FEAR:

S » 101

Instructions:

Flace your marker {ex. A coin) at the frant doar (darkest rectanghe).
2. Move through the mance and conduct 8 s=ance [roll ore 36} in each
nesw e, Iaaking for hickd en treasgre

S Saandes may cause a Haunting, which can increass pour Feas, TF
your Fear rises abowve a 5, you flee the manor and lse the game
4.  Shaded rooms [zigzags) do rot contain treasure, and cannct be

Haunted until you have abtained the Lreadura

& Onica you hava fouind Che treasiing, youl must make a Fear Rall at the
beginning of each turn [sec Rail chart)

G, Find the tressure and makes it out of the house befare your Fear is
tog high and oy wn!

2

sterium

4 5 FLEE!
(You’ve Lost)

Roll Chavts:

Jeooce

1|Advance (Move inte new room and roll again]
2 |Secret Moar [Wowe throwgh wall ond rall ogain)
3|No Answer [Turn over]

4 Huounting (Turn sver]

5 (Rounting (Tura over]

b |Treasure Found [Turn over]

Fear Rell: @ 5 or 6 increases your fear by 1



