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Traitor’s Tome



Traitor’s Tome



The Mummy Walks



T



he wall in front of you shivers and slides away

to reveal an ancient sarcophagus, its curved

lid dusty and covered with hieroglyphs. The

hieroglyphs glow softly, drawing you to them.

A raspy voice slides into your mind, saying, “I lost

my bride more years ago than you could possibly

comprehend. My tears are dust, but my love is still as

strong as the sun. Now my love is reborn to me. Mortal

hands shall not keep me from reuniting with her.”

As the voice fades, you smile. It’s so clear. Your friends

must die so the lovers can be reunited. As the lid slides

off the sarcophagus, you turn to meet your new friend

... your new god.



Right Now

Your character is still in the game but has turned traitor.

Put the Mummy token (large) and the Sarcophagus

token (pentagonal) in the room where the haunt was

revealed.

You lose the Girl and any bonuses from the Girl card.

Put the Girl token (crimson) in any room on the same

floor as the room where the haunt was and at least five

tiles away from the Mummy. If no rooms are at least

five tiles away, place her as far away as possible on

that floor.

Set aside the Girl card. When an explorer enters the

same room as the Girl token, that player takes the Girl

card.

If you get the Girl, you can give her to the Mummy while

you’re in the same room. The Mummy then becomes

the Girl’s custodian.



What You Know About the Heroes

They’re trying to banish the Mummy back to the land of

the dead.



The Mummy Must Do This ...

... during Its turn: If the Mummy rolls a 0 or a 1 for its

movement, it may use a secret passage to move to any

space in the house.

Once during the monster turn, the Mummy must attack

one explorer in the same room (if it can).

The Mummy can carry items and act as the Girl’s

custodian, but the Girl and those items don’t affect

his traits. You may transfer items and the Girl to the

Mummy if you are in the same space.



Special Attack Rules

The Mummy makes Might attacks but inflicts Speed

damage until its opponent’s Speed is at its lowest

number. (This attack can’t lower that trait to the skull

symbol.) After that, its opponent takes Might damage

instead until he or she is dead.

When the Mummy inflicts 2 or more points of damage

with an attack, it can steal an item from its opponent

instead of inflicting that damage. The Mummy can also

take the Girl from her custodian this way.

The Mummy is immune to Speed attacks (such as the

Revolver and Dynamite).



If You Win ...

The girl sits crumpled in the corner, crying out to you

for help. The mummy crosses the room and picks her

up in its linen-clad arms. Slowly, tenderly, the mummy

breathes into the wailing girl’s mouth. Her cries soften

and her tears glow amber as her eyes turn upward.

“My Priest, my love ... we are together once more,”

croons the fragile girl, “and soon the world will worship

us. Their flesh will be ours to burn, their souls ours to

feast upon ... .”



You Win When ...

... the Mummy is the Girl’s custodian, has the Ring or

the Holy Symbol, and returns with them to the room

with the Sarcophagus, or else all heroes are dead. If

neither the Ring nor the Holy Symbol is in play the next

time you discover a room with an Omen symbol, search

through the Omen deck and draw either card.



HAUNT
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The Mummy
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The Séance



A



dread chill descends upon the house, and a

voice clatters through the air, “I must rest ...

put my soul to rest ...or die ... .” As the words

fade, the spirit board you are carrying begins

to throb, matching the rhythm of your heart. Looking

down at the board, you see the mist coil into letters on

its surface:

K I L L T H E M A L L.



Right Now

Your character is still in the game but has turned traitor.

Set aside the Ghost token (light green).

If the Pentagram Chamber isn’t in the house, search

the room stack for it and put it next to a Basement

doorway at least five tiles away from you. (If there are

no Basement doorways at least five tiles away, put it as

far away from you as you can.) Then shuffle that stack.



What You Know About the Heroes

They are trying to summon the Ghost before you do.

If they succeed, they’ll gain control of the Ghost and

receive a quest to complete. If they fail, they’ll try to

destroy the Ghost instead.



You Win When ...



At the end of your first turn in control of the Ghost, the

house begins collapsing. The first room to collapse

must be the Attic (or, if the Attic isn’t in the house, any

unoccupied upper floor room). After that, at the end of

each explorer’s turn, tell that explorer to choose a new

room to collapse.

To collapse a room, choose a room tile and turn it over

so its back is showing. A room can’t collapse unless it

is adjacent to another collapsed room. The adjacent

rooms don’t need to have connecting doors. Diagonal

is not adjacent. If an occupied room collapses, all

explorers in that room are killed (including you).

Once the entire upper floor has collapsed, start

collapsing the ground floor beginning with the Grand

Staircase. Use tokens to mark the Grand Staircase,

Foyer, and Entrance Hall as they collapse. Once the

ground floor is gone, collapse the basement starting at

the Basement Landing.

If the Mystic Elevator’s roll would take it to a floor

where there are no uncollapsed rooms with open

doorways, then it does not move.

Only the Ghost can pass through collapsed rooms. The

Ghost can move through walls and collapsed rooms.

You control the Ghost if you summon it first or if the

heroes summon it first but then fail in their quest.



... all the heroes are dead, regardless of who summons

the Ghost first. How to Summon the Ghost There’s a

race between you and the other explorers to summon

the Ghost. To summon it, you must conduct a séance.



Special Attack Rules



• 	 While you have the Spirit Board, you can attempt

a Knowledge roll or a Sanity roll. During your

turn, you can attempt only one of these rolls.

A 5+ succeeds. When you’ve succeeded at one

Knowledge roll and one Sanity roll, you’ve

summoned the ghost.



The Ghost makes Sanity attacks which cause mental

damage. The possessor of the Ring or anyone in the

Pentagram Chamber can make Sanity attacks against

the Ghost.



The heroes are also attempting Knowledge and Sanity

rolls to summon the Ghost. If you succeed with your

summoning before they do, put the Ghost token next to

your character. If the other explorers succeed first, they

will tell you what happens. If You Summon the Ghost

First ... Ghost’s declaration (read aloud):”I will have my

revenge against the living!”



No one can attack until after the séance has been

completed.



If the Ghost attacks and rolls lower than a hero, it is not

harmed.



If You Win ...

The mists fill the house now, from top to bottom. You

glide through them, as silent as the ghost hovering

by your side. Your heartbeat slows and stills. Silence.

Now there are two spirits destined to haunt this place

together. Forever.



If the traitor dies, you keep control of the Ghost. The

Ghost must move toward a hero during each turn you

control it, attacking if it can.
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Frog-Leg Stew

From the shadows, a voice entices you. “You’ll help me,

won’t you, my plump little goose? Nasty people all over

my house, and they’ve stolen my darling book, too!

Help me punish them, my sweetling! There’s a good

little poppet!”



You Must Do This During Your Turn



Right Now



If the Cat is in the same room with a Frog and defeats it

with a Might attack, it eats it. It ignores Frogs that are

being carried.



Your character is still in the game but has turned traitor.

Set aside a Cat token (orange).



When the first explorer is turned into a Frog, put the

Cat token in the room where the haunt was revealed.

It moves on the next monster turn toward the nearest

Frog.



Special Attack Rules



Set aside four Frog tokens (orange).

Put the Witch token (large) in the Entrance Hall.

Put one Root token (orange) in the Conservatory, one

in the Larder, and one in the Kitchen, either now or

when the rooms are discovered. Don’t announce which

undiscovered rooms will get Root tokens. You can’t pick

up Root tokens.



What You Know About the Heroes



The Witch is currently invulnerable: she can’t be

attacked. She can’t attack normally, either, but she can

cast one spell each turn. She will not pick up any items.



If You Win ...

“One little froggy, two little froggies ... .Go on my

poppet, feed your bad froggy friends to the nice kittywitty. There’s my precious gosling!”



They have the Witch’s spellbook (the Book card). You

should get it from them, especially since the heroes

might use it to overcome the Witch’s invulnerability.



You Win When ...

... all the heroes are either dead or turned into Frogs.

The Witch’s Spells The witch can cast one of these

spells each turn. If you manage to take the book from

the heroes, you may also cast either of the first two

spells each turn.

Skin of Frog: The Witch can cast this spell on any hero

in the same room. The Witch and that hero make Sanity

rolls. If the Witch gets a higher result than the hero,

that hero turns into a Frog and drops all items. The

hero’s Might and Knowledge are lowered to their lowest

numbers. A Frog can’t attack, draw cards, or explore

new rooms. An explorer can pick up and carry a Frog

like an item. Neither you nor the witch may attack a

frog; she wants her pet to have a nice snack.

Breath of Dragon: The Witch can cast this spell on any

character within her line of sight (an uninterrupted

straight line of doors) or in the same room. It inflicts

two dice of non-resistable physical damage.

Wings of Raven: The Witch can cast this spell to move

herself to any room in the house. (Choose a room and

put her there.) She can cast this spell on you instead, if

she’s in the same room.
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The Web of Destiny



Y



our mind shivers as you feel a dark presence

crawl inside it, making itself at home in your

skull. You are yourself, yet you are also IT -- the

spider. Already a plump mortal morsel wriggles

within the strands of your new web. You feel your

spider-self inject eggs into the belly of the screaming

prey. Soon its struggles will stop and your babies will

spill from its twitching corpse. You can almost taste

your human prey. It struggles, sending shivers across

the strands and up across your spider-belly. But your

instincts tell you that others will try to stop the birth of

your babies ... unless you stop them first.



Special Attack Rules



Right Now



	 Turn	Traits

	

0	 Speed 0

	

1	 Speed 1

	

2	 Speed 2

	

3	 Speed 4

	

4	 Speed 5

	

5	 Speed 6

	 6+	 Speed 6



If there are five or six players, your character is still in

the game but has turned traitor.

If there are three or four players, your explorer has

been eaten by the Spider. Drop all of your items and

remove your figure from the game.

Put a Spider token (large) in the same room as the

explorer who has the Bite card.

Set up the Turn/Damage Track with a plastic clip on

Turn 1. You’ll use it to keep track of time.



What You Know About the Heroes



Each time the Spider makes an attack, you can reroll

each blank die once. (For example, if the Spider rolls

four dice and two of them have no successes, those

dice are “blank dice.” Those two dice can be rerolled.)



If You Win ...

... your spawn feasts on the tasty, tasty humans.



The Spider



The haunt revealer (the explorer who revealed this

haunt) is caught in a sticky web and infested with giant

spider eggs. That explorer can’t move.



You Win When ...

... either the Spider’s eggs hatch on Turn 9 or all the

heroes are dead.



You Must Do This On Your Turn

At the end of each of your turns, advance the Turn/

Damage Track to the next number. The Spider Must

Do This ... ... during Its turn. The Spider must move

toward an explorer who isn’t the haunt revealer and (if

possible) attack. Neither the Spider nor the traitor can

attack the haunt revealer unless the eggs have been

destroyed.
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I Was a Teenage Lycanthrope



M



oonlight streams into the room, caressing

your skin. You stumble to a window and

stare up at the full moon. Your mind begins

to scream as it dies, even as your body howls

with delight and newfound power.



Special Attack Rules



Put a Wolf token (orange) on your explorer’s character

card.



Whenever you or the Dog defeats an explorer, that

character takes damage normally. At the start of each

of that explorer’s subsequent turns, that character

must attempt a Sanity roll of 4+ to resist the Werewolf’s

curse. If the explorer fails, that character becomes a

Werewolf and is no longer a hero. That player can then

read this haunt in the Traitor’s Tome and do everything

listed under “Right Now.”



You are now a Werewolf. Drop all of your items. If you

have the Girl or the Madman, you lose custody of them.

Set those cards aside and adjust your traits accordingly.

Their tokens (crimson) remain in the same room.



None of a Werewolf’s traits can be moved to the skull

marker unless you are attacked with a special item

described in the heroes’ tome. All damage that you take

from any other source is halved (rounded up).



Raise any trait below its starting number to that

number. You then get to increase your traits by one

point for each hero in the game. For example, if there

are three heroes, you get three points to spend on

increasing your traits (not three points in every trait).



Neither you nor the Dog can carry items or use

elevators.



Right Now



If the traitor wins and a Werewolf has killed a hero, the

player controlling that Werewolf wins too.



If You Win ...



What You Know About the Heroes

You probably knew something about them, but you’re

now too wolfish to remember.



You Win When ...

... all of the heroes are either dead or have changed

into Werewolves. You Must Do This On Your Turn At the

beginning of each of your turns, you gain 1 Might and

1 Speed. You cannot raise a trait above the maximum

printed on your card. The Dog The Dog is now a

monster that you control. Put the Dog token (orange)

into the same room as your explorer. Ignore the text on

the Dog card.



You glide through the house and out into the gardens,

enjoying the soothing tang of blood upon your tongue.

With a flick of your tail you leap the mossy wall and

land beside the driveway. Already you can smell the

ashen-sweat scent of more humans less than a mile

away.

Tonight’s hunt has only just begun.



HAUNT
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The Floating Eye



Y



our masters are finally here. You grovel on the

ground as a giant, floating eye descends from

the ship and hovers just above you. It is time

for your friends to discover the truth and bow

before their new masters.



The heroes know a secret way to free each other from

an Alien’s mind control ability. The Aliens can only

control someone once. When an explorer is freed, that

character becomes immune to the Alien’s mind-control

ability.



Right Now



The Aliens are immune to Speed attacks (such as the

Revolver and Dynamite).



If there are three or four players, set aside one Alien

token (blue). If there are five or six players, set aside

two Alien tokens. Put the Alien token (or tokens) in the

room where this haunt was revealed. Put the Spaceship

token (pentagonal) there as well.

Put your explorer’s figure on the Spaceship token. Your

explorer, along with all of that character’s items and

omens, is now out of the game, awaiting transport.



What You Know About the Heroes



Aliens that are stunned can still maintain control of any

heroes they have defeated in Sanity combat.



If You Win ...

Your masters are pleased, so pleased with your gift

to them. Your friends will make most excellent hosts

for your masters’ xenobiological experiments. And, of

course, the masters have promised to let you keep their

eyes as souvenirs.



They’re trying to keep you from abducting them. They

have a way to free themselves from the Aliens’ mind

control ability.



The Aliens

Speed 4 Might 6 Sanity 6



You Win When ...

... all of the heroes are either dead or on the Spaceship.



Special Attack Rules

Instead of making a Might attack, you may choose to

have an Alien make a Sanity attack against each of

the explorers in the same room. Resolve each attack

separately. If an explorer defeats the Alien during this

special attack, neither figure takes damage. If an Alien

defeats an explorer, that character doesn’t take damage

but falls under the Alien’s control instead.

Once you take control of an explorer, you move that

explorer toward the Spaceship on his or her turn. The

controlled hero does not need to roll or take damage

from room tiles. Controlled heroes may not attack or

take other actions. After the explorer gets to the room

with the Spaceship, that explorer boards the Spaceship

at the beginning of his or her next turn. That character

is then out of the game.
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Carnivorous Ivy



Y



ou’ve always liked plants. Philodendrons,

azaleas, asters, and vines -- oh, yes, vines.

Now you can feel the vines creeping up the

sides of the mansion and slithering through the

windows. You know you must help the vines grow and

grow. What do plants need to thrive? Light, water ...

and fertilizer. What would make a nice fertilizer? Ah! Of

course! Your friends!



Special Attack Rules



Right Now



When a Tip starts its turn with an explorer already

grabbed, it moves two spaces that turn toward its

matching Root instead of taking its normal movement.

A Tip can take any path back to the Root. Tips carrying

explorers can’t attack.



Your character is still in the game but has turned traitor.

If you currently possess the Book, you must drop it. You

cannot pick it up later.

Set aside a number of pairs of Root and Tip tokens

(orange) equal to twice the number of players (up

to a maximum of 10 pairs). Each pair of these tokens

represents a “creeper.”

Put the Root tokens in the following “creeper rooms:”

Entrance Hall, Balcony, Bedroom, Chapel, Conservatory,

Dining Room, Gardens, Grand Staircase, Graveyard,

Master Bedroom, Patio, and Tower. You can’t put

more than one Root token in a room. If there are more

creeper rooms in play than Root tokens, you choose

which rooms have Roots. If you have more Roots than

creeper rooms, you can place additional Roots when

additional rooms are discovered.

Put a matching Tip in each room with a Root.



Roots don’t move and can’t attack or be attacked, but

Tips can.

If a creeper’s Tip defeats a hero, the hero takes no

damage. That character is grabbed and drops all items,

which remain in that room.

A grabbed hero may not be attacked by any other Tips

but may be attacked by you.



At the beginning of a creeper’s turn, any grabbed

characters at that creeper’s Root are killed and

mulched. A creeper that kills an explorer is removed

from the game.

The Bell has no effect on grabbed heroes. The Spirit

Board has no effect on Tips.



If You Win ...

You lie in the master bedroom watching the vines creep

across the ceiling above you and slither across the

sheets. The house is so peaceful now. Soon you will

have to find more “friends” to feed your precious vines.

You always did have a green thumb.



What You Know About the Heroes

They’re up to something ... something that can destroy

your beloved vines.



Creepers

Speed 2 Might 5 Sanity 3



You Win When ...

... all of the heroes are dead or the special item they’ve

made has been destroyed. (They can make this item

using the rules in Secrets of Survival.) To destroy the

special item, first steal it from whichever hero has it,

then end your turn in the Chasm, Furnace Room, or

Underground Lake and cast it to its doom. Creepers As

a creeper expands, you can move the Tip of the creeper,

but the Root never leaves the room where it started.

Only the Tips of creepers can attack or be attacked.

If a Tip enters the Mystic Elevator, the Elevator won’t

function until the Tip leaves.

Roots don’t slow hero movement as described on page

12 of the rules, but Tips do.
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Wail of the Banshee



F



irst you hear a faint sound from just outside the

room, as if someone were scrambling up the

walls or scraping long talons across them. A few

seconds later, you catch a glimpse of tattered,

silver robes swirling across the edge of your vision. You

turn to run to the door just as you hear something enter

the room behind you. The creature sighs.



Another way of describing moves 1 and 3 above is

that the Banshee “hugs” the left or right wall. If a leftturning Banshee can’t turn left, it will go straight; if it

can’t go straight, it will turn right; and if it’s in a deadend room, then it will leave the way it entered. The

Banshee can’t affect or be affected by the movement of

others. Like any monster, it can’t discover new rooms.



The sound creeps across the room, and you feel a

terrible chill boring into your heart. Death is nigh, but

not for you. The spirit board protects you from your

darling’s deadly voice. If you can just be alone with her,

you know she will agree to stay with you ... for eternity

... .



If the Banshee enters the Upper Landing, the

Collapsed Room, the Gallery, the Foyer (when Stairs

from Basement is in play), or a room with the Secret

Stairs, Secret Passage, or Wall Switch tokens, you may

decide whether to move it to the corresponding room

elsewhere as its next move. If you move it elsewhere,

you may also decide its facing in its new room. It may

not use the Mystic Elevator.



Right Now

Your character is still in the game but has turned traitor.

Put a Banshee token (large) in the room with your

character.



If the Banshee passes through a room with an explorer

or stops in the same room as an explorer, it wails. Each

explorer in the room must attempt a Sanity roll:

	 6+ 	 Roll a die and take that much mental damage.



What You Know About the Heroes

They plan to silence the Banshee.



	 3-5 	 Roll two dice and take that much mental 	

		

damage.



You Win When ...



	 0-2 	 Roll four dice and take that much mental 	

		

damage.



... all the heroes are dead.



The Banshee



You are immune to the Banshee’s wail as long as you

have the Spirit Board. If you lose the Spirit Board, you

can be affected by the Banshee’s wail.



The Banshee usually moves according to its own plan.

It always moves as many spaces as its Speed roll.

Each time you can move the Banshee, roll two dice to

determine how it moves:



Special Attack Rules



0. 	 Put the monster in any room up to 7 tiles away. It

does not pass through any other rooms this turn.



If You Win ...



1. 	 Choose which room it moves into first. For the rest

of its movement this turn, it always turns left, if

possible.



The Banshee can’t be attacked.



The banshee’s silver hair wraps around you as you

stare into her ice-cold eyes. Now, it is just the two of

you and your love’s haunting song. Together. Forever.



2. 	 Choose which room it moves into first. For the rest

of its movement this turn, it always moves straight

ahead, if possible. If the only options it has are

turning left or right, determine randomly which

way it goes.

3. 	 Choose which room it moves into first. For the rest

of its movement this turn, it always turns right, if

possible.

4. 	 This turn, you control the Banshee’s movement,

but its wail can only affect one explorer once.
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