


We have made an instructional video for you! To watch it, scan the QR code or visit the 
following address on our website:  
https://en.letheia-games.com/pas-vu-pas-pris

You and your ghost buddies crept into a hotel at night to explore it. Once inside, you couldn’t 
resist a small mischief. You’ve meddled with everything, making a lot of noise. Oh my, you’ve 
even woken up the hotel guests! 
You’d better slip out discreetly to avoid any trouble….
You must traverse the lobby without being spotted by the humans peeking through the 
keyholes in their hotel room doors. You can move the furniture around and hide behind it, but 
pay attention: Your comrades might extend their mischief to you, leaving you uncovered. Try 
not to attract any attention from the humans, so you can sneak back out!

Get as many of your ghosts as possible across the lobby over the course of 5 rounds. 
The larger the ghost, the more points it’s worth.

Place the gameboard in the middle of the table.

Each player chooses a ghost color, and takes the 1 large, 2 medium, and 4 small ghosts 
of that color. Place your ghosts on your side of the board; this is your ghosts’ “starting 
side”. Each side of the board can only start with one color of ghosts.

Place the 6 furnishings on the gameboard to make a nice hotel lobby.

Place the keyhole on a random door around the lobby.

The last person to look through a keyhole takes the die (in the following example, Blue is 
that player).

For a 2-player game, remove 10 random cards from the Movement deck; for a 3-player 
game, remove 5 random cards; for a 4-player game, don’t remove any. Return the 
removed cards to the box. Shuffle the remaining Movement cards to form a face-down 
deck beside the board.

Do you learn better by video?

Game Concept

Components and Setup

Goal of the Game
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Each player will take a turn drawing a Movement card and shifting a furnishing, if their card 
allows it. Then they simultaneously advance their ghosts through the lobby. One player will be 
selected to choose on which side to place the keyhole; this player will then roll the die to 
determine exactly where it goes. Finally, you will look through it: The visible ghosts must start 
over on their respective side!

Beginning with the player with the die in front of them, and then going in clockwise order, 
each player draws a movement card. If your card depicts furnishings, you can move one 
(and only one) of the furnishings depicted (see p. 4, “Placing Furnishings”). 

Simultaneously, you each distribute the value of your Movement card among your ghosts 
you wish to move, and advance them across the lobby, hiding them as well as you can 
(see p. 5, “Moving Ghosts”).

For your first game, we suggest that you leave the Stroke of Midnight cards in the box 
(see p. 7, “Once you have mastered the game…”).

Round Overview

Playing a Round
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Each player rolls the die. Whoever rolls highest chooses the side of the board on which 
the keyhole will be placed this round (see p. 6, “Placing the Keyhole”). 

Once you have chosen the side, reroll the die, and place the keyhole on the door with the 
matching number. Then pass the die to the player on your left (they will be first next round).

Look through the keyhole into the lobby. Every ghost you see is startled and returns to its 
respective starting side of the board, outside the board to start again. Leave the keyhole 
where it is.

Discard the used Movement cards and start a new round.

Some Movement cards depict furnishings, in addition to the number, as illustrated below. If you 
draw one of these, you can move one of the two furnishings depicted this round.

You can place it anywhere you want, however you like, regardless of 
the spaces on the board. You can stand it up, lay it down, place it at 
an angle, overlap it with another, lean it on a ghost… whatever you 
like, but it must be completely inside the hotel lobby.

Example:

In Round 1 of a 3-player game, Orange rolls highest, and chooses the side on which to place 
the keyhole. In Round 2, only Red and Green roll; Green rolls highest. In Round 3, Red gets to 
choose. In Round 4, all three players have chosen once, so once again all three players roll.

● You cannot move a furnishing that has already been moved this 
round. If both of the furnishings on your card have been moved this 
round, then move any other furnishing that hasn’t been moved this 
round.

● Once you grab a furnishing to move it, you cannot change your 
mind and grab a different furnishing.

● If a ghost or another furnishing prevents you from moving this furnishing, you are allowed to 
carefully lift the obstructions, as long as you put them back as closely as possible to where they 
were before you moved the chosen furnishing. 

● If a ghost was sitting on the furnishing you move, remove the ghost from it, and place it on the 
space it was in.

.4.

Note:
After the 1st round, the players who have already chosen the side for the keyhole do not roll 
the die again until everyone has gotten to pick the side the same number of times. This way, 
everyone gets their fair share of keyhole placement over the course of the game.

Placing Furnishings



Your ghosts…

…always start from your side of the board, through any door you wish on that side, 
and they score points as soon as they go through a door on the opposite side of the 
board. Then they stay there to track your points.

…share the number on your Movement card to move from space to space, but they 
cannot traverse and leave the hotel lobby in the same round they enter it. They 
can change direction during their moves, but they cannot move diagonally. Once a 
ghost has moved, it must be completely within its space, and must be standing up. 
Large ghosts cannot cover other ghosts. 

…pass through furnishings with no movement penalty, and can also end their move 
on or inside them.

…might accidentally bump furnishings or other ghosts that they are using as hiding 
places. If this happens, the player who is inconvenienced by this is the one who must 
put them back the way they were.

Example:

Red’s Movement card is a 9; 
she chooses to distribute this 
movement to 4 ghosts: 

She sends a small ghost 
from her side 2 spaces into 
the lobby.

She advances her medium 
ghost 2 spaces out the door 
(it remains on that side).

She moves a small ghost on 
the board 4 spaces to hide.

She spends her last 
movement to advance her 
large ghost 1 space out the 
door.

A.

B.

C.

D.

A.

C.

D. B.

Moving Ghosts
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The player who rolled the highest value gets to choose on which side of the board to 
place the keyhole. You are not allowed to test which side of the board is best before 
moving it.
Attention: The keyhole must change sides; you cannot leave it on the same side 
of the gameboard. 

In this example, an orange ghost and 
a red ghost are visible, so they restart 
from their respective sides.

The marks on the keyhole’s base must 
align with the borders of the space.

Example:

The game ends when there are no more Movement cards available at the beginning of 
the round.
Each player counts their points:

The player with the most points wins the game!

Placing the Keyhole

End of the Game

For ghosts that exited the far side 
of the lobby:

For ghosts still in the lobby:
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In the event of a tie:

Ghosts are always small when they first depart from their side of the board, and 
only grow larger by merging.  At the end of your ghost's movements, if a small ghost 
is on the same space as another small or medium ghost of its color, they can merge.
place the two ghosts with the next size up (medium → large, small → medium), and 
return the two original ghosts to their starting side.

Note:
● The ghost resulting from the merge cannot move this turn. 2 small ghosts that have 
merged into a medium ghost this round cannot merge again to become a large ghost in the 
same round.
● If a medium or large ghost is seen through the keyhole, rather than returning to the 
outside of the board, it merely goes back to the edge of the board, where it can start again 
at its current size.
● If you have no small ghosts left to send in from your side, you can take one of yours that 
has already made it across; however, it will not count for any points until it makes it across 
again.

2 medium ghosts cannot merge. If there is an obstacle that prevents the resulting medium 
or large ghost from fitting fully inside the space, the merge is not allowed.

The player who got more ghosts out the other side wins. Still tied? 
The player with fewer ghosts still on their side of the board wins.

…add these rules to spice up the game! Inject more tactics with the ghost merging rules, 
and/or add even more fun with the Stroke of Midnight cards.

Once you have mastered the game…

Merging Ghosts
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Example:

Red’s Movement card is an 8.

She uses 1 movement to move a small ghost from her side 1 space into the lobby.

She uses another 1 movement to move another small ghost from her side into the 
same space to merge with the first one. She replaces the 2 small ghosts with a 
medium ghost. The 2 small ghosts return to her side, outside the board.

She has a medium ghost sent back to her edge of the board when it was seen in a 
prior round. With the 6 remaining movement, she sends the medium ghost to meet 
and merge with a small ghost. She replaces them with a large ghost, and returns the 
medium and small ghost to her side, outside the board.

A.

B.

C.

At the beginning of the game, shuffle the Stroke of Midnight cards to form a face-down 
deck beside the board.
Starting in Round 2, before drawing Movement cards, the player with the die draws a 
Stroke of Midnight card and reads the text for it (from pp. 9 – 12) aloud. Immediately 
apply the card’s effect; if the effect is to be applied in turn order, go clockwise starting 
with the player who has the die.
Then the round continues in the usual fashion.

The Stroke of Midnight Cards
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At the end of this round, after looking through the 
keyhole, move the keyhole to the same-num-
bered door on the opposite side of the lobby, then 
repeat the sequence of looking through the 
keyhole in this new location.

Doubly Curious

Lay all of the ghosts in the lobby down. All ghosts 
move lying down this round.

Take Cover

Tip all furnishings onto their sides. In their new 
positions, they still must be completely inside the 
lobby.

Overexcited
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Stand the mirror upright and orient it so it reflects 
toward the center of the lobby. On your turn, take 
a small ghost from your supply (if you still have 
any) and place it as close as possible to the 
mirror, facing its own reflection. This ghost cannot 
move this round.

Funny Face Contest

On your turn, replace a small ghost, belonging 
to the player on your right, in the lobby with a 
small ghost from your supply (if you still have 
any).
If this neighbor didn’t have any in the lobby, 
place one from your supply 3 spaces into the 
lobby from your side.

Tag! You’re It!

Move each furnishing up against the nearest 
door, but still completely contained in the lobby. 
Ghosts stay in the spaces where they currently 
are.

Dance Floor
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Ghosts that are not “safely perched” atop a 
furnishing at the end of the round must restart 
from their side.

The Floor Is Lava

If you can, replace one of your ghosts in the lobby 
with a ghost the next size up from your supply.

I’m Telling My Big Brother

At the end of this round, no one chooses the side 
to which the keyhole moves: It stays on the same 
side. You still roll the die to determine its exact 
location.

Knock Knock
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Pivot the gameboard a quarter turn clockwise. 
From now on, your ghosts must move to the new 
side that is opposite you, and they must start 
from the new side in front of you.

I’m Dizzy

Roll the die now, instead of after choosing the 
side for the keyhole. After you choose the side for 
the keyhole, place it on the door of this number.

Crystal Ball

Advance each ghost 1 space toward its exit 
(some of them may reach their goal this way).

Red Light, Green Light
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