starting card. Look at all the tiles in 

a room. You may move them to diff erent Shadows in 

the same room. You may fl ip any faceup tiles in that 

room facedown.

No. 5 - I’m Behind You

Activates the moment Noise is made, as an interrupt. 

All Visitors in the same room as you die. If there are 

8 unlocked powers, all Visitors in the same room as 

a Hakobito also die. Reveal the tile(s) to the Visitors 

then return them facedown.

No. 6 - Open This

Use as an interrupt. The interrupted Visitor must, as 

their action, Peek at one of the Shadows in their 

room (faceup tiles can be Peeked).

During this movement, you may move twice.

You may not activate this power two turns in a row. 

Put the Door Barrier on any door. It is unpassable for 

the Visitors. On your next turn, remove the barrier.

 Look at all the tiles in 

a room. You may move them to diff erent Shadows in 

the same room. You may fl ip any faceup tiles in that 

Activates the moment Noise is made, as an interrupt. 

All Visitors in the same room as you die. If there are 

8 unlocked powers, all Visitors in the same room as 

a Hakobito also die. Reveal the tile(s) to the Visitors 

The interrupted Visitor must, as 

their action, Peek at one of the Shadows in their 

Put the Door Barrier on any door. It is unpassable for 

the Visitors. On your next turn, remove the barrier.

 Look at all the tiles in 

a room. You may move them to diff erent Shadows in 

the same room. You may fl ip any faceup tiles in that 

Activates the moment Noise is made, as an interrupt. 

All Visitors in the same room as you die. If there are 

8 unlocked powers, all Visitors in the same room as 

a Hakobito also die. Reveal the tile(s) to the Visitors 

The interrupted Visitor must, as 

1F

5



6 Place the Safe tile facedown on the designated Shadow in the Study room 
board. The Safe always starts here, but it might be moved by the Hako 
Onna during the game. 

7 Put the remaining Item and Diary tiles facedown in the box bottom – 
which should now contain 22 tiles in total. 

   Shuffl  e them carefully so that no one sees what is where, then place the 
tiles facedown, one at a time, into the Shadows on all of the room boards.

   You should end up with one empty Shadow space. It does not matter 
which space is empty as it will be fi lled later.

8 Line up the 10 Diary cards. These are used to keep track of the Hako 
Onna’s powers. As Diary tiles are found, place them on these cards.

10 You can choose regular, hard or nightmare diffi  culty. Each has slightly 
diff ering setup as noted below. For any diffi  culty place the Noise board 
where everyone can reach it, and the Noise discs beside it.

  On regular, use the 4 black discs and the red disc with the small “blip”. 
  On hard, use the red disc with the big “blip” instead. 
  On nightmare, use 3 black discs and both red discs. 

 Alternatively, if you want to use the cards instead, put the Noise board 
and discs back in the box, and instead shuffl  e and line up the six Noise 
cards facedown in a 3x2 grid. See “Alternative Noise System” on page 12.

9 Set the “Time of Despair” card aside then shuffl  e the other Hako Onna 
Power cards. 

   The Hako Onna player draws three cards and chooses one to secretly 
keep in her hand. Put the two unchosen cards back in the deck and 
reshuffl  e it. 

   Place the “Time of Despair” card on the bottom of the deck. Leave the 
deck near Hako Onna, facedown.

Note:  At the beginning of the game the Hako Onna cannot choose Power card 
No. 4 - “Moving Things”.

 Note:  During the game, in order to gain other powers, the corresponding 
numbered Diary tile must have been found.
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Put this card at the bottom 

of the deck, and then draw 

2 more cards to your hand. 

Keep them even if the corresponding 

Diary tiles are not out yet.

HAKO ONNA RELEASED!

36

6

7

9

8

10

close t
o you

No! She 
was in 

the other ro
om just

 

During this movement, the Hako a secon
d ago. 

How di
d she g

et here!?

Onna may move to ANY room on 

the same fl oor.

14

i will rea
ch you

I just heard
 her up

stairs, a
nd 

During this movement, the Hako now I d
on't hear 

a thing. H
urry u

p!

Onna may move twice.

15

locked do
or

But this doo
r was o

pen jus
t now... 

two turns in a row.
The Hako Onna may not activate this power Why? Ple

ase! Pl
ease o

pen!

The Hako Onna puts the Door Barrier 

on any door. It is unpassable for the 

Visitors. On the Hako 

Onna’s next turn, she 

must remove the barrier.

16

moving 
things

The things in
 the roo

m move
 just 

The Hako Onna may look at all the tiles This may not be a starting power card.as if t
hey ha

ve life
. Am I dre

aming?

in a room and move them to diff erent 

Shadow spaces in the same room. 

She may fl ip any 

faceup tiles in that 

room facedown.

17

i'm behin
d you

I feel 
someon

e look
ing at

 me... 

as an interrupt.
Activates the moment Noise is made, A cold b

reath on m
y neck.

All Visitors in the same room as the 

Hako Onna die. If there are at least 8 

unlocked powers, all 

Visitors in the same room 

as a Hakobito also die.

18

open t
his

I am ca
lled... 

someon
e call

s... 

The interrupted Visitor must, as their Is used as an interrupt.  
I must... I mus

t open...

action, Peek at one of the Shadows 

in their room (faceup tiles can be 

Peeked).

19

Activates the moment Noise is made, 
as an interrupt. 

All Visitors in the same room 
as you die. 

If there are at least 8 unlocked 
powers, all Visitors in the same 

room as a Hakobito also die.
(Reveal the tile(s) to the Visitors then 

return them facedown.)

A cold b
reath on m

y neck.

No. 5

30

You may not activate this power 
two turns in a row.

Put the Door Barrier on any door. 
It is unpassable for the Visitors. 

On your next turn, 
remove the barrier.

Why? Ple
ase! Pl

ease o
pen!

No. 3

28

This may not be your starting card.
Look at all the tiles in a room. 

You may move them to diff erent 
Shadows in the same room. 
You may fl ip any faceup tiles 

in that room facedown.

as if t
hey ha

ve life
. Am I dre

aming?

No. 4

29 X

Place in all shadows 
(one will end up empty)

22 Total Tiles Include:
2 Unchosen Weaknesses

3 Unchosen Combinations

10 Diary Pages

7  Items (don’t include Bones, 

Safe, or Key Ring)
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SLAM! the entrance door shuts tight, 
with a deafening thud. 

this door will ONLY open when there 
are none left alive. 

no one gets out... NO ONE ALIVE...

welcome, to my home. none will escape.

— ALL VISITORS MUST NOW CLOSE THEIR EYES —

11 Once the Visitors’ eyes are all closed, the Hako Onna player places the 
Bones tile facedown into any Shadow space. If there a tile is already in 
that space, then move that tile to the empty Shadow space. 

   The only exception is that the Hako Onna may NOT place the Bones 
tile where the Safe tile is. The Safe tile ALWAYS starts the game in the 
Study, in its designated Shadow.

12 The Hako Onna player now chooses where she starts, which can be in either 
of the two rooms marked “GRUDGE” (Red Bedroom or Kid’s room).

   She may look at all the tiles in the chosen room. Then pick one to place 
facedown on the “Location” spot of her Hako Onna board.

   She then places the Hako Onna tile facedown on the now empty 
Shadow space. 

   The tile she has on her board will stay there and be out of reach for all 
Visitors until the Hako Onna moves again and puts it back into a room. 

— ALL VISITORS NOW OPEN THEIR EYES —

13 The Hako Onna player now reads the following aloud:

8



11

12

Ways to win
The Visitors win if they either:

A. Escape
  Figure out the combination to the Safe, open it and get the Key Ring, 

and peek at the Secret Exit.

B. Defeat Hako Onna
Find out what is her weakness, and use that item against her. 

C. Give Her Rest
 Find the Mary Doll, and then peek at the Bones.

The Hako Onna wins if either:

A. All Alone Again
 Every Visitor is dead.

B. Inevitable
 If it is determined there is no way for the Visitors to win. 

— END OF SETUP —

9



Game Flow
Starting with the Visitor to the left of the Hako 
Onna player, the Visitors take turns; each turn 
starting with them trying not to Make Noise.

At the beginning of each player’s turn, that 
player must pick up the next Noise disc and try 
to stack it on the Noise board (alternatively, 
fl ipping a Noise card). This may succeed or fail. 

   If they successfully add the Noise disc to the 
stack, then the Visitor has avoided making 
noise and can take their turn. When the turn 
is fi nished, play continues with the next 
Visitor to their left. 

  If they fail, and the stack falls, then the 
Visitor has Made Noise and the Hako Onna 
immediately takes a turn. All of the Noise 
discs/cards are reset. Then after the Hako 
Onna’s turn, the player that failed tries again.

noise system
NOISE DISCS

Reset state
Place the Noise discs around the Noise board as indicated.

Regular Diffi  culty
Place the black discs at 
positions 1,2,4, and 5. 
Place the red disc 
with small “blip” 
at position 3.

Hard Diffi  culty
Place the red disc 
with the big “blip” 
at position 3. 

Nightmare Diffi  culty
 Place the red disc 
with the big “blip” 
at position 2. 

The other red disc 
at position 4.

Place the black discs 
at positions 1,3, and 5.
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Stack Example
Playing with Nightmare 
diffi  culty very quickly makes 
the stack hard to complete; 
giving the Hako Onna turns 
more frequently.

Placing a Noise disc
When it is a Visitor’s turn, they pick up the disc positioned at the lowest 
number of the Noise board, then must place it onto the stack. 

  The fi rst disc placed MUST lean on the white “blip” of the Noise board.

  Subsequent discs must be stacked on top of a previously placed disc. 

  The red discs may be placed with the “blip” facing up or down. 

When placing a disc, if the stack topples, then the player has Made Noise. 

A topple is defi ned as either:

1  The bottom disc does NOT lean on the 
Noise board blip 

2  Any other disc touching anything else 
than the disc beneath it.

If the fi rst disc is being placed and 
slips off  the Noise board blip, then it is
considered a topple. 

However, if the disc being placed falls off  
without the rest of the stack toppling, 
that is NOT a topple – simply pick up 
the disc and try again.

When a Visitor Makes Noise
1 The current Visitor stops their turn.

2  The Hako Onna takes a turn.

3 The Noise System is reset.

4  The player who toppled the stack gets 
to try again beginning with the disc 
positioned at #1 on the Noise board. 

If the Hako Onna topples the stack by 
bumping the table, or something similar, 
the Noise System is reset, but the Hako 
Onna will NOT get her turn. If anything 
else topples it over mid-turn, it does 
count as having Made Noise. Follow 
the steps above, except that the current 
Visitor can fi nish their turn.

11



alternative noise system
NOISE CARDS
If your play area is not conducive to stacking discs or the players don’t like 
having a dexterity element in the game then Noise cards can be used instead 
of the discs.

Reset position
Shuffl  e the Noise cards and arrange them in a 3x2 grid, facedown.

Picking a card
On a Visitor’s turn, fl ip one of the cards faceup to reveal its number. 

If the total of the faceup cards is 11 or more, then the player has Made 
Noise. Follow the steps listed on 
the previous page.

A Visitor may pass their turn by simply 
taking one of the facedown cards and 
keeping it, not looking at it nor fl ipping 
it faceup. However, you may NOT pass 
your turn when the ‘0’ card is faceup. If 
you pass by taking the 5th card, a Time 
Overdue will trigger.

If there is just 1 card left facedown after 
another card is revealed or taken, that is 
Time Overdue as noted above.

39

41 42

Time Overdue 
If the Visitors successfully place the fi fth disc, then the Hako Onna player 
will take her turn after the current Visitor. After the Hako Onna’s turn the 
Noise System is reset and the next Visitor will take their turn as normal.

This does not count as having Made Noise, instead it is called Time Overdue. 

Passing your turn
A Visitor may also pass their turn by simply taking the next disc, keeping it, 
and not placing it on the stack. 

However, you may NOT pass your turn when you should place a red disc.

Passing means you do nothing else and play goes to the next Visitor. Also, 
the Hako Onna may NOT use an interrupting power on a passed turn.

If you pass when you should have placed the 5th disc, a Time Overdue will 
trigger.
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Movement Example

X√

visitor turn
If the Visitor succeeded in not making noise, they may do ONE of the 
following main actions: 

Move

Peek

Use an item

In addition, the Visitor may also do any amount of the following free actions: 

Show/Give/Get a tile to/from a Visitor in the same room

Discard a tile onto an empty Shadow in your room

 Share information.

HAKO ONNA INTERRUPTING (See page 20 for more detail)

Some of the Hako Onna’s powers (#s 6, 7, 8, and 10) allow her to interrupt 
a Visitor action, but this cannot be done once the action has been resolved. 

For a good game, it’s important that whatever the Visitor wants to do, they 
FIRST announce what they intend to do (including pointing out any target) 
and THEN does it. No real waiting time is needed, but the Hako Onna 
player should be given time to interrupt, should she want/be able to.

MAIN ACTIONS

MOVE
Move to an adjacent room that’s connected to your current one via a door. 
You can also move using the stairways between the Storage Room – Basement 
as well as between 1F Hall – 2F Hall.

13



Item Example
A Visitor chooses to activate their Smartphone. If the 
Hako Onna was in their room, she would shriek, reveal 
her tile, and kill the Visitor.

If she is not in the room, she may interrupt instead, with 
one or both of her set powers, either now, or when the 
Visitor states how or on what they will use the item. If 
she does not interrupt, the Visitor may resolve the item.

IF THE HAKO ONNA IS IN YOUR ROOM, YOU DIE. 

the item does not resolve.

smartphone

You may look at either one of the set Hako Onna powers, or any one power in her hand.

Can take photos of things Unseen.

Can take photos of things Unseen.

Can take photos 

1

PEEK
Secretly look at one of the tiles in the Shadows within the room you are in. 
If there are two tiles in the same Shadow, resolve both at the same time. 
  If it’s the Hako Onna or a Hakobito, reveal it, and you die. Then put the 

tile back facedown. (see page 23 - “Death and the Hakobito”)
  If it’s a Diary tile, reveal it and place it on the corresponding Diary card. 
  If it’s portable (an Item, a Weakness, or Combination number), you may 

pick it up, then place it facedown in front of you, not showing it to anyone.
  If it’s the Safe, try to guess the combination. If right, obtain the Key 

Ring. If wrong, tile remains facedown.
  If it’s the Secret Exit and you have the Key Ring, reveal it, and the 

Visitors win. If you do not have the Key Ring, the tile remains facedown. 
  If it’s the Bones and you have the Doll Mary, reveal it, and the Visitors 

win. If you do not have the Doll Mary, the tile remains facedown.
  When a tile is removed from the board in any manner, replace it with a 

facedown Empty tile. If there are no Empty tiles left, then do nothing. 
However, if you want, instead of replacing it with an Empty tile, you 
may take one of your tiles and place it facedown onto the Shadow.

You cannot Peek into a Shadow space with no tile on it, but you can Peek at 
a faceup tile.

USE AN ITEM
Choose an Item card or reveal a tile that you have and 
resolve it. Some items require you to specify on what 
you will use the item. Other items, if used within the 
same room as the Hako Onna, will kill you, before 
the item resolves. The Hako Onna will shriek upon 
activation of the item and then reveal her tile, killing you 
immediately. Afterwards, her tile is fl ipped facedown. 
If the Hako Onna is not in the same room, she may 
interrupt the use of an item with one or both of her set powers, even after you 
have stated on what you will use the item, but before the item is resolved.

Note: Items are 
reusable unless 
they say otherwise. 
Some items work 
Passively (Passively ( ) 
in reaction to 
some other eff ect.
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FREE ACTIONS

SHOW/GIVE/GET A TILE TO/FROM A VISITOR IN THE SAME ROOM
The Visitor whose turn it is, and any other Visitor in the same room, may 
always show each other their tiles, as well as give or receive tiles from each 
other. If a Visitor Peeks at a tile, they may show this tile to any other Visitor 
in the same room.

DISCARD A TILE ONTO AN EMPTY SHADOW IN YOUR ROOM
If there is an empty Shadow in the room, the Visitor whose turn it is may 
always freely discard any of their tiles there, facedown.

SHARE INFORMATION
As long as it’s not the Hako Onna player’s turn, all Visitors may at all times, 
out of turn, freely share information. Please note that the Hako Onna player 
is also listening! And no, you can’t cheat by speaking a language that the 
Hako Onna player can’t understand! You are, however, allowed to exchange 
winks and such, lie about tile contents, etc.

WHEN VISITORS 
HAVE THEIR EYES 
CLOSED 
The Visitors should not 
have to sit with eyes 
closed for a long time, 
so the Hako Onna player 
should decide what to do 
before asking the Visitors 
to close their eyes. 

Of course, sometimes she 
must mess with more tiles 
in order not to reveal what 
she’s doing, but it should 
be kept to a minimum. 

Remember, the Hako 
Onna player is the host, 
the entertainer, and should 
keep things moving.

The Hako Onna player could be compared to 
a Game Master of a role-playing game, in the 
sense that she is the entertainer, and should 
do her best to keep the tempo. The game is 
unbalanced, designed in favor of the Hako 
Onna. She should keep the other players 
tense, engulf them in fear, and then win. Her 
goal is to either kill all the players or make it 
physically impossible for them to win.

The Hako Onna has no action to attack the 
Visitors. Instead, she waits for them. There are 
three ways for a Visitor to get killed: 

ʘ They Peek at the Hako Onna tile
ʘ  They use a specifi c item in the same room 

as the Hako Onna (see item descriptions)
ʘ  She uses the “I’m Behind You” power when 

a player Made Noise
The Hako Onna player will need to wait for 
Diary tiles to be found to unlock powers.

Playing the Hako Onna
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Scream Example
The Hako Onna screams and points to the 
Kitchen; not to any specifi c Shadow but the 
whole room. This informs the Visitors that she 
is in this room - and not in the Storage Room.
Then the Hako Onna draws a Power card. She 
gets to keep this card in her hand because the 
matching Diary card is unlocked (it has the 
corresponding tile on it).

close t
o you

No! She 
was in 

the other ro
om just

 

During this movement, the Hako a secon
d ago. 

How di
d she g

et here!?

Onna may move to ANY room on 

the same fl oor.

14

i will rea
ch you

I just heard
 her up

stairs, a
nd 

During this movement, the Hako now I d
on't hear 

a thing. H
urry u

p!

Onna may move twice.

15

During this movement, 
you may move twice.

now I d
on't hear 

a thing. H
urry u

p!

No. 2

27

locked do
or

But this doo
r was o

pen jus
t now... 

two turns in a row.
The Hako Onna may not activate this power Why? Ple

ase! Pl
ease o

pen!

The Hako Onna puts the Door Barrier 

on any door. It is unpassable for the 

Visitors. On the Hako 

Onna’s next turn, she 

must remove the barrier.

16

locked do
or

But this doo
r was o

pen jus
t now... 

Hako Onna's turn
The Hako Onna player only gets her turn whenever a Visitor Makes Noise or 
Time Overdue. Remember that after the Hako Onna player has fi nished her 
turn, the Noise System is always reset.
Each action listed below can be done once, in the order it is listed, during 
the Hako Onna player’s turn. However, none of the actions are mandatory.

ʘ Scream
ʘ Set/Take back a Power
ʘ Activate a Power
ʘ Move

SCREAM
The Hako Onna player screams, points out the room (not the Shadow, just 
the room) that she is in. If there are two rooms on a board, she must point 
at the specifi c room (pointing at the room name is often best). Then she 
draws one Hako Onna Power card. 
  If the power is unlocked (the corresponding Diary tile is on the 

matching Diary card), she takes the Power card to her hand. 
 If not, she puts the card at the bottom of the deck.
  If she draws the “Time of Despair” card, she puts this card at the 

bottom of the deck and draws two cards to her hand. These Power cards 
are kept even if the they are not unlocked.

Please note that having a Power card in hand is not enough to use it. It must 
be Set fi rst.
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Set Power Example
Having drawn the “I Will 
Reach You” Power card, 
now the Hako Onna must 
set the card before she can 
use it.

She simply places the card 
facedown to either side of 
her board. 

Unlocked Power Example
With her Power card set, she would like to use it but 
it requires 3 unlocked powers. She ends her turn and 
waits, patiently. 
The Visitors take their turns and eventually uncover a few 
more Diary tiles, thereby allowing the Hako Onna 
to use her “I Will Reach You” Power during one of her turns.

close t
o you

No! She 
was in 

the other ro
om just

 

During this movement, the Hako a secon
d ago. 

How di
d she g

et here!?

Onna may move to ANY room on 

the same fl oor.

14

moving 
things

The things in
 the roo

m move
 just 

The Hako Onna may look at all the tiles This may not be a starting power card.as if t
hey ha

ve life
. Am I dre

aming?

in a room and move them to diff erent 

Shadow spaces in the same room. 

She may fl ip any 

faceup tiles in that 

room facedown.

17

i will rea
ch you

I just heard
 her up

stairs, a
nd 

During this movement, the Hako now I d
on't hear 

a thing. H
urry u

p!

Onna may move twice.

15

i'm behin
d you

I feel 
someon

e look
ing at

 me... 

as an interrupt.
Activates the moment Noise is made, A cold b

reath on m
y neck.

All Visitors in the same room as the 

Hako Onna die. If there are at least 8 

unlocked powers, all 

Visitors in the same room 

as a Hakobito also die.

18

locked do
or

But this doo
r was o

pen jus
t now... 

two turns in a row.
The Hako Onna may not activate this power Why? Ple

ase! Pl
ease o

pen!

The Hako Onna puts the Door Barrier 

on any door. It is unpassable for the 

Visitors. On the Hako 

Onna’s next turn, she 

must remove the barrier.

16

open t
his

I am ca
lled... 

someon
e call

s... 

The interrupted Visitor must, as their Is used as an interrupt.  
I must... I mus

t open...

action, Peek at one of the Shadows 

in their room (faceup tiles can be 

Peeked).

19

i will r
each yo

u

During this movement, 

you may move twice.

No. 2

27

During this movement, 

you may move twice.

i will re
ach you

I just heard
 her up

stairs, a
nd 

During this movement, 
you may move twice.

now I d
on't hear 

a thing. H
urry u

p!

No. 2

27

SET/TAKE BACK A POWER

Some strong Power cards can only be activated when a certain 
amount of powers are unlocked (the Diary tiles are on their 
corresponding cards), as noted by the symbol shown here. The 
power in question may still be Set, but cannot be activated until 
the right amount of powers are unlocked.

Hako Onna can NOT activate a Power card in her hand; it must be set fi rst.

The Hako Onna player EITHER Sets one of her Power cards from her hand 
to the left or right of the Hako Onna board (i.e. she has two places to set a 
power), OR retakes one of the set powers to her hand. She may not do both.

  Once a Power card is set, it can be used immediately.

  All Power cards return to the Hako Onna player’s hand after being 
activated and to be activated again must be set again. 

  Some Power cards (#6, 7, 8, and 10) allow her to interrupt a Visitor turn. 
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Activate Power Example
The Hako Onna has set the “I Will 
Reach You” power and decides to 
use it this turn, allowing her to 
move twice. 
First, she moves through the door 
from the Kitchen to the 2F Hall. 
She looks at the tile in that room. 
Then, with her second move, uses 
the stairs to continue to the 1F Hall, 
where she looks at all the tiles in 
that room (though there is only one 
tile there, just like in the 2F Hall). 
The tile she fi nds in that Shadow 
space is the Gasoline item (yellow). 
She then places the Gasoline tile 
facedown on the Location space 
of her board (pink) and puts the 
previous Location tile that was 
there back onto the Shadow she had 
occupied in the Kitchen (blue). 
Finally, she takes the “I Will Reach 
You” Power card back into her hand. 

— ALL VISITORS MUST NOW CLOSE THEIR EYES —

ACTIVATE ANY OF THE POWERS 1, 2, 3, OR 4
If she has set one or two of Powers 1, 2, 3, or 4, she may now use them. 
This is not announced aloud. She may use both if she wants. 

Once used, the powers must be retaken to her hand. Remember that some 
dangerous powers need a certain amount of unlocked powers in order to be 
activated.

Notes on additional Powers

   Powers 6, 7, 8, and 10 are used during a Visitor’s turn, to interrupt 
them. They cannot be used during the Hako Onna’s turn. 

  Power 5 happens automatically when a player Makes Noise AND the 
Hako Onna is in the same room.

  Power 9 is passive (always in eff ect when the power is set).

18



MOVE
The Hako Onna player takes her Hako Onna tile off  the Shadow she is in, 
replacing it with the “Location” tile she has on her board. 

She then chooses a room up to one room away (following the same rules 
as the Visitors, only through doors and staircases; or staying in the same 
room), looks at all the Shadow tiles there one by one, choosing one Shadow 
to hide in. If any of those tiles were faceup, she may fl ip them facedown if 
she wants. 

Having chosen her hiding spot, she puts her Hako Onna tile there, and puts the 
tile that was there (if any) to the “Location” space on her Hako Onna board.

 Note:  All Hakobito players (if any) will move in the same way, keeping 
their “location” tile in front of them (which is also considered out 
of reach for the remaining Visitors).

   However, a Hako Onna tile or a Hakobito tile may never be kept. 
Meaning that if either the Hako Onna or a Hakobito moves to a 
Shadow where the Hako Onna or another Hakobito already is, 
simply stack the tiles on top of each other. However, this will make 
it obvious to the remaining Visitors that there are two enemies 
there, so it’s not a very advantageous move. 

 Note:  If the Hako Onna moves to a Shadow that was empty, she does 
not take a tile to her board, and when moving from a tile that was 
empty, none is returned.

 Note:  The tile that the Hako Onna player has on her board is out of reach 
for the Visitors. This way, she can actually block a certain item 
from being picked up, until she moves again.

something terrible happened here...
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Interrupting Power Example
The Hako Onna has the “Open This” Power set 
already. She decides to use it and interrupt the current 
Visitor’s turn, before they resolve their action, 
to force that Visitor to Peek into a Shadow in 
the room they occupy, 1F Hall. 

Waiting in the only Shadow space of 1F 
Hall is the Hako Onna. The Visitor reveals 
the Hako Onna tile and dies. Then the Hako 
Onna tile is fl ipped back facedown. 

The Hako Onna smiles creepily.

Visitor’s turn, before they resolve their action, 

ope
n t

his

Use as an interrupt.  

The interrupted Visitor must, 

as their action, Peek at one 

of the Shadows in their room 

(faceup tiles can be Peeked).

I mu
st...

 I m
ust 

ope
n...

No. 6

31

— ALL VISITORS CAN NOW OPEN THEIR EYES —

The Hako Onna’s turn is over, the Noise System is reset. 

If the Hako Onna player’s turn was triggered because a Visitor Made Noise, 
the turn goes to the Visitor who just Made Noise. 

If it was triggered by Time Overdue, the turn goes to the next Visitor instead.

INTERRUPTING POWERS
If they are set, Powers 6, 7, 8, and 10 interrupt a Visitor’s turn when activated. 
Remember, a power that the Hako Onna has in hand CANNOT be used; the 
power must be set before it can be used.
When interrupting, the Visitor’s turn is paused, the power is fl ipped faceup, 
resolved, and retaken to the Hako Onna’s hand. Only after that is the 
Visitor’s turn resumed. They may then choose to reevaluate their choice of 
action if able.
Interruptions may be done after the Visitor has successfully placed their 
disc, and has said what they plan to do - but must be done before the 
resolution of that action. 
  It may be done after the Visitor has said “I Peek at this Shadow”, but it 

cannot be done after the Visitor has actually peeked at the tile there. 
  It may be done after the Visitor has revealed an item, and even after the 

Visitor has said where to use it, but it may not be done after the Visitor 
has actually resolved the use of the item.

  If both set powers are interrupts, both can be used during the same interrupt.

Note that the use of items “Strange Charm” and 
“Fire Extinguisher” CANNOT be interrupted!

20



Safe Combination Example
The Visitors have found two combination numbers already. 
Having also found the Safe, they want to try the combination. 
On a Visitor’s turn, they peek at the 

Safe tile and guess the three number 
combination, “2, 3, and 5?”. 
Correctly guessing all three numbers 
allows the Visitor to take the Key 
Ring from the Safe board. 
Now they need to fi nd the Secret Exit!

visitors: how to win, die, and lose 
ESCAPE
The only exit is the Secret Exit, but it is locked.

The keys to the lock are in the Safe.

The code to the Safe is the three Combination numbers that the Hako Onna 
player chose during setup. In order to guess the code, the Visitors should 
fi nd as many of the unused Combination numbers as possible.

PEEKING AT THE SAFE

A Visitor who Peeks at the Safe tile may attempt to guess the three 
numbers. 

  The order of the numbers is irrelevant, and you don’t have to be sure. 
Indeed, you may guess wildly, though that is rarely wise. 

  If the Visitor guesses correctly, the Hako Onna player gives the Key 
Ring to that player, who keeps it facedown in front of themselves. 

 If they guess incorrectly, keep the Safe tile facedown, and their turn is over. 

If a Visitor with the Key Ring Peeks at the Secret Exit, the Visitors have 
escaped, and won. Note: If the Visitor doesn’t have the Key Ring, keep the 
Secret Exit tile facedown.
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Attempt to Defeat Example
The Visitor decides to try to defeat 
the Hako Onna by declaring a Shadow 
in the room they are in and revealing 
the “Rusty Chain” tile in front of 
them, believing it to be the item that 
is her Weakness. 

However, the Hako Onna is not in 
that specifi ed Shadow, and instead it 
is a Diary tile. 

Both the Rusty Chain and the Diary 
tiles are removed from the game. 
For the Visitor’s sake, hopefully, the 
Rusty Chain was not her Weakness.

DEFEAT
The Hako Onna is weak against one of three items – the item that she chose 
during setup. In order to guess which item she chose, the Visitors should 
fi nd one or both of the remaining Weakness tiles, deduce which one she 
chose, and then fi nd the Item in question.

A Visitor may Use this Item on a Shadow, by specifying the Shadow, and 
then fl ipping the tile. 

  If the Hako Onna was not there, the tile that was in the Shadow (even a 
Hakobito), and the item the Visitor used, are both put out of the game 
(not replaced by an Empty tile). 

  If the Hako Onna was there, but it was the wrong item, that used item, 
and any other tile in that Shadow, are put out of the game, and the 
Visitor in question dies. 

  But if the Hako Onna was there, and the item was the right item, she is 
defeated and the Visitors have won.

GIVE REST
The Hako Onna is just a sad little girl who died alone. If you bring her doll 
to her body, her soul will gain the rest she is longing for. 

 Somewhere in the house, the Doll Mary lies, and can be picked up. 

  Somewhere else, the Bones lie. If a Visitor holding the Doll Mary Peeks 
at the Bones, the Hako Onna breathes a sigh of relief as her spirit fi nds 
rest, and the Visitors have won.
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Hakobito Move Example

Having died earlier, the blue player is 
now a Hakobito. On the Hako Onna’s 
turn he gets to move. Going into the 
next room, looking at the tiles, he 
fi nds the Doll Mary and decides to 
move there. While there, the players 
won’t be able to pick up the doll.

DEATH AND THE HAKOBITO
When a Visitor dies, they turn into a Hakobito, and begin playing 
on the Hako Onna’s side. 

 That player shows all their items to all the players, and then puts them out 
of the game. 
 They then take their pawn and place it in front of them, then place their 
Hakobito tile facedown on the same Shadow as the Hako Onna or Hakobito 
that killed them.
The Hako Onna and Hakobito players play together. So during the Hako 
Onna turn they move at the same time, may share information, and talk 
freely (show tiles to each other and decide where to move).
Just remember that you are the host; don’t let the guests wait too long! 
The player is no longer a Visitor and will keep their eyes open during the 
Hako Onna turns, moving their Hakobito tile just as the Hako Onna does, as 
noted below. 

HAKOBITO MOVE
A Hakobito chooses a room up to 
one room away (following the same 
rules as the Visitors, only through 
doors and staircases; or staying in 
the same room), looks at all the 
Shadow tiles there one by one, 
choosing one Shadow space to hide 
in, then placing the chosen tile 
under their Visitor pawn, making it 
out of reach to Visitors.
If they move to the same space 
as the Hako Onna or another 
Hakobito, those tiles cannot be 
removed. Instead, they stack their 
tile on top of it. 
Of course, this makes it obvious for the 
remaining Visitors that there are two ghosts 
there, so it’s probably best to not do that.

Apart from moving, a Hakobito has no special powers. They do not count as 
Hako Onna in any way regarding card eff ects. The only Hako Onna power 
that they are included in is #5 - “I’m Behind You”, as noted on the card. 
They are just a Hako Onna bonus. If she wins, they win. But just as a bonus. 
After all, they did die.
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game over 
If all of the Visitors die, the Hako Onna has won and the game ends.

Alternatively, if there is no way for the Visitors to win anymore, the Hako 
Onna wins. For example, the weakness item has been destroyed, a Hakobito holds 
the Doll Mary, and the Hako Onna is sitting on the Secret Exit.

  If this happens on Hako Onna’s turn, the best way to mark this is to 
place the box lid with the inside facing upwards on top of the room 
boards, and then tell the Visitors to open their eyes. They will open 
their eyes and be staring into the “Game Over” in the box lid, and 
hopelessness will surely engulf them.

The Hako Onna player may also win if the Visitors simply give up by 
screaming, “I lose all hope!”

advanced powers and items
Advanced Powers and Items should NOT be used until you are very, very 
familiar with the game. Some of them are very strong; some might even call 
them overpowered. While they off er diff erent strategies and advantages, use 
them cautiously and wisely so as not to ruin the enjoyment of your game.

Do not include Impossible Upside Down if using the Alternative Noise 
System.
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IF IT’S A DIARY TILE, AND THE HAKO ONNA IS IN 

YOUR ROOM, YOU DIE. t
he item does

 not resolv
e.

infrared gog
gles

To use this item, fl ip it 

facedown during your Peek 

action, before looking at a tile. 

If you use the item, 

and it’s a Diary tile, you may 

take an unused Visitor item.

ADVANCED

Finds left-over things.
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This card can always be kept when drawn. Activate this power just as a Visitor is required to place the red noise token. The Visitor must place the red noise token with the blip facing downwards.Once used, this card is discarded out of the game.

ADVANCED

37

The Hako Onna can keep this power if drawn, 

and it does not count as an unlocked power.  

The Hako Onna activates this power just 

as a Visitor is required to 

place the red noise token. 

the red noise token with 

Once used, this card is 

The Visitor must place 

the blip facing downwards. 

discarded out of the game.

impossible up
side down

I stared into the eyes of a
 woman 

hanging upside 
down. I froze. 

She passed m
e... and was 

gone.

ADVANCED24

This card can always be kept when drawn. Activate this power just as a Visitor is required to place the red noise token. The Visitor must place the red noise token with the blip facing downwards.Once used, this card is discarded out of the game.

ADVANCED

we can't see her. our only hints are her occasional screams. but... is it me, or does she sound happier than usual?

a fake scream

This card can always be kept when drawn.

During a Scream action, you can point 

at a room in which you are not present. 

Once used, you must retake this card 

to your hand when the Visitors have 

their eyes closed, and may never set 

this power again.

ADVANCED

38

The Hako Onna can keep this power if drawn, 

and it does not count as an unlocked power.  and it does not count as an unlocked power.  and

The Hako Onna activates this power just 

as a Visitor is required to 

place the red noise token. 

the red noise token with 

Once used, this card is 

The Visitor must place 

the blip facing downwards. 

discarded out of the game.

impossible up
side down

I stared into the eyes of a
 woman 

hanging upside 
down. I froze. 

She passed m
e... and was 

gone.

ADVANCED

The Hako Onna can keep this power if drawn, and
it does not count as an unlocked power. 
During a Scream action, the Hako Onna 
can point at a room in which she is not present.

must retake this card to her 
have their eyes closed, and 

Once used, the Hako Onna 
hand, when the Visitors 

may never set this power again.

we can't see her. our only hints are her occasional screams. but... is it me, or does she sound happier than usual?

a fake scream

ADVANCED
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24


