	
	Bite
	Book
	Crystal Ball
	Dog
	Girl
	Holy Symbol
	Madman
	Mask
	Medallion
	Ring
	Skull
	Spear
	Spirit Board

	Abandoned Room
	17
	7
	12
	38
	1
	9
	45
	42
	49
	28
	50
	31
	48

	Balcony
	24
	7
	32
	5
	16
	6
	11
	25
	49
	20
	47
	39
	2

	Catacombs
	4
	7
	23
	46
	1
	13
	10
	25
	49
	41
	37
	19
	48

	Charred Room
	24
	18
	23
	38
	30
	13
	34
	48
	44
	20
	47
	15
	8

	Dining Room
	24
	3
	27
	5
	16
	6
	45
	42
	21
	20
	37
	39
	40

	Furnace Room
	4
	18
	32
	38
	30
	13
	10
	42
	36
	28
	50
	15
	2

	Gallery
	17
	3
	12
	38
	33
	22
	10
	25
	36
	41
	37
	15
	8

	Gymnasium
	35
	29
	12
	46
	33
	22
	11
	22
	21
	41
	47
	19
	48

	Junk Room
	4
	18
	27
	46
	1
	9
	11
	25
	44
	28
	50
	31
	40

	Kitchen
	17
	3
	23
	46
	33
	22
	34
	32
	36
	41
	37
	39
	2

	Master Bedroom
	35
	29
	27
	5
	16
	6
	10
	35
	44
	20
	47
	19
	2

	Pentagram Chamber
	26
	43
	32
	43
	26 23
	26 9
	45
	14
	14
	26
	14
	43
	40

	Servant’s Quarters
	35
	29
	12
	5
	30
	9
	34
	42
	21
	28
	50
	31
	8


HR = Haunt Revealer

If two explorers tie in the same trait, and one of them is the HR, choose the HR.  If neither is HR, choose first to left of HR.
1. HR Left of HR
2. HR

3. Lowest Knowledge (not HR)

4. Highest Might (except HR)

5. HR

6. Lowest Sanity

7. Father Rhinehardt (gardening) or highest Sanity Might
8. HR

9. None (at first)

10. HR

11. HR

12. None

13. Lowest Sanity (except HR)

14. HR

15. Lowest Speed (except HR)

16. Left of HR

17. Peter Akimoto (bugs) or highest Knowledge

18. Left of HR

19. HR

20. Vivian Lopez (old movies) or lowest Might

21. Oldest explorer (except HR)

22. Left of HR

23. Left of HR

24. Brandon Jaspers (camping) or lowest Speed

25. Zoe Ingstrom (dolls) or highest Knowledge

26. Left of HR Ox Bellows (shiny objects) or lowest Knowledge
27. Highest Knowledge (except HR) Lowest Speed
28. Highest Knowledge (except HR) HR
29. HR Jeny LeClerc (reading) or highest Sanity
30. HR

31. Left of HR

32. Highest Sanity

33. Highest Speed (except HR)

34. Professor Longfellow (drama) or highest Speed

35. Highest Knowledge

36. Missy Dubourde (swimming) or highest Speed

37. Lowest Might

38. Lowest Knowledge (except HR Dog’s custodian)

39. Highest Speed (except HR)
40. Left of HR

41. HR

42. Highest Might

43. HR

44. Youngest explorer Lowest Might (except HR)

45. Highest Knowledge Sanity (except HR)

46. Madame Zostra (cooking) or lowest Speed HR
47. HR Madame Zostra (cooking) or lowest Speed
48. Left of HR

49. Heather Granville or highest Knowledge

50. HR

	
	
	
	Room
	Icon
	Door
	Notes
	
	
	
	Room
	Icon
	Door
	Notes

	U
	G
	
	Bloody Room
	Item
	4
	
	U
	G
	B
	Creaky Hallway
	-
	4
	

	U
	G
	B
	Statuary Corridor
	Event
	2
	
	
	
	B
	Wine Cellar
	Item
	2
	

	
	G
	
	Gardens
	Event
	2 o
	
	U
	G
	B
	Organ Room
	Event
	2 (T)
	

	U
	G
	B
	Mystic Elevator
	-
	1
	Moves
	
	G
	
	Graveyard
	Event
	1 o
	Sanity 4+ exit

	U
	G
	
	Collapsed Room
	-
	4
	Speed 5+ or fall
	U
	G
	
	Conservatory
	Event
	1 w
	

	U
	
	B
	Operating Lab.
	Event
	2 (T)
	
	
	G
	
	Ballroom
	Event
	4
	

	U
	G
	B
	Junk Room
	Omen
	4
	Might 3+ exit
	U
	G
	
	Charred Room
	Omen
	4
	

	
	G
	
	Dining Room
	Omen
	2(T)w
	
	
	G
	B
	Kitchen
	Omen
	2 (T)
	

	
	
	B
	Catacombs
	Omen
	2
	Sanity 6+ cross
	U
	
	
	Attic
	Event
	1
	Speed 3+ exit

	
	
	B
	Furnace Room
	Omen
	3
	1 phys. damage
	U
	
	
	Bedroom
	Event
	2 w
	

	U
	G
	
	Chapel
	Event
	1 w
	+1 Sanity
	U
	
	
	Balcony
	Omen
	2 o
	

	
	G
	
	Patio
	Event
	3 o
	
	U
	G
	B
	Dusty Hallway
	-
	
	

	U
	
	
	Undergrnd Lake
	Event
	2 (T)
	
	U
	
	
	Tower
	Event
	2 o
	Might 3+ cross

	
	
	B
	Larder
	Item
	2
	+1 Might
	U
	
	B
	Gymnasium
	Omen
	2 (T)
	+1 Speed

	U
	
	
	Master Bedroom
	Omen
	2(T)w
	
	U
	
	
	Gallery
	Omen
	2
	Fall to Ballroom

	U
	
	B
	Servants’ Quarter
	Omen
	4
	
	
	
	B
	Chasm
	-
	2
	Speed 3+ cross

	U
	G
	B
	Game Room
	Event
	3
	
	
	G
	B
	Abandoned Rm.
	Omen
	4
	

	
	
	B
	Stairs
	-
	1*
	Leads to Foyer
	
	
	B
	Pentagram Chm
	Omen
	1
	Know. 4+ exit

	U
	
	B
	Vault
	Event
	1
	2 item know. 6+
	U
	
	B
	Storeroom
	Item
	1
	

	U
	G
	
	Library
	Event
	2 (T)
	+1 Knowledge
	
	G
	
	Coal Chute
	-
	1*
	Slide basement

	U
	
	B
	Research Lab
	Event
	2
	
	
	
	B
	Crypt
	Event
	1
	1 ment. damage


*Additional non-door exit present
(T) = Turn; doors make 90-degree angle

w = Window present (5 rooms above plus Grand Staircase)
o = “Outside” location (5 rooms)
Items (22 cards; 27% in House + around 10% from events; 14 max/game without closet)
Adrenaline Shot
+4 to trait roll (consumed)

Amulet of the Ages
+1 all traits, -3 all traits if lost

Angel Feather
call number 0 to 8 instead of rolling (consumed)

Armor
-1 physical damage

Axe
+1 dice on might attack

Bell
+1 sanity, move heroes closer on sanity 5+

Blood Dagger
+3 dice on might attack (lose 1 speed), 2 dice damage if stolen

Bottle
random effect after haunt (consumed)

Candle
+1 die on event trait rolls, +2 all stats with Bell & Book

Druidic Charm
+1 speed, consume to stun monsters

Dynamite
AoE attack: 4 physical damage unless speed 5+ (consumed)

Healing Salve
Restore physical traits (consumed)
Lucky Stone
reroll any dice from 1 roll (consumed)

Medical Kit
Knowledge roll to heal physical

Mystic Coin
once/turn, +1 phys. or +1 ment. or -1 phys. and ment.

Puzzle Box
2 items on Knowledge 6+

Rabbit’s Foot
reroll 1 die/turn

Revolver
+1 die speed attack (distance)

Rope
climb gallery, collapsed room, coal chute, mystic slide

Skeleton Key
opens vault, locked safe, front door

Smelling Salts
heal knowledge (consumed)

Toy Monkey
+1 speed, +1 knowledge, randomly attacks w/speed

Omens (13 cards; 100% discovered if House fully explored)
Bite
might 4 attack vs. finder

Book
+2 knowledge

Crystal Ball
move item/event to top of stack on knowledge 4+ (after haunt)

Dog
+1 might, +1 sanity, carries item up to 6 spaces

Girl
+1 sanity, +1 knowledge

Holy Symbol
+2 sanity

Madman
+2 might, -1 sanity

Mask
sanity 4+ to wear/remove; +2 knowledge and -2 sanity while on

Medallion
immune to Pentagram Chamber, Crypt, Graveyard

Ring
can attack with sanity

Skull
can take mental damage as physical

Spear
+2 dice on might attack

Spirit Board
view top tile of room stack (before moving)

Event Errata
Moment of Hope
Affects only heroes, not all explorers

ni egami rorrim eht
Can affect an explorer with no items

Revolving Wall
Icons in the new room do affect you

Event List (45 cards; 40% discovered if House fully explored)
Webs
Might 4+ gain 1 Might, 0-3 stuck for up to 3 turns

Grave Dirt
Might 4+ gain 1 Might, 0-3 1 physical/turn until reach a location

Creepy Puppet
Might 4 attack; if damaged, player with Spear gains 2 Might

Debris
Speed 3+ gain 1 Speed, 1-2 1d phys+buried, 0 2d phys+buried

Something Slimy
Speed 4+ gain 1 Speed, 1-3 lose 1 Might, 0 lose 1 Might+Speed

Angry Being
Speed 5+ gain 1 Speed, 2-4 1d mental, 0-1 1d mental 1d physical

Spider
Speed/Sanity 4+ gain 1 used, 1-3 1d physical, 0 2d physical

Burning Man
Sanity 4+ gain 1 Sanity, 2-3 entrance hall, 0-1 1d mental 1d phys

Bloody Vision
Sanity 4+ gain 1 Sanity, 2-3 lose 1 Sanity, 0-1 forced attack

Funeral
Sanity 4+ gain 1 Sanity, 2-3 lose 1 Sanity, 0-1 lose 1 Sanity+Might

Creepy Crawlies
Sanity 5+ gain 1 Sanity, 1-4 lose 1 Sanity, 0 lose 2 Sanity

Rotten
Sanity 5+ gain 1 San, 2-4 lose 1 Mt, 1 lose 1 Mt+Spd, 0 lose 1 all

The Voice
Knowledge 4+ item, 0-3 nothing

Groundskeeper
Knowledge (-2d in Gardens) 4+ item, 0-3 Might 4 attack

Night View
Knowledge 5+ gain 1 Knowledge, 0-4 nothing

The Lost One
Knowledge 5+ gain 1 Knowledge, 0-4 move randomly

Something Hidden
Optional Knowledge 4+ item, 0-3 lose 1 Sanity

Possession
Roll Any, 4+ gain any, 0-3 drop trait to lowest

Hanged Men
Roll All, 0-1 lose 1 trait, if 2+ on all gain 1 any

Phone Call
2 dice:  4 gain 1 Sanity, 3 gain 1 Know, 1-2 1d mental, 0 2d phys

Disquieting Sounds
6 dice:  #omens+ gain 1 Sanity, else 1d mental

Footsteps
1 die (+1d Chapel) 4 gain 1 Might, 3 gain 1 Might other loses 1 Sanity, 2 lose 1 Sanity, 1 lose 1 Speed, 0 all lose 1 any

Shrieking Wind
Outside Might 3-4 1d phys, 1-2 1d ment, 0 1d phys and drop item

The Beckoning
Outside Sanity 0-2 1d physical and jump to Patio

Mists From the Walls
Basement Sanity 1-3 1d mental +1d event, 0 1d mental +2d event

Silence
Basement Sanity (-2d for monkey) 1-3 1d mental, 0 2d mental

Hideous Shriek
All Sanity 1-3 1d mental 0 2d mental

ni egami rorrim eht
Item
It is Meant to Be
Rearrange top 3 of one tile/stack or save a roll of 4 dice

The Walls
Move to new room

What the…?
Move room to new position

Jonah’s Turn
Exchange Toy Monkey or Puzzle Box and gain Sanity, or 1d ment

Image in the Mirror
Lose item but gain 1 Knowledge (if no items, passes to left)

Whoops!
Lose item

Lights Out
Movement reduced to 1 until end turn on explorer, furnace, candle

Closet Door
token:  2 dice:  4 item, 2-3 event, 0-1 event and remove
Skeletons
1d mental; token: Sanity 5+ item and remove, 0-4 1d mental
Locked Safe
token:  Knowledge 5+ 2 items+remove, 2-4 1d phys, 0-1 2d phys

A Moment of Hope
token:  heroes get +1 die on all trait rolls in room

Drip…
token:  explorers get -1 die on all trait rolls in this room

Smoke
token:  explorers get -2 dice on all trait rolls, and blocks LoS
Secret Passage
token:  permanent passage to random floor
Secret Stairs
token:  permanent passage to another level

Revolving Wall
token:  permanent door, required Knowledge 3+ to use
Mystic Slide
token:  slide to lower levels, Might 5+ to control or 1d physical
Red Tokens (Human)
5 Cultist

5 Servant

5 Freak (numbered, no stun)

5 Victim/Corpse (arrows on victim side)

1 Bride

1 Girl

1 Madman

Orange Tokens (Animal)
24 Rat/Bat

10 Root (numbered)

10 Tip (numbered)

5 Wolf (no stun)

4 Frog

2 Cat

1 Beetle

1 Centipede

1 Praying Mantis

1 Roach

1 Wasp

1 Bear (no stun)

1 Crocodile (no stun)

1 Hawk (no stun)

1 Weasel (no stun)

1 Dog
Green Tokens (Undead)
10 Zombie

6 Specter

5 Shadow (numbered)

5 Soul (numbered)

4 Vampire

1 Ghost

1 Phantom

1 Astral Spirit (no stun)
1 Death

Dark Green
30 Blob/Spore

1 Evil Plant

Blue (Otherwordly)
16 Body

6 Nightmare (no stun)

6 Evil Twin (numbered)

5 Demon (numbered)

5 Antibody
4 Stomach

2 Glands

2 Teeth

1 Heart

1 Brain

1 Lungs

2 Alien

Big
2 Ouroboros Head

1 Banshee (arrow)

1 Dragon (no stun)

1 Demon Lord

1 Witch

1 Frankenstein’s Monster

1 Dracula

1 Mummy

1 Zombie Lord

1 Spider

1 Crimson Jack (no stun)
Pentagonal Tokens (Items)
1 Antique Armor

2 Bug Spray

1 Floor Wax

1 Flower

1 Gardening Supplies

5 Holy Seal

1 Holy Symbol

1 Nitric Acid

8 Paint

1 Plant Spray

1 Rat Poison

1 Rowboat

1 Sarcophagus

1 Shield

1 Silver Bullets

1 Spaceship

1 Spray Gun

1 Statue

5 Torch

1 Toy Airplane

1 Vinegar

6 Item Pile

Original Haunt Distribution
Bite
3x 4
3x 17
3x 24
3x 35*

Book
3x 3
3x 7
3x 18
3x 29

Crystal Ball
4x 12
3x 23
3x 27
3x 32*

Dog
4x 5
4x 38
4x 46

Girl
3x 1
3x 16
3x 30
3x 33

Holy Symbol
3x 6
3x 9
3x 13
3x 22*

Madman
4x 10
3x 11
3x 34
3x 45

Mask
4x 25
4x 42
1x 22 (Holy), 32 (Crystal), 35 (Bite), 48 (Spirit)
Medallion
3x 21
3x 36
3x 44
3x 49

Ring
4x 20
4x 28
4x 41

Skull
4x 37
4x 47
4x 50

Spear
3x 15
3x 19
3x 31
3x 39

Spirit Board
4x 2
3x 8
3x 40
3x 48*

Pentagram
4x 26
3x 14
3x 43
Combined Haunt Distribution (Original + Custom)
Bite
2x 4
2x 17
2x 24
2x 35*
3x 70
1x 60**
Book
2x 3
2x 7
2x 18
2x 29
2x 51*
Crystal Ball
3x 12
2x 23
2x 27
3x 32*
Dog
3x 5
3x 38
3x 46
3x 53
Girl
2x 1
2x 16
2x 30
2x 33
3x 64
1x 60**
1x 51*
Holy Symbol
2x 6
2x 9
2x 13
2x 22*
3x 66
Madman
2x 10
2x 11
2x 34
3x 45
3x 62
Mask
2x 25
3x 42
3x 56
3x 55
Medallion
2x 21
2x 36
2x 44
3x 49
3x 59
Ring
3x 20
3x 28
3x 41
3x 52
Skull
3x 37
3x 47
3x 50
3x 54
Spear
2x 15
2x 19
2x 31
3x 39
3x 61
Spirit Board
2x 2
2x 8
2x 40
2x 48*
3x 63
1x 60**
Pentagram
3x 26
3x 14
3x 43

Catacombs
3x 68
Gallery
3x 57
Junk Room
3x 65
Unallocated: 58, 67, 69 (no req.)

Standard Scenario Traitor Selection:
	Traitor
	#
	%
	Traitor
	#
	%

	Haunt Revealer
	14
	28%
	Left of HR
	8
	16%

	High Might
	2
	
	High Might (not HR)
	
	

	High Speed
	**
	
	High Speed (not HR)
	2
	

	High Sanity
	1*
	
	High Sanity (not HR)
	
	

	High Know.
	1***
	
	High Know. (not HR)
	3
	

	Low Might
	1*
	
	Low Might (not HR)
	
	

	Low Speed
	**
	
	Low Speed (not HR)
	1
	

	Low Sanity
	1
	
	Low Sanity (not HR)
	1
	

	Low Know.
	
	
	Low Know. (not HR)
	2
	

	None
	1
	
	Oldest (not HR)
	1
	

	None (at first)
	1
	
	Youngest (not HR)
	1
	

	
	
	
	
	
	

	
	
	
	
	
	


*Uses this trait if a specific character is not in play:

Father Rhinehardt (gardening) or highest Sanity

Peter Akimoto (bugs) or highest Knowledge

Vivian Lopez (old movies) or lowest Might

Brandon Jaspers (camping) or lowest Speed

Zoe Ingstrom (dolls) or highest Knowledge

Professor Longfellow (drama) or highest Speed

Missy Dubourde (swimming) or highest Speed

Madame Zostra (cooking) or lowest Speed

Heather Granville or highest Knowledge

Not specifically named:
Jenny LeClerc (Reading, Soccer)

Ox Bellows (Football, Shiny Objects)

Darrin “Flash” Williams (Track, Music, Shakespearean Literature)

Character Traits: Starting (Min-Max)
	Might
	Speed
	Sanity
	Knowledge

	2 (2-6)
	4 (3-8)
	4 (4-8)
	5 (4-7)

	4 (2-6)
	3 (2-7)
	4 (4-8)
	4 (1-6)

	3 (2-7)
	5 (3-7)
	3 (1-7)
	4 (2-6)

	3 (2-7)
	4 (4-8)
	5 (3-8)
	3 (1-5)

	3 (2-7)
	6 (4-8)
	3 (1-7)
	3 (2-7)

	5 (4-8)
	4 (2-6)
	3 (2-7)
	3 (2-6)

	3 (2-8)
	4 (3-7)
	4 (3-7)
	4 (3-8)

	4 (2-7)
	4 (3-8)
	4 (3-8)
	3 (1-7)

	4 (3-8)
	4 (2-8)
	4 (1-6)
	3 (2-8)

	3 (3-8)
	4 (3-8)
	3 (3-6)
	5 (2-8)

	2 (1-7)
	3 (2-7)
	6 (3-8)
	4 (1-8)

	3 (1-6)
	4 (2-6)
	3 (1-7)
	5 (4-8)


Distribution of Traits across all characters

	Starting
	2
	3
	4
	5
	6

	Might
	2
	6
	3
	1
	

	Speed
	
	2
	8
	1
	1

	Sanity
	
	5
	5
	1
	1

	Knowledge
	
	5
	4
	3
	


	Minimum
	1
	2
	3
	4
	5

	Might
	2
	7
	2
	1
	

	Speed
	
	5
	5
	2
	

	Sanity
	4
	1
	5
	2
	

	Knowledge
	4
	5
	1
	2
	


	Maximum
	4
	5
	6
	7
	8

	Might
	
	
	3
	5
	4

	Speed
	
	
	2
	4
	6

	Sanity
	
	
	2
	5
	5

	Knowledge
	
	1
	3
	3
	5


Dice roll probabilities
	Result
	1 die
	2 dice
	3 dice
	4 dice
	5 dice
	6 dice
	7 dice
	8 dice

	≥ 1
	66.7%
	88.9%
	96.3%
	98.8%
	99.6%
	99.9%
	99.95%
	99.98%

	≥ 2
	33.3%
	66.7%
	85.2%
	93.8%
	97.5%
	99.0%
	99.6%
	99.9%

	≥ 3
	
	33.3%
	63.0%
	81.5%
	91.4%
	96.2%
	98.3%
	99.3%

	≥ 4
	
	11.1%
	37.0%
	61.7%
	79.0%
	89.3%
	94.4%
	

	≥ 5
	
	
	14.8%
	38.3%
	60.5%
	77.0%
	87.1%
	

	≥ 6
	
	
	3.7%
	18.5%
	39.5%
	59.7%
	74.9%
	

	≥ 7
	
	
	
	6.2%
	21.0%
	40.3%
	58.6%
	

	≥ 8
	
	
	
	1.2%
	8.6%
	23.0%
	41.4%
	

	≥ 9
	
	
	
	
	2.5%
	10.7%
	25.1%
	

	≥ 10
	
	
	
	
	0.4%
	3.8%
	12.9%
	

	≥ 11
	
	
	
	
	
	1.0%
	5.6%
	

	≥ 12
	
	
	
	
	
	0.1%
	1.6%
	

	≥ 13
	
	
	
	
	
	
	0.4%
	

	≥ 14
	
	
	
	
	
	
	0.05%
	0.7%

	≥ 15
	
	
	
	
	
	
	
	0.1%

	≥ 16
	
	
	
	
	
	
	
	0.02%


Chance to Begin Haunt on Nth Omen (exactly)
	N
	Probability

	1
	0.1%

	2
	1.0%

	3
	3.8%

	4
	10.2%

	5
	19.6%

	6
	26.4%

	7
	23.3%

	8
	12.1%

	9
	3.2%

	10
	0.4%

	11
	0.01%

	12
	0.0001%

	13
	0.0000001%


69% chance of starting on omen 5-7
92% chance of starting on omen 4-8

99% chance of starting on omen 3-9

Probability that a given omen is in play when the Haunt begins:

≈ 46%

Probability that a given omen is in play, given another omen started the Haunt:

≈ 43%

Room Statistics
	
	Rooms
	Events
	Items
	Omens
	No Icon
	Bonus
	Trap

	Total
	42
	18 (43%)
	4 (10%)
	13 (31%)
	7 (17%)
	5 (12%)
	7 (17%)

	Upper
	26 (max)
	13 (50%)
	2 (8%)
	7 (27%)
	4 (15%)
	4 (15%)
	3 (12%)

	Ground
	21 (max)
	10 (48%)
	1 (5%)
	5 (24%)
	5 (24%)
	2 (10%)
	3 (14%)

	Basement
	23 (max)
	7 (30%)
	3 (13%)
	8 (35%)
	5 (22%)
	3 (13%)
	4 (17%)

	UGB
	7
	3
	
	1
	3
	
	1

	UG
	6
	3
	1
	1
	1
	2
	1

	UB
	6
	3
	1
	2
	
	2
	

	GB
	2
	
	
	2 (100%)
	
	
	

	U
	7
	4
	
	3
	
	
	1

	G
	6
	4
	
	1
	1
	
	1

	B
	8
	1
	2
	3
	2
	1
	3


Bonus:  Vault or +1 to a trait

Trap:  Damage or forces a trait roll
Card Statistics
Cards with Might Rolls:  5 events (1 affects all outside), 1 omen 
Cards with Speed Rolls:  3 events (+1 Speed/Sanity) 
Cards with Sanity Rolls:  10 events (1 optional, 4 general) (+1 Speed/Sanity)

Cards with Knowledge Rolls:  7 events (3 optional, 2 no consequence)
