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introduction
haunted houses solitaire rpg is a roleplaying game 

played by 1 player using only a regular deck of poker 
cards, a pencil, and some paper.

in the game, the player takes the role of a character 
known as a seeker, an investigator of the supernatural 
that explores haunted houses for adventure and to rid 
the world of supernatural evil.

dice decks
in order to play the game, the 52 card poker deck 

must be split into two decks: a 40 card deck made of all 
cards 1 through 10 (ace equals 1) and a 12 card deck of all 
face cards (king, queen, jack). these two decks will be 
known as dice decks, and will be used to simulate the 
rolling of a 4-sided, 6-sided, 8-sided, 10-sided, 12-sided, 20-
sided, or 40-sided die (hereby called a d4, d6, d8, d10, d12, 
d20, or d40, respectively). use the following procedures 
for simulating die rolls with the dice decks:

d4 = draw a card from the 40 card deck:
draw a heart = die roll of 1
draw a diamond = die roll of 2
draw a club = die roll of 3
draw a spade = die roll 0f 4

d6 = draw a card from the 12 card deck:
draw a red jack = die roll of 1
draw a black jack = die roll of 2
draw a red queen = die roll of 3
draw a black queen = die roll of 4
draw a red king = die roll of 5
draw a black king = die roll of 6

d8 = draw a card from the 40 card deck:
draw a heart 1 through 5 = die roll of 1
draw a heart 6 through 10 = die roll of 2
draw a diamond 1 through 5 = die roll of 3
draw a diamond 6 through 10 = die roll of 4
draw a club 1 through 5 = die roll of 5
draw a club 6 through 10 = die roll of 6
draw a spade 1 through 5 = die roll of 7
draw a spade 6 through 10 = die roll of 8



d10 = draw a card from the 40 card deck:
the die roll will be equal to the number on the 
card drawn

d12 = draw a card from the 12 card deck:
draw a heart jack = die roll of 1
draw a diamond jack = die roll of 2
draw a club jack = die roll of 3
draw a spade jack = die roll of 4
draw a heart queen = die roll of 5
draw a diamond queen = die roll of 6
draw a club queen = die roll of 7
draw a spade queen = die roll of 8
draw a heart king = die roll of 9
draw a diamond king = die roll of 10
draw a club king = die roll of 11
draw a spade king = die roll of 12

d20 = draw a card from the 40 card deck:
if a red card is drawn, the die roll will be equal 
to the number on the card drawn
if a black card is drawn, the die roll will be 
equal to 10 plus the number on the card drawn

d40 = draw a card from the 40 card deck:
if a heart is drawn, the die roll will be equal to 
the number on the card drawn
if a diamond is drawn, the die roll will be equal 
to 10 plus the number on the card drawn
if a club is drawn, the die roll will be equal to 20 
plus the number on the card drawn
if a spade is drawn, the die roll will be equal to 
30 plus the number on the card drawn

whenever a card is drawn in order to simulate a die 
roll, only 1 card is drawn at a time, and that card is 
immediately returned to the deck it was drawn from as 
soon as it has been drawn and looked at, then the deck is 
shuffled. this must be done so that the odds are 
correct for each dice deck when used. never draw from 
a deck that has less than it's full amount of cards, and 
always return a card to it's proper dice deck once 
drawn, shuffling the deck afterwards.



seekers
seekers are adventurers who seek supernatural 

contact via the exploration of haunted houses. there 
are six types of seekers: hunters, occultists, Holymen, 
psychics, mediums, and parapsychologists.

to create a seeker, draw a card to roll a d6, using the 
following table for which type of seeker:

die roll of 1 = hunter
die roll of 2 = Occultist
die roll of 3 = Holyman
die roll of 4 = psychic
die roll of 5 = medium
die roll of 6 = parapsychologist

each type of seeker has their own description in the 
rules. each seeker description contains the following:

a general description of the seeker
the beginning attributes for the seeker
the die rolled for each attribute
the weapons used by the seeker
ability gain and advancement for the seeker
the special abilities of the seeker



the hunter
the hunter is a seeker skilled in melee and weaponry. 

the hunter hunts down monsters and destroys them, 
which is why they seek haunted houses.

use the following table for the dice to roll to 
determine the attributes for the hunter:

beginning physical = roll a d12
beginning spiritual = roll a d6
beginning investigation = roll a d8
beginning luck = roll A d8
beginning vitALity = roll a d10
beginning fright = roll A d10
beginning run = roll a d6
beginning hide = roll a d4

use the following table for the die rolled by the 
hunter when making attribute rolls:

physical = +d4 unarmed
spiritual = +d4 
investigation = +d8
luck = +d8
vitality = +d10
fright = +d10 
run = +d4
hide = +d4

the hunter may use any weapon.
the special abilities of the hunter are called 

hunting prowesses. the hunter starts with 1 hunting 
prowess, and gains 1 with each advancement. draw a card 
to roll a d12 for which hunting prowess the hunter 
begins with:

die roll of   1 = martial artist
die roll of   2 = weapon mastery
die roll of   3 = fearless
die roll of   4 = vigorous
die roll of   5 = weakness detection
die roll of   6 = berserker fury
die roll of   7 = stalk monsters
die roll of   8 = heightened senses
die roll of   9 = mental discipline
die roll of 10 = expert marksmanship
die roll of 11 = brutal strike
die roll of 12 = trophy case



hunting prowesses
martial artist = +2 to physical. From now on, the 

hunter is +d6 to physical unarmed, +d8 to physical with a 
knife, +d10 to physical with a sword, and +d12 to physical 
with an axe, instead of the usual die rolled for such 
weapons.

weapon mastery = +2 to physical in physical combat 
when using any weapon. if at the start of a visit to a 
haunted house and the hunter does not have any 
weapon, the hunter gains 1 weapon determined at 
random before the visit begins (see weapons).

fearless = +4 to fright. from now on, the hunter rolls 
+d12 to fright instead of +d10.

vigorous = +4 to vitality. from now on, the hunter 
rolls +d12 to vitality instead of +d10. 

weakness detection = If a monster receives damage in 
a combat with the hunter,  the hunter makes an 
investigation roll versus the monster's hide roll. if 
the roll succeeds, the monster receives damage equal 
to the amount the roll failed by. If the roll fails, the 
monster does not receive any damage.

berserker fury = For every point of damage the 
hunter receives in a physical combat, the hunter will be 
+1 to physical for the rest of that encounter.

stalk monsters = +4 to run, +4 to hide. From now on, the 
hunter rolls +d6 to run and hide instead of +d4. 

heightened senses = +4 to investigation. From now on, 
the hunter rolls +d10 to investigation instead of +d8.

Mental discipline = +4 to spiritual. From now on, the 
hunter rolls +d6 to spiritual instead of +d4.

expert marksmanship = when using a gun in physical 
combat, the hunter may reroll the die roll for physical 
once per roll. the hunter may also throw the knife or 
the axe once per physical combat. if so, the hunter may 
reroll the die roll for the knife or axe. Once thrown, 
the knife or axe cannot be used until the hunter's next 
physical combat with a different monster.

brutal strike = before a physical combat occurs, the 
hunter may choose to subtract d6 from their physical 
for the rest of the combat in order to double the 
amount of damage the monster receives in the combat.

trophy case = From now on, the hunter doubles the 
amount of advance points gained from a monster 
perishing in physical combat.



the occultist
the occultist is a seeker adept in arcane knowledge. 

the occultist seeks to increase such knowledge by 
finding ancient lore hidden within haunted houses.

use the following table for the dice to roll to 
determine the attributes for the occultist:

beginning physical = roll a d10
beginning spiritual = roll a d8
beginning investigation = roll a d10
beginning luck = roll a d8
beginning vitALity = roll a d8
beginning fright = roll a d10
beginning run = roll a d6
beginning hide = roll a d6

use the following table for the die rolled by the 
occultist when making attribute rolls:

physical = +d4 unarmed
spiritual =  +d6
investigation = +d8
luck = +d8
vitality = +d6
fright = +d8
run = +d6
hide = +d6

the occultist may use any weapon except a gun.
the special abilities of the occultist are called 

occult spells. the occultist starts with 1 occult spell, 
and gains 1 with each advancement. draw a card to roll a 
d12 for which occult spell the occultist begins with:

die roll of   1 = magick blast
die roll of   2 = enchantment
die roll of   3 = wizard vision
die roll of   4 = lucky charms
die roll of   5 = familiar
die roll of   6 = arcane energy
die roll of   7 = teleportation
die roll of   8 = invisibility
die roll of   9 = occult knowledge
die roll of 10 = ancient ritual 
die roll of 11 = mystic warrior
die roll of 12 = sacrificial knife



occult spells
magick blast = if unarmed in physical combat, the 

occultist rolls +d12 to physical instead of +d4. If the 
monster receives damage in the combat, double the 
amount of damage received.

enchantment = If the occultist has a knife, sword, or 
axe, the occultist may use physical to combat a 
monster's spiritual (see mystic weapons). If the 
occultist has magick blast, it may be used to combat a 
monster's spiritual.

wizard vision = the occultist rolls an additional +d8 
to investigation whenever making an investigation 
roll.

lucky charms = +4 to luck. From now on, the occultist 
rolls +d10 to luck instead of +d8.

familiar = The occultist rolls an additional +d4 to 
physical whenever making a physical roll, an 
additional +d4 to spiritual whenever making a spiritual 
roll, and  an additional +d4 to vitality whenever making 
a vitality roll. 

arcane energy = +2 to fright, +2 to vitality. from now 
on, the occultist rolls +d10 to fright instead of +d8, and 
rolls +d8 to vitality instead of +d6.

teleportation = The occultist rolls an additional +d8 
to run whenever making a run roll.

invisibility = the occultist rolls an additional +d8 to 
hide whenever making a hide roll.

occult knowledge = +2 to 1 attribute of the 
occultist's choice. From now on, the occultist chooses 
which occult spell they gain from advancement instead 
of rolling a d12.

ancient ritual = +4 to 1 attribute of the occultist's 
choice. +2 to all of the occultist's other attributes.

mystic warrior = +2 to physical, +2 to spiritual. From 
now on, the occultist rolls +d6 to physical unarmed 
instead of +d4 (except for magick blast), +d8 to physical 
with a mystic knife instead of +d6, and rolls +d8 to 
spiritual instead of +d6.

sacrificial knife = The occultist receives a mystic 
knife. The mystic knife is vampyric (see mystic weapons), 
and can gain other mystic abilities by taking them from 
any other mystic weapon the occultist claims. from now 
on, no other weapon may be used by the occultist besides 
the sacrificial knife.



the holyman
the holyman is a seeker blessed with holy assistance 

from high above. the holyman seeks to rid haunted 
houses of all the supernatural evil they possess.

use the following table for the dice to roll to 
determine the attributes for the holyman:

beginning physical = roll a d8
beginning spiritual = roll a d10
beginning investigation = roll a d8
beginning luck = roll a d10
beginning vitALity = roll a d8
beginning fright = roll a d12
beginning run = roll a d6
beginning hide = roll a d6

use the following table for the die rolled by the 
holyman when using attributes:

physical = +d4 unarmed
spiritual = +d6
investigation = +d8
luck = +d10
vitality = +d8
fright = +d10
run = +d6
hide = +d6

the holyman may only use mystic weapons.
the special abilities of the holyman are called holy 

magics. the holyman starts with 1 holy magic, and gains 1 
with each advancement. draw a card to roll a d12 for 
which holy magic the holyman begins with:

die roll of   1 = heal
die roll of   2 = light
die roll of   3 = blessing
die roll of   4 = purify
die roll of   5 = exorcise
die roll of   6 = smite
die roll of   7 = sacred symbol
die roll of   8 = holy water
die roll of   9 = sanctuary
die roll of 10 = guardian angel
die roll of 11 = miracle worker
die roll of 12 = sainthood



holy magics
heal = after a physical combat when the holyman has 

received damage, or any other occurence in which the 
holyman receives damage, draw a card to roll a d4 after 
the vitality roll has been made. Subtract the result of 
the die roll from the holyman's damage 

light = +2 to investigation. Draw a card to roll a d4 
when the holyman encounters a monster. The amount 
rolled is subtracted from all of the monster's 
attributes for the duration of that encounter. 

blessing = +2 to luck. draw a card to roll a d4 when the 
holyman encounters a monster or a haunting. the 
amount rolled is added to all of the holyman's 
attributes for the duration of that encounter.

purify = After a spiritual combat when the holyman 
has received trauma, or any other occurence in which 
the holyman receives trauma, draw a card to roll a d4 
after the vitality roll has been made. subtract the 
result of the die roll from the holyman's trauma.

exorcise = at the start of a spiritual combat the 
holyman is in, draw a card to roll a d10. The monster 
receives trauma equal to the result of the die roll. 
this can only be used once per monster.

smite = at the start of a physical combat the holyman 
is in, draw a card to roll a d10. the monster receives 
damage equal to the result of the die roll. This can 
only be used once per monster.

sacred symbol = +2 to fright. From now on, the 
holyman rolls a d12 instead of a d10 when using smite or 
exorcise.

holy water = +2 to vitality. From now on, the holyman 
rolls a d6 instead of a d4 when using heal or purify.

sanctuary = +2 to run, +2 to hide. after a haunting or a 
monster has caused the holyman to receive fear, draw a 
card to roll a d4 after the vitality roll has been made. 
subtract the result of the die roll from the holyman's 
fear.

guardian angel = +2 to physical, +2 to spiritual. From 
now on, the holyman rolls a d6 instead of a d4 when 
using light or blessing.

miracle worker = From now on, the holyman rolls +d10 
to investigation and vitality instead of +d8, rolls +d12 
to luck and fright instead of +d10, and rolls +d8 to run 
and hide instead of +d6. 

sainthood = +2 to all of the holyman's attributes. 
From now on, the holyman doubles the amount of 
advance points gained from a monster perishing in 
spiritual combat. 



the psychic
the psychic is a seeker endowed with psychic ability. 

the psychic seeks psychic phenomena of a supernatural 
source, which is why they delve into haunted houses.

use the following table for the dice to roll to 
determine the attributes for the psychic:

beginning physical = roll a d6
beginning spiritual = roll a d10
beginning investigation = roll a d8
beginning luck = roll a d8
beginning vitALity = roll a d6
beginning fright = roll a d10
beginning run = roll a d8
beginning hide = roll a d8

use the following table for the die rolled by the 
psychic when using attributes:

physical = +d4 unarmed
spiritual = +d8
investigation = +d8
luck = +d8
vitality = +d6
fright = +d8 
run = +d6
hide = +d6

the psychic may only use mystic weapons.
the special abilities of the psychic are called psychic 

powers. the psychic starts with 1 psychic power, and 
gains 1 with each advancement. draw a card to roll a d12 
for which psychic power the psychic begins with:

die roll of   1 = precognition
die roll of   2 = postcognition
die roll of   3 = psionic blast
die roll of   4 = telekinesis
die roll of   5 = meditation
die roll of   6 = sixth sense
die roll of   7 = mind over matter
die roll of   8 = levitation
die roll of   9 = hypnosis
die roll of 10 = danger sense
die roll of 11 = iron will
die roll of 12 = telepathy



psychic powers
precognition = when the psychic rolls for if a 

monster occurs in a room, the psychic may choose to 
reroll the die once.

postcognition = when the psychic rolls for if a 
haunting occurs in a room, the psychic may choose to 
reroll the die once.

psionic blast = in spiritual combat, the psychic rolls 
+d12 to spiritual instead of +d8. If the monster receives 
trauma in the combat, double the amount of trauma 
received.

Telekinesis = +6 to physical. the psychic rolls an 
additional +d6 when making a physical roll.

meditation = if in a room without a haunting or a 
monster, the psychic may choose to make a spiritual 
roll versus 12. if the roll succeeds, subtract d6 from 
the psychic's damage, trauma, and fear. if the roll fails, 
subtract 1 from the psychic's damage, trauma, and fear.

sixth sense = +6 to investigation. The psychic rolls an 
additional +d6 when making an investigation roll.

mind over matter = at the start of a physical combat 
the psychic is in, the psychic may choose to make the 
combat spiritual instead of physical. At the start of a 
spiritual combat the psychic is in, the psychic may 
choose to make the combat physical instead spiritual. 

levitation = +6 to run. the psychic rolls an additional 
+d6 when making a run roll.

hypnosis = +6 to hide. the psychic rolls an additional 
+d6 when making a hide roll.

danger sense = +6 to luck. The psychic rolls an 
additional +d6 when making a luck roll.

iron will = +6 to fright. The psychic rolls an 
additional +d6 when making a fright roll.

telepathy = +6 to spiritual. the psychic rolls an 
additional +d6 when making a spiritual roll.



the medium
the medium is a seeker in tune with the spiritual 

realm. the medium seeks haunted houses to communicate 
with and learn from the spirits.

use the following table for the dice to roll to 
determine the attributes for the medium:

beginning physical = roll a d4
beginning spiritual = roll a d12
beginning investigation = roll a d8
beginning luck = roll d8
beginning vitALity = roll a d4
beginning fright = roll d8
beginning run = roll a d8
beginning hide = roll a d8

use the following table for the die rolled by the 
medium when using attributes:

physical = +d4 unarmed
spiritual = +d8
investigation = +d8
luck = +d8
vitality = +d6
fright = +d6
run = +d8
hide = +d8

the medium may not use any weapons.
the special abilities of the medium are called astral 

mediations. the medium starts with 1 astral mediation, 
and gains 1 with each advancement. draw a card to roll a 
d12 for which astral mediation the medium begins with:

die roll of   1 = crystal 8-ball
die roll of   2 = fortunetelling
die roll of   3 = Extra SENSORY PERCEPTION
die roll of   4 = nightmare realm
die roll of   5 = supernatural aura
die roll of   6 = vision quest
die roll of   7 = empathic bond
die roll of   8 = firestarter
die roll of   9 = apportation
die roll of 10 = spirit guide
die roll of 11 = astral projection
die roll of 12 = tarot deck



astral mediations
crystal 8-ball = if in a room and a monster occurs, the 

medium may choose to reroll the die once per monster 
for which monster occurs.

fortunetelling = +3 to luck. From now on, the medium 
rolls +d12 when making a luck roll instead of +d8. the 
medium may choose to reroll the die once per luck roll.

Extra sensory perception = +3 to investigation. from 
now on, the medium rolls +d12 when making an 
investigation roll instead of +d8. The medium may choose 
to reroll the die once per investigation roll.
      nightmare realm = if in a room with a haunting and a 
monster, the medium may choose to have the monster 
encounter the haunting instead of the medium. if in a 
room with a monster only, the medium makes an 
investigation roll versus 12. if the roll succeeds, a 
haunting occurs. if the roll fails, no haunting occurs.

supernatural aura = +3 to vitality, +3 to fright. from 
now on, the medium rolls +d12 when making a vitality 
roll or a fright roll instead of +d6. the medium may 
choose to reroll the die once per vitality roll or 
fright roll.

vision quest = if in a room without a haunting or a 
monster, the medium may choose to make a spiritual 
roll versus 12. if the roll succeeds, subtract d12 from 
the medium's damage, trauma, or fear, choosing only 1. if 
the roll fails, subtract 2 from the medium's damage, 
trauma, or fear, choosing only 1.

empathic bond = when the medium encounters a 
monster, the medium may choose to make a luck roll 
versus the monster's luck roll. If the roll succeeds, no 
combat will occur. if the roll fails, combat occurs. 

 firestarter = the medium may use spiritual to combat 
a monster's physical (see mystic weapons).

apportation = +3 to physical. from now on, the medium 
rolls +d12 when making a physical roll instead of +d4. 
the medium may choose to reroll the die once per 
physical roll.

spirit guide = +3 to run, +3 to hide. from now on, the 
medium rolls +d12 when making a run roll or a hide roll 
instead of +d8. the medium may choose to reroll the die 
once per run roll or hide roll.

astral projection = +3 to spiritual. from now on, the 
medium rolls +d12 when making a spiritual roll instead 
of +d8. the medium may choose to reroll the die once per 
spiritual roll.

tarot deck = if in a room and a haunting occurs, the 
medium may choose to reroll the die once per haunting 
for which haunting occurs.



the parapsychologist
the parapsychologist is a seeker educated in using 

scientific technology to study the supernatural. the 
parapsychologist seeks haunted houses professionally.

use the following table for the dice to roll to 
determine the attributes for the parapsychologist:

beginning physical = roll a d6
beginning spiritual = roll a d6
beginning investigation = roll a d12
beginning luck = roll d6
beginning vitALity = roll a d6
beginning fright = roll d12
beginning run = roll a d6
beginning hide = roll a d6

use the following table for the die rolled by the 
parapsychologist when using attributes:

physical = +d4 unarmed
spiritual = +d4 
investigation = +d10
luck = +d6
vitality = +d6
fright = +d8 
run = +d4
hide = +d6

the parapsychologist may not use any weapons.
the special abilities of the parapsychologist are 

called parapsychology devices. the parapsychologist 
starts with 1 parapsychology device, and gains 1 with 
each advancement. draw a card to roll a d12 for which 
parapsychology device the parapsychologist begins 
with:

die roll of   1 = ectoplasmic scanner
die roll of   2 = photon ray
die roll of   3 = spectra scope
die roll of   4 = protective overcoat
die roll of   5 = psionic helm
die roll of   6 = med pac
die roll of   7 = ghost catcher
die roll of   8 = proximity detector
die roll of   9 = neutron field
die roll of 10 = particle beam
die roll of 11 = fractal calculator
die roll of 12 = parapsychlopedia



parapsychology devices
ectoplasmic scanner = +1 to investigation. from now 

on, the parapsychologist rolls +d20 when making an 
investigation roll instead of +d10.

photon ray = at the start of a physical combat the 
parapsychologist is in, draw a card to roll a d10. 
subtract the result of the die roll from the monster's 
physical. this can only be used once per monster.

spectra scope = +1 to fright. from now on, the 
parapsychologist rolls +d20 when making a fright roll 
instead of +d8.

protective overcoat = +1 to vitality. from now on, the 
parapsychologist rolls +d20 when making a vitality roll 
instead of +d6.

psionic helm = +1 to spiritual. From now on, when in 
spiritual combat, the parapsychologist rolls +d20 when 
making a spiritual roll instead of +d4.

med pac = if in a room without a monster or haunting, 
the parapsychologist may choose to reduce their 
damage, trauma, or fear to 0. the parapsychologist 
chooses which to reduce to 0, choose only 1. the med pac 
can only be used 3 times per visit to a haunted house.

ghost catcher = +1 to run. from now on, the 
parapsychologist rolls +d20 when making a run roll 
instead of +d4.

proximity detector = +1 to hide. From now on, the 
parapsychologist rolls +d20 when making a hide roll 
instead of +d6.

neutron field = at the start of a spiritual combat the 
parapsychologist is in, draw a card to roll a d10. 
subtract the result of the die roll from the monster's 
spiritual. this can only be used once per monster.

particle beam = +1 to physical. from now on, when 
unarmed in physical combat, the parapsychologist 
rolls +d20 when making a physical roll instead of +d4.

fractal calculator = +1 to luck. from now on, the 
parapsychologist rolls +d20 when making a luck roll 
instead of +d6.

parapsychlopedia = +1 to all attributes. from now on, 
the parapsychologist gains 5 advance points each time a 
type of monster, haunting, or mystic item is 
encountered that the parapsychologist has not 
encountered since gaining the parapsychlopedia.



attributes
Attributes are used to decide all actions and 

interactions the seeker has while exploring a haunted 
house.

whenever an attribute is being used, a card is drawn 
to roll a die to be added to the attribute. The die 
rolled will be determined by the type of seeker the 
player is, as well as any special abilities or mystic items 
the seeker may have which alters the die being rolled. 
The result of the die roll is added to the attribute, 
then compared to an opposing number that is already 
assigned or will be determined by an opposing die roll 
added to an opposing attribute. If the seeker's die roll + 
attribute is greater than or equal to the opposing 
number, the seeker succeeds with their roll. If the 
seeker's die roll + attribute is less than the opposing 
number, the seeker fails with their roll. The outcome of 
success or failure varies depending on the attribute 
being used and what the die roll was made for.

an attribute can never go below 0 under any 
circumstance. if an attribute is reduced to less than 0 
for any reason, it is treated as though it is 0.

there is no limit to how high an attribute can go. 
when an attribute increases because of a seeker's 
special ability, it is a one-time, permanent bonus that 
occurs upon receiving the special ability.



physical
The physical attribute is used for physical combat 

and physical challenges.
A physical combat may occur when the seeker 

encounters a monster. If so, draw a card to roll the 
seeker's physical die, adding the result to the seeker's 
physical attribute. then draw a card to roll the 
monster's physical die, adding the result to the 
monster's physical attribute to get the opposing 
number. If the seeker's physical roll succeeds, the 
monster receives damage equal to the amount the roll 
succeeded by (If equal, the monster receives 0 damage). If 
the seeker's physical roll fails, the seeker receives 
damage equal to the amount the roll failed by. when a 
seeker or monster receives damage, they must make a 
vitality roll versus their damage (see vitality). Should 
the seeker or monster succeed with such a vitality 
roll, another physical combat occurs, and will 
continue to occur until the seeker or monster 
succumbs to damage. physical combat may be avoided by 
the seeker via running away (see run).

example of physical combat: an unarmed hunter 
with the hunting prowess 'martial artist' is in 
physical combat with a cultist using a sword. The 
hunter draws a card to roll a d6, getting the 
result of 5 which is added to his physical of 9 for 
a total of 14. the cultist draws a card to roll a d8 
for it's sword, getting the result of 4 which is 
added to it's physical of 6 for a total of 10. The 
hunter has succeeded by 4, so the cultist receives 
4 damage. The cultist makes a vitality roll and 
succeeds, so another physical combat will now 
occur between the hunter and the cultist.

a physical challenge is any physical roll seperate 
from physical combat, usually resulting from a 
haunting or a monster's special ability. in a physical 
challenge, the seeker makes a physical roll by drawing 
a card to roll the seeker's physical die (unarmed or 
using a weapon), adding the result to the seeker's 
physical attribute. The total is compared to the 
challenge's opposing number in order to determine 
success or failure. A challenge's opposing number and 
it's consequences of success or failure are detailed in 
each physical challenge's description.



spiritual
The spiritual attribute is used for spiritual combat 

and spiritual challenges.
A spiritual combat may occur when the seeker 

encounters a monster. If so, draw a card to roll the 
seeker's spiritual die, adding the result to the seeker's 
spiritual attribute. then draw a card to roll the 
monster's spiritual die, adding the result to the 
monster's spiritual attribute to get the opposing 
number. If the seeker's spiritual roll succeeds, the 
monster receives trauma equal to the amount the roll 
succeeded by (If equal, the monster receives 0 trauma). If 
the seeker's spiritual roll fails, the seeker receives 
trauma equal to the amount the roll failed by. when a 
seeker or monster receives trauma, they must make a 
vitality roll versus their trauma (see vitality). Should 
the seeker or monster succeed with such a vitality 
roll, another spiritual combat occurs, and will 
continue to occur until the seeker or monster 
succumbs to trauma. spiritual combat may be avoided by 
the seeker via running away (see run).

example of spiritual combat: a psychic with the 
psychic power 'psionic blast' is in spiritual 
combat with a spectre. The psychic draws a card to 
roll a d12, getting the result of 3 which is added 
to her spiritual of 8 for a total of 11. the spectre 
draws a card to roll a d20, getting the result of 8 
which is added to it's spiritual of 10 for a total of 
18. The psychic has failed by 7, so the psychic 
receives 7 trauma. The psychic makes a vitality 
roll and succeeds, so another spiritual combat 
will now occur between the psychic and the 
spectre.

a spiritual challenge is any spiritual roll seperate 
from spiritual combat, usually resulting from a 
haunting or a monster's special ability. in a spiritual 
challenge, the seeker makes a spiritual roll by drawing 
a card to roll the seeker's spiritual die, adding the 
result to the seeker's spiritual attribute. The total is 
compared to the challenge's opposing number in order 
to determine success or failure. A challenge's opposing 
number and it's consequences of success or failure are 
detailed in each spiritual challenge's description.



investigation
the investigation attribute is used for investigation 

challenges.
in an investigation challenge, the seeker makes an 

investigation roll by drawing a card to roll the 
seeker's investigation die, adding the result to the 
seeker's investigation attribute. The total is compared 
to the challenge's opposing number in order to 
determine success or failure. A challenge's opposing 
number and it's consequences of success or failure are 
detailed in each investigation challenge's description.

luck
the luck attribute is used for luck challenges.
in a luck challenge, the seeker makes a luck roll by 

drawing a card to roll the seeker's luck die, adding the 
result to the seeker's luck attribute. The total is 
compared to the challenge's opposing number in order 
to determine success or failure. A challenge's opposing 
number and it's consequences of success or failure are 
detailed in each luck challenge's description.

if a seeker perishes due to failing a vitality roll 
versus damage, trauma, or fear, the seeker makes a luck 
roll versus their damage, trauma, or fear, whichever 
the seeker perished from. if the luck roll fails, the 
seeker perishes. if the luck roll succeeds, the seeker 
does not perish, and instead loses all weapons, mystic 
items, and advance points (but not advancements), and 
the seeker's visit to the haunted house ends.



vitality
the vitality attribute is used for vitality 

challenges.
in a vitality challenge, the seeker makes a vitality 

roll by drawing a card to roll the seeker's vitality die, 
adding the result to the seeker's vitality attribute. 
The total is compared to the challenge's opposing 
number in order to determine success or failure. A 
challenge's opposing number and it's consequences of 
success or failure are detailed in each vitality 
challenge's description.

damage occurs from physical combat and other 
occurences. each time a seeker receives damage, the 
seeker must then make a vitality roll versus an 
opposing number equal to the seeker's damage. if the 
roll fails, the seeker perishes (game over for that 
seeker). if the roll succeeds, the seeker survives. 
damage is cumulative, so any time a seeker receives 
damage, it is added to their total damage before the 
vitality roll is made. when a seeker's visit to a haunted 
house begins, their damage is 0. when a seeker's visit to a 
haunted house ends, their damage becomes 0 again.

trauma occurs from spiritual combat and other 
occurences. each time a seeker receives trauma, the 
seeker must then make a vitality roll versus an 
opposing number equal to the seeker's trauma. if the 
roll fails, the seeker perishes (game over for that 
seeker). if the roll succeeds, the seeker survives. 
trauma is cumulative, so any time a seeker receives 
trauma, it is added to their total trauma before the 
vitality roll is made. when a seeker's visit to a haunted 
house begins, their trauma is 0. when a seeker's visit to a 
haunted house ends, their trauma becomes 0 again.

fear occurs from fright challenges and other 
occurences. each time a seeker receives fear, the seeker 
must then make a vitality roll versus an opposing 
number equal to the seeker's fear. if the roll fails, the 
seeker perishes (game over for that seeker). if the roll 
succeeds, the seeker survives. fear is cumulative, so any 
time a seeker receives fear, it is added to their total 
fear before the vitality roll is made. when a seeker's 
visit to a haunted house begins, their fear is 0. when a 
seeker's visit to a haunted house ends, their fear 
becomes 0 again.

damage, trauma, and fear can never go below 0.
if a seeker perishes, the seeker makes a luck roll to 

survive instead (see luck).



fright
the fright attribute is used for fright challenges.
in a fright challenge, the seeker makes a fright roll 

by drawing a card to roll the seeker's fright die, 
adding the result to the seeker's fright attribute. The 
total is compared to the challenge's opposing number in 
order to determine success or failure. A challenge's 
opposing number and it's consequences of success or 
failure are detailed in each fright challenge's 
description.

when a seeker encounters a monster, the seeker must 
make a fright roll versus the monster's fright roll. if 
the seeker's fright roll fails, the seeker receives fear 
equal to the amount the roll failed by. when a seeker 
receives fear, they must make a vitality roll versus 
their fear (see vitality). if the seeker's fright roll 
succeeds, the seeker does not receive any fear. once the 
fright roll is made, the seeker continues with their 
encounter with the monster. should the same monster 
be encountered by the same seeker again (it must be the 
exact same monster, not just a monster of the same 
type), A fright roll is not made.

example of fright challenge due to monster 
encounter: a holyman with the holy magic 
'miracle worker' encounters a phantom. The 
holyman draws a card to roll a d12, getting the 
result of 6 which is added to his fright of 6 for a 
total of 12. the phantom draws a card to roll a 
d12, getting the result of 5 which is added to it's 
fright of 8 for a total of 13. The holyman has 
failed by 1, so the holyman receives 1 fear. The 
holyman makes a vitality roll and succeeds, so 
the encounter between the holyman and the 
phantom continues. should the holyman 
encounter the same phantom again, a fright roll 
is not made. if and when another phantom is 
encountered by the holyman, a fright roll will 
be made.



run
the run attribute is used for run challenges.
in a run challenge, the seeker makes a run roll by 

drawing a card to roll the seeker's run die, adding the 
result to the seeker's run attribute. The total is 
compared to the challenge's opposing number in order 
to determine success or failure. A challenge's opposing 
number and it's consequences of success or failure are 
detailed in each run challenge's description.

at the start of a physical or spiritual combat the 
seeker is in, the seeker may choose to make a run roll 
versus the monster's run roll before the combat 
occurs. if the seeker's run roll succeeds, the seeker 
avoids combat but must move through a door to a room 
next to the room they are in. if the seeker's run roll 
fails, the seeker may choose to make a hide roll to avoid 
combat (see hide). if the seeker chooses not to make a 
hide roll after failing a run roll, proceed to combat.

hide
the hide attribute is used for hide challenges.
in a hide challenge, the seeker makes a hide roll by 

drawing a card to roll the seeker's hide die, adding the 
result to the seeker's hide attribute. The total is 
compared to the challenge's opposing number in order 
to determine success or failure. A challenge's opposing 
number and it's consequences of success or failure are 
detailed in each hide challenge's description.

when a seeker makes a run roll to avoid combat and 
fails, the seeker may choose to make a hide roll versus 
the monster's investigation roll after the run roll 
fails. if the seeker's hide roll succeeds, the seeker 
avoids combat but must move through a door to a room 
next to the room they are in. if the seeker's hide roll 
fails, proceed to combat. once the seeker has failed to 
run and hide from a monster, the seeker has no other 
option but to proceed to combat with the monster.



advancement
due to encounters with monsters or other 

supernatural occurences, a seeker will gain advance 
points. These advance points can then be spent to gain an 
advancement. The seeker can only gain 1 advancement at 
a time, and the cost of the advancement is equal to 20 
advance points times the amount of special abilities the 
seeker has. once an advancement is gained, the next 
advancement can be gained as soon as the seeker has 
enough advance points to pay for it. the seeker must be 
in a room without a haunting or a monster when they 
gain an advancement.

When an advancement is gained, draw a card to roll a 
d12 for the new special ability the seeker will have, 
using the chart provided for the seeker's initial 
special ability. If the result of the die roll is equal to a 
special ability the seeker already has, the player may 
choose a special ability that the seeker does not have, 
or may choose to draw another card to reroll a d12 
until a new special ability comes up. 

once a seeker has all 12 special abilities of their 
seeker type, they no longer gain advance points or 
advancements. The seeker can continue to visit haunted 
houses, and may choose to retire at any time between 
visits to haunted houses. A seeker that retires is 
removed from the game, and a new seeker is created.

Each special ability can only be gained once, and no 
seeker can have a special ability outside of their seeker 
type, except by mystic item.



haunted houses
haunted houses are explored by seekers as they seek 

out the supernatural. a haunted house contains rooms, 
hauntings, monsters, weapons, and mystic items.

rooms are the sections that make up a haunted house. 
each room may contain a haunting, a monster, a weapon, 
a mystic item, or doors to more rooms within the 
haunted house.

Hauntings are supernatural manifestations that are 
often of a lethal nature. hauntings vary by room, and 
every room has a chance of a haunting occuring in it.

monsters are supernatural creatures that will 
attempt to combat seekers. every room has a chance of a 
monster occuring in it.

weapons are used by some seekers to fight in physical 
combat. certain rooms may have a chance of a weapon 
occuring in them, but weapons may also occur because 
of certain monsters, hauntings, and special abilities.

mystic items are supernatural magic items that can 
be used by seekers. certain rooms may have a chance of a 
mystic item occuring in them, but mystic items may also 
occur because of certain monsters, hauntings, and 
special abilities.

A visit is when a seeker explores a haunted house. 
eAch visit begins when the seeker enters the haunted 
house, and ends when the seeker exits the haunted 
house. a seeker may visit a haunted house as many times 
as they like, or may visit a new haunted house instead, 
or any other haunted house already mapped.

each haunted house is mapped by the seeker as it is 
explored. When mapping, use pencil and paper, keeping 
track of each room, door, monster, weapon, and mystic 
item within the haunted house. no room may overlap 
with another. When a weapon or mystic item is claimed 
by a seeker, or a monster perishes, it is removed from 
the map of the haunted house. When a seeker perishes, 
any weapon or mystic item they have is put on the map in 
the room the seeker perished in.

after a seeker has been created, the seeker will visit 
a haunted house, and will continue to visit haunted 
houses until the seeker perishes or retires.



rooms
Rooms are the compartments within a haunted house. 
A Seeker moves through rooms 1 at a time. The first 

room moved into at the start of a visit will be an 
entrance foyer. If the visit is to a new haunted house, 
the seeker enters at a new foyer which is marked as the 
entrance. if the visit is to an old haunted house, the 
seeker enters at the old foyer marked as the entrance.

When moving into a new room other than the 
entrance, draw a card to roll a d20, using the following 
to determine what type of room it is:
die roll of   1 = foyer            
die roll of   2 = living room
die roll of   3 = den
die roll of   4 = dining room
die roll of   5 = kitchen
die roll of   6 = bathroom
die roll of   7 = bedroom
die roll of   8 = game room
die roll of   9 = conservatory
die roll of 10 = study
die roll of 11 = library
die roll of 12 = cellar
die roll of 13 = attic
die roll of 14 = garden
die roll of 15 = cemetery
die roll of 16 = crypt
die roll of 17 = altar room
die roll of 18 = alcove
die roll of 19 = secret passage
die roll of 20 = master bedroom

When moving into an old room, the type of room will 
have already been determined and no card is drawn.

Each type of room has it's own description that will 
instruct a seeker what to do upon moving into the room.
if a haunting occurs in a room, it happens once then 
must occur again. if a haunting and a monster occur in a 
room, the haunting is encountered before the monster. 

After a room has been moved into and it's 
description's instructions have been followed, the 
seeker must move through a door to a room next to the 
room, repeating this process until the visit ends.



foyer
the foyer is mapped as a large square. it has 4 doors, 1 

on each wall. when first mapped, the seeker chooses 1 of 
the doors to be an exit. instead of moving to a room 
next to the foyer, the seeker may choose to move 
through the exit to end their visit.

if the seeker is moving into a new foyer or an old 
foyer without a monster, draw a card to roll a d20 
unless it is the seeker's first move into an entrance 
foyer. if the die roll is a 1, a monster occurs. otherwise, 
no monster occurs.

if the seeker is moving into a new or old foyer, draw a 
card to roll a d20 unless it is the seeker's first move 
into an entrance foyer. if the die roll is a 1, a haunting 
occurs. otherwise, no haunting occurs.

if a haunting occurs in the foyer, draw a card to roll 
a d6, using the following for what occurs:
die roll of 1, 2, or 3 = evil voice says "Get out!!" the 
seeker makes a fright roll versus 10. if the roll fails, 
the seeker moves through the exit and ends this visit. if 
the roll succeeds, the seeker gains 2 advance point.
die roll of 4 or 5 = exit door slams shut for the 
duration of this visit, the seeker cannot use the exit 
door unless they make a physical roll versus 14. if the 
roll fails, the seeker must move through a different 
door. if the roll succeeds, the seeker gains 4 advance 
points and must move through the exit.
die roll of 6 = false exit to world of evil the seeker 
moves through the exit, but the visit does not end. 
double the seeker's damage, trauma, and fear, then the 
seeker makes vitality rolls for each. if any of the rolls 
fail, the seeker perishes. otherwise, the seeker does not 
perish. if the seeker perishes, they automatically fail 
at their luck roll to survive without having to make a 
roll. if the seeker does not perish, they gain 8 advance 
points and move back into the foyer, which they may now 
exit from normally if they choose.



living room
the living room is mapped as a square. draw a card to 

roll a d4 to determine the number of doors. when first 
mapped, the seeker chooses which walls have a door. 
there must be a door on the wall next to the room the 
seeker just moved from. only 1 door per wall.

if the seeker is moving into a new living room, draw a 
card to roll a d10. if the die roll is a 1, a monster 
occurs. otherwise, no monster occurs.

if the seeker is moving into a new living room, draw a 
card to roll a d10. if the die roll is a 1, a haunting 
occurs. otherwise, no haunting occurs.

if the seeker is moving into an old living room 
without a monster, draw a card to roll a d12. if the die 
roll is a 1, a monster occurs. otherwise, no monster 
occurs.

if the seeker is moving into an old living room, draw a 
card to roll a d12. if the die roll is a 1, a haunting 
occurs. otherwise, no haunting occurs.

if a haunting occurs in the living room, draw a card 
to roll a d6, using the following for what occurs:
die roll of 1, 2, or 3 = scary picture on tv set the 
seeker makes a fright roll versus 10. if the roll fails, 
the seeker receives 1 fear. if the roll succeeds, the 
seeker gains 1 advance point.
die roll of 4 or 5 = couch tries to swallow seeker 
the seeker makes a physical roll versus a d12 + 6. if the 
roll fails, the seeker receives damage equal to the 
amount the roll failed by. if the roll succeeds, the 
seeker gains 3 advance points. if the seeker perishes 
from failing the physical roll, they automatically 
succeed at their luck roll to survive without having to 
make a roll. if the physical roll fails and the seeker 
does not perish, the seeker gains 2 advance points and 
subtracts an amount from their damage equal to the 
amount the physical roll failed by.
die roll of 6 = deading room the seeker makes a 
vitality roll versus 13. if the roll fails, the seeker 
receives damage and trauma equal to the amount the 
roll failed by. if the roll succeeds, the seeker gains 6 
advance points. if the vitality rolls fails and the seeker 
does not perish, the seeker gains 4 advance points.



den
the den is mapped as a square.draw a card to roll a d4 

to determine the number of doors, counting a die roll 
of 4 as a die roll of 3. when first mapped, the seeker 
chooses which walls have a door. there must be a door 
on the wall next to the room the seeker just moved 
from. only 1 door per wall.

if the seeker is moving into a new den, draw a card to 
roll a d6. if the die roll is a 6, there is a weapon in the 
den. otherwise, there is no weapon in the den. 

if the seeker is moving into a new den, draw a card to 
roll a d8. if the die roll is a 1, a monster occurs. 
otherwise, no monster occurs.

if the seeker is moving into a new den, draw a card to 
roll a d10. if the die roll is a 1, a haunting occurs. 
otherwise, no haunting occurs.

if the seeker is moving into an old den without a 
monster, draw a card to roll a d10. if the die roll is a 1, a 
monster occurs. otherwise, no monster occurs.

if the seeker is moving into an old den, draw a card to 
roll a d12. if the die roll is a 1, a haunting occurs. 
otherwise, no haunting occurs.

if a haunting occurs in the den, draw a card to roll a 
d6, using the following for what occurs:
die roll of 1, 2, or 3 = fireplace bursts into flames 
the seeker makes a luck roll versus 10. if the roll fails, 
the seeker receives damage equal to the amount the 
roll failed by. if the roll succeeds, the seeker gains 2 
advance points. if the luck roll fails and the seeker 
does not perish, the seeker gains 1 advance point.
die roll of 4 or 5 = hunting trophy gives evil eye 
the seeker makes a spiritual roll versus 13. if the roll 
fails, the seeker receives trauma equal to the amount 
the roll failed by. if the roll succeeds, the seeker gains 
3 advance points. whether the spiritual roll succeeds 
or fails, the seeker subtracts 1 from their luck for the 
rest of this visit to the haunted house.
die roll of 6 = den of madness the seeker makes a 
fright roll versus a d20. if the roll fails, the seeker 
receives trauma equal to the amount the roll failed by. 
if the roll succeeds, the seeker gains 5 advance points. 
if the investigation roll fails and the seeker does not 
perish, the seeker gains 3 advance points and subtracts 
an amount from their trauma equal to the amount the 
investigation roll failed by.



dining room
the dining room is mapped as a square. draw a card to 

roll a d4 to determine the number of doors. when first 
mapped, the seeker chooses which walls have a door. 
there must be a door on the wall next to the room the 
seeker just moved from. only 1 door per wall.

if the seeker is moving into a new dining room, draw a 
card to roll a d8. if the die roll is a 1, a monster occurs. 
otherwise, no monster occurs.

if the seeker is moving into a new dining room, draw a 
card to roll a d8. if the die roll is a 1, a haunting 
occurs. otherwise, no haunting occurs.

if the seeker is moving into an old dining room 
without a monster, draw a card to roll a d10. if the die 
roll is a 1, a monster occurs. otherwise, no monster 
occurs.

if the seeker is moving into an old dining room, draw 
a card to roll a d10. if the die roll is a 1, a haunting 
occurs. otherwise, no haunting occurs.

if a haunting occurs in the dining room, draw a card 
to roll a d6, using the following for what occurs:
die roll of 1, 2, or 3 = food fight the seeker makes a 
physical roll versus 10. if the roll fails, the seeker 
receives 1 damage. if the roll succeeds, the seeker gains 
1 advance point.
die roll of 4 or 5 = ghostly gourmet meal The seeker 
makes a spiritual roll versus a d12 + 6. if the roll fails, 
the seeker receives 1 damage and 1 trauma. if the roll 
succeeds, the seeker subtracts 1 from their damage and 
trauma, and also gains 2 advance points.
die roll of 6 = dinner party draw a card to roll a d6 
for the number of monsters that occur. each monster 
occurs 1 at a time, fights 1 combat with the seeker, then 
ceases to occur after that 1 combat. no fright 
challenges are made for encountering the monsters. if 
the seeker does not perish from the combats, they gain 2 
advance points for each monster that occurred.



kitchen
the kitchen is mapped as a square. draw a card to roll 

a d4 to determine the number of doors, counting a die 
roll of 4 as a die roll of 1. when first mapped, the seeker 
chooses which walls have a door. there must be a door 
on the wall next to the room the seeker just moved 
from. only 1 door per wall.

if the seeker is moving into a new kitchen, they make 
a luck roll versus 8 . if the roll succeeds, the seeker 
finds food which subtracts 1 from their damage and 
trauma. if the roll fails, no food is found.

if the seeker is moving into a new kitchen, draw a 
card to roll a d10. if the die roll is a 1, a monster 
occurs. otherwise, no monster occurs.

if the seeker is moving into a new kitchen, draw a 
card to roll a d8. if the die roll is a 1, a haunting 
occurs. otherwise, no haunting occurs.

if the seeker is moving into an old kitchen, they make 
a luck roll versus 12. if the roll succeeds, the seeker 
finds food which subtracts 1 from their damage and 
trauma. if the roll fails, no food is found. 

if the seeker is moving into an old kitchen without a 
monster, draw a card to roll a d12. if the die roll is a 1, a 
monster occurs. otherwise, no monster occurs.

if the seeker is moving into an old kitchen, draw a 
card to roll a d10. if the die roll is a 1, a haunting 
occurs. otherwise, no haunting occurs.

if a haunting occurs in the kitchen, draw a card to 
roll a d6, using the following for what occurs:
die roll of 1, 2, or 3 = flying cutlery attacks seeker 
the seeker makes a run roll versus 10. if the roll fails, 
the seeker receives 2 damage. if the roll succeeds, the 
seeker gains 2 advance points.
die roll of 4 or 5 = killer appliances the seeker makes 
a physical roll versus a d4 + 10. if the roll fails, the 
seeker receives damage equal to the amount the roll 
failed by. if the roll succeeds, the seeker gains 3 
advance points.
die roll of 6 = recipe for disaster the seeker makes a 
luck roll versus a d20. if the roll fails, the seeker 
receives trauma equal to the amount the roll failed by. 
if the roll succeeds, the seeker gains 5 advance points 
and may choose to reduce their damage or trauma  to 0, 
choosing only 1.



bathroom
the bathroom is mapped as a small square. draw a card 

to roll a d4. if the die roll is a 1, there are 2 doors. 
otherwise, there is 1 door. when first mapped, the 
seeker chooses which walls have a door. there must be a 
door on the wall next to the room the seeker just 
moved from. only 1 door per wall.

if the seeker is moving into a new bathroom, draw a 
card to roll a d10. if the die roll is a 1, a monster 
occurs. otherwise, no monster occurs.

if the seeker is moving into a new bathroom, draw a 
card to roll a d6. if the die roll is a 1, a haunting 
occurs. otherwise, no haunting occurs.

if the seeker is moving into an old bathroom without 
a monster, draw a card to roll a d12. if the die roll is a 1, 
a monster occurs. otherwise, no monster occurs.

if the seeker is moving into an old bathroom, draw a 
card to roll a d8. if the die roll is a 1, a haunting 
occurs. otherwise, no haunting occurs.

if a haunting occurs in the bathroom, draw a card to 
roll a d6, using the following for what occurs:
die roll of 1, 2, or 3 = toilet of terror the seeker 
makes a fright roll versus a d10 + 3. if the roll fails, the 
seeker receives 2 fear and gains 1 advance point. if the 
roll succeeds, the seeker receives 1 fear and gains 2 
advance points.
die roll of 4 or 5 = drowning tub the seeker makes a 
vitality roll versus a d12 + 2. if the roll fails, the seeker 
perishes. if the roll succeeds, the seeker gains 4 
advance points. if the seeker perishes from failing the 
vitality roll, they automatically succeed at their luck 
roll to survive without having to make a roll.
die roll of 6 = bloody mary the seeker makes a fright 
roll versus a d6 + 11. if the roll fails, the seeker 
receives fear equal to the amount the roll failed by. if 
the roll succeeds, the seeker receives 2 fear and gains 7 
advance points. if the seeker fails the fright roll and 
does not perish, the seeker gains advance points equal 
to the amount the roll failed by.



bedroom
the bedroom is mapped as a square. draw a card to 

roll a d4. if the die roll is a 1 or 2, there are 2 doors. 
otherwise, there is 1 door. when first mapped, the 
seeker chooses which walls have a door. there must be a 
door on the wall next to the room the seeker just 
moved from. only 1 door per wall.

if the seeker is moving into a new bedroom, draw a 
card to roll a d8. if the die roll is a 1, a monster occurs. 
otherwise, no monster occurs.

if the seeker is moving into a new bedroom, draw a 
card to roll a d8. if the die roll is a 1, a haunting 
occurs. otherwise, no haunting occurs.

if the seeker is moving into an old bedroom without a 
monster, draw a card to roll a d8. if the die roll is a 1, a 
monster occurs. otherwise, no monster occurs.

if the seeker is moving into an old bedroom, draw a 
card to roll a d8. if the die roll is a 1, a haunting 
occurs. otherwise, no haunting occurs.

 if no monster or haunting occurs in a bedroom, the 
seeker makes a luck roll versus 8. if the roll succeeds, 
the seeker gets some rest which subtracts 1 from their 
trauma and fear. if the roll fails, the seeker does not 
get any rest.  

if a haunting occurs in the bedroom, draw a card to 
roll a d6, using the following for what occurs:
die roll of 1, 2, or 3 = pillow smothers seeker the 
seeker makes a vitality roll versus 10. if the roll fails, 
the seeker receives 1 trauma. if the roll succeeds, the 
seeker gains 1 advance point.
die roll of 4 or 5 = nightmare nap the seeker makes a 
fright roll versus 13. if the roll fails, the seeker 
receives fear equal to the amount the roll failed by. if 
the roll succeeds, the seeker gains 3 advance points and 
subtracts 1 from their trauma and fear.
die roll of 6 = the thing under the bed the seeker 
makes a physical roll versus a d6 + 11. if the roll fails, 
the seeker receives damage equal to the amount the 
roll failed by. if the roll succeeds, the seeker gains 6 
advance points. whether the physical roll succeeds or 
fails, the seeker receives 2 fear.



game room
the game room is mapped as a square. draw a card to 

roll a d4 to determine the number of doors. when first 
mapped, the seeker chooses which walls have a door. 
there must be a door on the wall next to the room the 
seeker just moved from. only 1 door per wall.

if the seeker is moving into a new game room, draw a 
card to roll a d8. if the die roll is a 1, a monster occurs. 
otherwise, no monster occurs.

if the seeker is moving into a new game room, draw a 
card to roll a d6. if the die roll is a 1, a haunting 
occurs. otherwise, no haunting occurs.

if the seeker is moving into an old game room without 
a monster, draw a card to roll a d10. if the die roll is a 1, 
a monster occurs. otherwise, no monster occurs.

if the seeker is moving into an old game room, draw a 
card to roll a d8. if the die roll is a 1, a haunting 
occurs. otherwise, no haunting occurs.

if a haunting occurs in the game room, draw a card to 
roll a d6, using the following for what occurs:
die roll of 1, 2, or 3 = billiard balls bash seeker the 
seeker makes a hide roll versus 10. if the roll fails, the 
seeker receives damage equal to the amount the roll 
failed by. if the roll succeeds, the seeker gains 2 
advance points.
die roll of 4 or 5 = deadly dart match the seeker 
makes a physical roll versus a d12 + 4. if the roll fails, 
the seeker receives damage equal to the amount the 
roll failed by. if the roll succeeds, the seeker gains 
advance points equal to the amount the roll succeeded 
by.
die roll of 6 = satan's pinball machine the seeker 
makes a run roll versus a d20. if the roll fails, the 
seeker receives damage equal to the amount the roll 
failed by. if the roll succeeds, the seeker gains 6 
advance points. if the seeker perishes from failing the 
run roll, they automatically fail at their luck roll to 
survive without having to make a roll.



conservatory
the conservatory is mapped as a square. draw a card 

to roll a d4 to determine the number of doors. when 
first mapped, the seeker chooses which walls have a 
door. there must be a door on the wall next to the room 
the seeker just moved from. only 1 door per wall.

if the seeker is moving into a new conservatory, draw 
a card to roll a d10. if the die roll is a 1, a monster 
occurs. otherwise, no monster occurs.

if the seeker is moving into a new conservatory, draw 
a card to roll a d6. if the die roll is a 1, a haunting 
occurs. otherwise, no haunting occurs.

if the seeker is moving into an old conservatory 
without a monster, draw a card to roll a d10. if the die 
roll is a 1, a monster occurs. otherwise, no monster 
occurs.

if the seeker is moving into an old conservatory, draw 
a card to roll a d8. if the die roll is a 1, a haunting 
occurs. otherwise, no haunting occurs.

if a haunting occurs in the conservatory, draw a card 
to roll a d6, using the following for what occurs:
die roll of 1, 2, or 3 = spooky music from beyond the 
seeker makes a fright roll versus 12. if the roll fails, 
the seeker receives 1 fear and subtracts 1 from their 
fright for the rest of this visit to the haunted house. 
if the roll succeeds, the seeker gains 2 advance points.
die roll of 4 or 5 = chomping piano bites seeker the 
seeker makes a physical roll versus a d10 + 6. if the roll 
fails, the seeker receives damage equal to the amount 
the roll failed by. if the roll succeeds, the seeker gains 
3 advance points. whether the physical roll succeeds or 
fails, the seeker subtracts 1 from their physical for 
the rest of this visit to the haunted house.
die roll of 6 = dancing dirge of death the seeker 
makes a spiritual roll versus 13. if the roll fails, the 
seeker receives trauma equal to the amount the roll 
failed by. if the roll succeeds, the seeker gains 3 
advance points. whether the spiritual roll succeeds or 
fails, the seeker makes a vitality roll versus 13. if the 
roll fails, the seeker receives damage equal to the 
amount the roll failed by. if the roll succeeds, the 
seeker gains 3 advance points.



study
the study is mapped as a square. draw a card to roll a 

d4 to determine the number of doors, counting a die 
roll of 4 as a die roll of 1. when first mapped, the seeker 
chooses which walls have a door. there must be a door 
on the wall next to the room the seeker just moved 
from. only 1 door per wall.

if the seeker is moving into a new study, draw a card 
to roll a d8. if the die roll is a 1, a monster occurs. 
otherwise, no monster occurs.

if the seeker is moving into a new study, draw a card 
to roll a d8. if the die roll is a 1, a haunting occurs. 
otherwise, no haunting occurs.

if the seeker is moving into an old study without a 
monster, draw a card to roll a d8. if the die roll is a 1, a 
monster occurs. otherwise, no monster occurs.

if the seeker is moving into an old study, draw a card 
to roll a d10. if the die roll is a 1, a haunting occurs. 
otherwise, no haunting occurs.

if no monster or haunting occurs in a new study, the 
seeker makes an investigation roll versus 8. if the roll 
succeeds, the seeker finds a diary which gains them 1 
advance point. if the roll fails, no diary is found.  

if a haunting occurs in the study, draw a card to roll 
a d6, using the following for what occurs:
die roll of 1, 2, or 3 = painting comes to life the 
seeker makes a spiritual roll versus 12. if the roll fails, 
the seeker receives 1 trauma and 1 fear. if the roll 
succeeds, the seeker gains 2 advance points.
die roll of 4 or 5 = lethal letter opener lashes out 
the seeker makes a run roll versus a d6 + 6. if the roll 
fails, the seeker receives d6 damage. if the roll 
succeeds, the seeker gains advance points equal to the 
amount the roll succeeded by.
die roll of 6 = cursed CLOCK STRIKES MIDNIGHT draw 
a card to roll a d12. if the die roll is a 12, the seeker 
perishes and will automatically fail at their luck roll 
to survive without having to make a roll. otherwise, the  
seeker makes a luck roll versus 12. if the roll fails, the 
seeker receives trauma and fear equal to the amount 
the roll failed by. if the roll succeeds, the seeker gains 
6 advance points.



library
the library is mapped as a square. draw a card to roll 

a d4 to determine the number of doors. when first 
mapped, the seeker chooses which walls have a door. 
there must be a door on the wall next to the room the 
seeker just moved from. only 1 door per wall.

if the seeker is moving into a new library, draw a card 
to roll a d8. if the die roll is a 1, a monster occurs. 
otherwise, no monster occurs.

if the seeker is moving into a new library, draw a card 
to roll a d8. if the die roll is a 1, a haunting occurs. 
otherwise, no haunting occurs.

if the seeker is moving into an old library without a 
monster, draw a card to roll a d10. if the die roll is a 1, a 
monster occurs. otherwise, no monster occurs.

if the seeker is moving into an old library, draw a 
card to roll a d8. if the die roll is a 1, a haunting 
occurs. otherwise, no haunting occurs.

if no monster or haunting occurs in a library, the 
seeker makes an investigation roll versus 10. if the roll 
succeeds, the seeker finds a book which gains them 1 
advance point. if the roll fails, no book is found.  

if a haunting occurs in the library, draw a card to 
roll a d6, using the following for what occurs:
die roll of 1, 2, or 3 = bookcase topples over the 
seeker makes a run roll versus 8. if the roll fails, the 
seeker receives d8 damage. if the roll succeeds, the 
seeker gains 1 advance point.
die roll of 4 or 5 = quiet please the seeker makes a 
spiritual roll versus 12. if the roll fails, the seeker 
subtracts 1 from their spiritual for the rest of this 
visit to the haunted house. if the roll succeeds, the 
seeker gains 2 advance points.
die roll of 6 = necronomicon the seeker makes an 
investigation roll versus a d20. if the roll fails, the 
seeker gains d4 advance points and receives fear equal 
to the amount the roll failed by. if the roll succeeds, 
the seeker receives d4 fear and gains advance points 
equal to the amount the roll succeeded by.



cellar
the cellar is mapped as a square. draw a card to roll 

a d4. if the die roll is a 1, there are 2 doors. otherwise, 
there is 1 door. when first mapped, the seeker chooses 
which walls have a door. there must be a door on the 
wall next to the room the seeker just moved from. only 
1 door per wall.

if the seeker is moving into a new cellar, draw a card 
to roll a d6. if the die roll is a 1, a monster occurs. 
otherwise, no monster occurs.

if the seeker is moving into a new cellar, draw a card 
to roll a d8. if the die roll is a 1, a haunting occurs. 
otherwise, no haunting occurs.

if the seeker is moving into an old cellar without a 
monster, draw a card to roll a d6. if the die roll is a 1, a 
monster occurs. otherwise, no monster occurs.

if the seeker is moving into an old cellar, draw a 
card to roll a d8. if the die roll is a 1, a haunting 
occurs. otherwise, no haunting occurs.

if a haunting occurs in the cellar, draw a card to 
roll a d6, using the following for what occurs:
die roll of 1, 2, or 3 = wine bottles explode draw a 
card to roll a d4 to get the number of luck rolls the 
seeker must make versus 8. for each roll that fails, the 
seeker receives 1 damage. for each roll that succeeds, 
the seeker gains 1 advance point.
die roll of 4 or 5 = cellar dweller the seeker makes a 
fright roll versus a d8 + 6. if the roll fails, the seeker 
receives fear equal to the amount the roll failed by. if 
the roll succeeds, the seeker gains 2 advance points. 
whether the fright roll succeeds or fails, the seeker 
makes a physical roll versus a d6 + 8. if the roll fails, 
the seeker receives damage equal to the amount the 
roll failed by. if the roll succeeds, the seeker gains 2 
advance points.
die roll of 6 = A cask of amontillado the seeker 
makes a vitality roll versus a d20. if the roll fails, the 
seeker receives damage equal to the amount the roll 
failed by. if the roll succeeds, the seeker gains 6 
advance points.



attic
the attic is mapped as a square. draw a card to roll a 

d4. if the die roll is a 4, there are 2 doors. otherwise, 
there is 1 door. when first mapped, the seeker chooses 
which walls have a door. there must be a door on the 
wall next to the room the seeker just moved from. only 
1 door per wall.

if the seeker is moving into a new attic, they make an 
investigation roll versus 10. if the roll succeeds, there 
is a weapon in the attic. if the roll fails, there is no 
weapon in the attic.

if the seeker is moving into a new attic, draw a card 
to roll a d8. if the die roll is a 1, a monster occurs. 
otherwise, no monster occurs.

if the seeker is moving into a new attic, draw a card 
to roll a d6. if the die roll is a 1, a haunting occurs. 
otherwise, no haunting occurs.

if the seeker is moving into an old attic without a 
monster, draw a card to roll a d8. if the die roll is a 1, a 
monster occurs. otherwise, no monster occurs.

if the seeker is moving into an old attic, draw a card 
to roll a d6. if the die roll is a 1, a haunting occurs. 
otherwise, no haunting occurs.

if a haunting occurs in the attic, draw a card to roll 
a d6, using the following for what occurs:
die roll of 1, 2, or 3 = caught in cobwebs the seeker 
makes a physical roll versus a d12 + 2. if the roll fails, 
the seeker subtracts 1 from their run for the rest of 
this visit to the haunted house. if the roll succeeds, 
the seeker gains 1 advance point.
die roll of 4 or 5 = it lives in the attic the seeker 
makes a fright roll versus d6 + 8. if the roll fails, the 
seeker receives fear equal to the amount the roll 
failed by. if the roll succeeds, the seeker gains 2 
advance points. whether the fright roll succeeds or 
fails, the seeker makes a physical roll versus d8 + 6. if 
the roll fails, the seeker receives damage equal to the 
amount the roll failed by. if the roll succeeds, the 
seeker gains 2 advance points.
die roll of 6 = forbidden closet of mystery the 
seeker makes an investigation roll versus 13. if the roll 
fails, the seeker receives trauma and fear equal to the 
amount the roll failed by. if the roll succeeds, the 
seeker gains 6 advance points. if the investigation roll 
fails and the seeker does not perish, the seeker gains 4 
advance points.



garden
the garden is mapped as a rectangle. draw a card to 

roll a d4 to determine the number of doors. when first 
mapped, the seeker chooses which walls have a door. 
there must be a door on the wall next to the room the 
seeker just moved from. only 1 door per wall.

if the seeker is moving into a new garden, draw a card 
to roll a d6. if the die roll is a 1, a monster occurs. 
otherwise, no monster occurs.

if the seeker is moving into a new garden, draw a card 
to roll a d6. if the die roll is a 1, a haunting occurs. 
otherwise, no haunting occurs.

if the seeker is moving into an old garden without a 
monster, draw a card to roll a d8. if the die roll is a 1, a 
monster occurs. otherwise, no monster occurs.

if the seeker is moving into an old garden, draw a 
card to roll a d8. if the die roll is a 1, a haunting 
occurs. otherwise, no haunting occurs.

if a haunting occurs in the garden, draw a card to 
roll a d6, using the following for what occurs:
die roll of 1, 2, or 3 = keep off the grass the seeker 
makes a run roll versus a d8 + 4. if the roll fails, the 
seeker receives damage equal to the amount the roll 
failed by. if the roll succeeds, the seeker gains 1 
advance point.
die roll of 4 or 5 = flowers of evil draw a card to roll 
a d6 to get the number of spiritual rolls the seeker 
must make versus 10. for each roll that fails, the seeker 
receives 1 trauma. for each roll that succeeds, the 
seeker gains 1 advance point.
die roll of 6 = torture garden the seeker makes a 
physical roll versus 13. if the roll fails, the seeker 
receives damage equal to the amount the roll failed by. 
if the roll succeeds, the seeker gains 3 advance points. 
whether the physical roll succeeds or fails, the seeker 
makes a vitality roll versus 13. if the roll fails, the 
seeker receives damage equal to the amount the roll 
failed by. if the roll succeeds, the seeker gains 3 
advance points.



cemetery
the cemetery is mapped as a rectangle. draw a card to 

roll a d4 to determine the number of doors. when first 
mapped, the seeker chooses which walls have a door. 
there must be a door on the wall next to the room the 
seeker just moved from. only 1 door per wall.

if the seeker is moving into a new cemetery, draw a 
card to roll a d4. if the die roll is a 1, a monster occurs. 
otherwise, no monster occurs.

if the seeker is moving into a new cemetery, draw a 
card to roll a d6. if the die roll is a 1, a haunting 
occurs. otherwise, no haunting occurs.

if the seeker is moving into an old cemetery without 
a monster, draw a card to roll a d6. if the die roll is a 1, 
a monster occurs. otherwise, no monster occurs.

if the seeker is moving into an old cemetery, draw a 
card to roll a d8. if the die roll is a 1, a haunting 
occurs. otherwise, no haunting occurs.

if a haunting occurs in the cemetery, draw a card to 
roll a d6, using the following for what occurs:
die roll of 1, 2, or 3 = dem bones the seeker makes a 
physical roll versus 11. if the roll fails, the seeker 
receives damage equal to the amount the roll failed by. 
if the roll succeeds, the seeker gains 2 advance points.
die roll of 4 or 5 = one foot in the grave the seeker 
makes a spiritual roll versus 13. if the roll fails, the 
seeker receives trauma equal to the amount the roll 
failed by. if the roll succeeds, the seeker gains 4 
advance points. whether the spiritual roll succeeds or 
fails, the seeker subtracts 1 from their vitality for the 
rest of this visit to the haunted house.
die roll of 6 = ghastly funeral procession draw a 
card to roll a d6 for the number of monsters that 
occur. no combat occurs, though fright challenges are 
made for each monster, after which the monsters cease 
to occur. if the seeker does not perish from the fright 
challenges, they gain 2 advance points for each monster 
that occurred.



crypt
the crypt is mapped as a small square. draw a card to 

roll a d4. if the die roll is a 1 or 2, there are 2 doors. 
otherwise, there is 1 door. when first mapped, the 
seeker chooses which walls have a door. there must be a 
door on the wall next to the room the seeker just 
moved from. only 1 door per wall.

if the seeker is moving into a new crypt, they make a 
luck roll versus 13 . if the roll succeeds, there is a 
mystic item in the crypt. if the roll fails, there is no 
mystic item in the crypt.

if the seeker is moving into a new crypt, draw a card 
to roll a d4. if the die roll is a 1, a monster occurs. 
otherwise, no monster occurs.

if the seeker is moving into a new crypt, draw a card 
to roll a d6. if the die roll is a 1, a haunting occurs. 
otherwise, no haunting occurs.

if is moving into an old crypt without a monster, 
draw a card to roll a d12. if the die roll is a 1, a monster 
occurs. otherwise, no monster occurs.

if the seeker is moving into an old crypt, draw a card 
to roll a d8. if the die roll is a 1, a haunting occurs. 
otherwise, no haunting occurs.

if a haunting occurs in the crypt, draw a card to roll 
a d6, using the following for what occurs:
die roll of 1, 2, or 3 = eerie fog fills chamber the 
seeker makes a vitality roll versus 10. if the roll fails, 
the seeker receives 1 damage, 1 trauma, and 1 fear. if the 
roll succeeds, the seeker gains 2 advance points.
die roll of 4 or 5 = tale from the crypt the seeker 
makes a fright roll versus 13. if the roll fails, the 
seeker receives fear equal to the amount the roll 
failed by. if the roll succeeds, the seeker gains 4 
advance points. whether the fright roll succeeds or 
fails, the seeker subtracts 1 from their fright for the 
rest of this visit to the haunted house.
die roll of 6 = tomb of the unknown draw a card to 
roll a d6. if the die roll is a 1 or 2, the seeker makes a 
physical roll versus a d8 + 8. if the die roll is a 3 or 4, the 
seeker makes a spiritual roll versus a d8 + 8. if the die 
roll is a 5 or 6, the seeker makes a fright roll versus d8 
+ 8. if the roll fails, the seeker receives damage, trauma, 
and fear equal to the amount the roll failed by. if the 
roll succeeds, the seeker gains d8 advance points.



altar room
the altar room is mapped as a square with a small 

circle in the middle. draw a card to roll a d4 to 
determine the number of doors, counting a die roll of 4 
as a die roll of 1. when first mapped, the seeker chooses 
which walls have a door. there must be a door on the 
wall next to the room the seeker just moved from. only 
1 door per wall.

if the seeker is moving into a new altar room, draw a 
card to roll a d6. if the die roll is a 6, there is a mystic 
item in the altar room. otherwise, there is no mystic 
item in the altar room.

if the seeker is moving into a new altar room, draw a 
card to roll a d6. if the die roll is a 1, a monster occurs. 
otherwise, no monster occurs.

if the seeker is moving into a new altar room, draw a 
card to roll a d6. if the die roll is a 1, a haunting 
occurs. otherwise, no haunting occurs.

if the seeker is moving into an old altar room 
without a monster, draw a card to roll a d6. if the die 
roll is a 1, a monster occurs. otherwise, no monster 
occurs.

if the seeker is moving into an old altar room, draw a 
card to roll a d6. if the die roll is a 1, a haunting 
occurs. otherwise, no haunting occurs.

if a haunting occurs in the altar room, draw a card 
to roll a d6, using the following for what occurs:
die roll of 1, 2, or 3 = unholy aura assaults seeker 
the seeker makes a spiritual roll versus a d10 + 6. if the 
roll fails, the seeker receives d6 trauma. if the roll 
succeeds, the seeker gains 2 advance points.
die roll of 4 or 5 = burnt offerings the seeker makes a 
luck roll versus a d10 + 6. if the roll fails, all weapons 
and mystic items the seeker has become useless and are 
discarded. if the roll succeeds, the seeker gains 4 
advance points.
die roll of 6 = black mass the seeker makes a hide roll 
versus a d20. if the roll fails, the seeker receives 
damage equal to the amount the roll failed by. if the 
roll succeeds, the seeker gains 6 advance points.



alcove
the alcove is mapped as a small square. it has 1 door. 

when first mapped, the door is on the wall next to the 
room the seeker just moved from.

if the seeker is moving into a new alcove, draw a card 
to roll a d4. if the die roll is a 1, a monster occurs. 
otherwise, no monster occurs.

if the seeker is moving into a new alcove, draw a card 
to roll a d4. if the die roll is a 1, a haunting occurs. 
otherwise, no haunting occurs.

if the seeker is moving into an old alcove without a 
monster, draw a card to roll a d8. if the die roll is a 1, a 
monster occurs. otherwise, no monster occurs.

if the seeker is moving into an old alcove, draw a 
card to roll a d8. if the die roll is a 1, a haunting 
occurs. otherwise, no haunting occurs.

if a haunting occurs in the alcove, draw a card to 
roll a d8, using the following for what occurs:
die roll of 1, 2, or 3 = hidden panel the seeker makes an 
investigation roll versus 8. if the roll succeeds, the 
seeker gains 1 advance point and 1 door is added to any 
wall in this alcove that does not already have a door. if 
the roll fails, no door is added. 
die roll of 4 or 5 = skul de sac the seeker makes a 
spiritual roll versus 13. if the roll fails, the seeker 
receives fear equal to the amount the roll failed by. if 
the roll succeeds, the seeker gains 3 advance points. 
whether the spiritual roll succeeds or fails, the 
seeker subtracts 1 from their spiritual for the rest of 
this visit to the haunted house.

die roll of 6 = dead end the seeker makes a fright roll 
versus 13. if the roll fails, the seeker receives fear 
equal to the amount the roll failed by. if the roll 
succeeds, the seeker gains 3 advance points. whether the 
fright roll succeeds or fails, the seeker makes a 
vitality roll versus 13. if the roll fails, the seeker 
receives damage equal to the amount the roll failed by. 
if the roll succeeds, the seeker gains 3 advance points.



secret passage
the secret passage is mapped as a small rectangle. it 

has 2 doors. when first mapped, the seeker chooses 
which walls have a door. there must be a door on the 
wall next to the room the seeker just moved from. only 
1 door per wall.

if the seeker is moving into a new secret passage, 
draw a card to roll a d8. if the die roll is a 1, the door 
that is not next to the room the seeker just moved from 
is an exit the seeker can move through to end their visit  
instead of moving to a room next to the secret passage. 
if the die roll is not a 1, the door that is not next to the 
room the seeker just moved from is not an exit and 
moving through it will lead to a new room as normal.

if the seeker is moving into a new secret passage, 
draw a card to roll a d6. if the die roll is a 1, a monster 
occurs. otherwise, no monster occurs.

if the seeker is moving into a new secret passage, 
draw a card to roll a d4. if the die roll is a 1, a haunting 
occurs. otherwise, no haunting occurs.

if the seeker is moving into an old secret passage 
without a monster, draw a card to roll a d8. if the die 
roll is a 1, a monster occurs. otherwise, no monster 
occurs.

if the seeker is moving into an old secret passage, 
draw a card to roll a d6. if the die roll is a 1, a haunting 
occurs. otherwise, no haunting occurs.

if a haunting occurs in the secret passage, draw a 
card to roll a d6, using the following for what occurs:
die roll of 1, 2, or 3 = trap door opens under seeker 
the seeker makes a run roll versus a d8 + 4. if the roll 
fails, this visit to the haunted house ends. if the roll 
succeeds, the seeker gains 1 advance point and may 
choose to end this visit to the haunted house.
die roll of 4 or 5 = lost in labyrinth the seeker makes 
an investigation roll versus a d8 + 8. if the roll fails, 
the seeker receives damage and trauma equal to the 
amount the roll failed by. if the roll succeeds, the 
seeker gains advance points equal to the amount the 
roll succeeded by.
die roll of 6 = netherworld passage the seeker makes 
a spiritual roll versus a d8 + 12. if the roll fails, the 
seeker receives fear equal to the amount the roll 
failed by. if the roll succeeds, the seeker gains 6 
advance points. if the seeker perishes from failing the 
spiritual roll, they automatically fail at their luck 
roll to survive without having to make a roll.



master bedroom
the master bedroom is mapped as a square. draw a 

card to roll a d4 to determine the number of doors. 
when first mapped, the seeker chooses which walls have 
a door. there must be a door on the wall next to the 
room the seeker just moved from. only 1 door per wall.

if the seeker is moving into a new master bedroom, 
draw a card to roll a d4. if the die roll is a 1, a monster 
occurs. otherwise, no monster occurs.

if the seeker is moving into a new master bedroom, 
draw a card to roll a d4. if the die roll is a 1, a haunting 
occurs. otherwise, no haunting occurs.

if the seeker is moving into an old master bedroom 
without a monster, draw a card to roll a d6. if the die 
roll is a 1, a monster occurs. otherwise, no monster 
occurs.

if the seeker is moving into an old master bedroom, 
draw a card to roll a d6. if the die roll is a 1, a haunting 
occurs. otherwise, no haunting occurs.

if no monster or haunting occurs in a master 
bedroom, the seeker makes a luck roll versus 10. if the 
roll succeeds, the seeker gets some rest which 
subtracts 1 from their damage, trauma, and fear. if the 
roll fails, the seeker does not get any rest.

if a haunting occurs in the master bedroom, draw a 
card to roll a d6, using the following for what occurs:
die roll of 1, 2, or 3 = bump in the night the seeker 
makes a fright roll versus a d6 + 11. if the roll fails, the 
seeker receives fear equal to the amount the roll 
failed by. if the roll succeeds, the seeker gains 3 
advance points.
die roll of 4 or 5 = the thing under the bed part 2 
the seeker makes a physical roll versus a d8 + 11. if the 
roll fails, the seeker receives d8 damage and 2 fear. if 
the roll succeeds, the seeker gains 6 advance points. 
die roll of 6 = the master the seeker makes a fright 
roll versus 13. if the roll fails, the seeker receives fear 
equal to the amount the roll failed by. if the roll 
succeeds, the seeker gains 3 advance points. whether the 
fright roll succeeds or fails, the seeker makes a 
spiritual roll versus 13. if the roll fails, the seeker 
receives trauma equal to the amount the roll failed by. 
if the roll succeeds, the seeker gains 3 advance points. 
whether the spiritual roll succeeds or fails, the 
seeker makes a physical roll versus 13. if the roll fails, 
the seeker receives damage equal to the amount the 
roll failed by. if the roll succeeds, the seeker gains 3 
advance points.



monsters
monsters are supernatural creatures that live 

within haunted houses.
if a monster occurs in a room or by any other means, 

draw a card to roll a d40, using the following to 
determine what type of monster it is:
die roll of   1 = cat die roll of 21 = creep
die roll of   2 = hound die roll of 22 = shadow
die roll of   3 = corpse die roll of 23 = shade
die roll of   4 = skeleton die roll of 24 = spirit
die roll of   5 = zombie die roll of 25 = spook
die roll of   6 = skull die roll of 26 = haunt
die roll of   7 = cultist die roll of 27 = poltergeist
die roll of   8 = doll die roll of 28 = ghost
die roll of   9 = changeling die roll of 29 = phantom
die roll of 10 = imp die roll of 30 = spectre
die roll of 11 = gremlin die roll of 31 = hag
die roll of 12 = hobgoblin die roll of 32 = witch
die roll of 13 = gargoyle die roll of 33 = warlock
die roll of 14 = creature die roll of 34 = pumpkinhead
die roll of 15 = brute die roll of 35 = shambler
die roll of 16 = tree die roll of 36 = vampire
die roll of 17 = banshee die roll of 37 = demon
die roll of 18 = ghoul die roll of 38 = devil
die roll of 19 = mummy die roll of 39 = reaper
die roll of 20 = revenant die roll of 40 = boogeyman

Each type of monster has it's own description that 
will instruct a seeker what to do upon encountering 
the monster. monster attributes follow the same rules 
as seeker attributes, except that monsters  do not make 
a luck roll to survive when perishing, a fright roll 
when encountering a monster, or a run roll to avoid 
combat. 

a monster will remain in the room they occurred in 
until they perish, unless it's description instructs 
otherwise.

when a seeker's visit to a haunted house ends, all 
monsters in the haunted house reduce their damage, 
trauma, and fear to 0.



cat
use the following table for the dice to roll to 

determine the attributes for the cat:
physical = roll a d4
spiritual = roll a d4
investigation = roll a d8
luck = roll a d6
vitALity = roll a d4
fright = roll a d4
run = roll a d6
hide = roll a d8

use the following table for the die rolled by the cat 
when using attributes:

physical = +d4
spiritual = +d4 
investigation = +d6
luck = +d6
vitality = +d4
fright = +d4 
run = +d6
hide = +d8

when a new cat occurs, draw a card to roll a d6. if the 
die roll is 6, the cat is a black cat and adds 1 to all of 
it's attributes. otherwise, the cat is not a black cat.

a physical combat occurs when the cat is 
encountered.

if the cat is a black cat, the seeker makes a luck roll 
versus the cat's luck roll before the combat occurs. if 
the roll is failed, the seeker subtracts d6 from their 
physical for the rest of the combat. if the roll 
succeeds, the seeker gains 1 advance point.

if the cat perishes, the seeker gains 1 advance point. if 
the cat perishes and is a black cat, the seeker subtracts 
1 from their luck for the rest of this visit to the 
haunted house.



hound
use the following table for the dice to roll to 

determine the attributes for the hound:
physical = roll a d6
spiritual = roll a d4
investigation = roll a d6
luck = roll a d4
vitALity = roll a d6
fright = roll a d4
run = roll a d8
hide = roll a d6

use the following table for the die rolled by the 
hound when using attributes:

physical = +d4
spiritual = +d4
investigation = +d8
luck = +d4
vitality = +d6
fright = +d4 
run = +d8
hide = +d6

when a new hound occurs, draw a card to roll a d6. if 
the die roll is 6, the hound is a tindalos hound and adds 
2 to all of it's attributes. otherwise, the HOUND is not a 
tindalos hound.

a physical combat occurs when the hound is 
encountered.

if the hound is a tindalos hound, the seeker makes a 
vitality roll versus the hound's physical roll before 
the combat occurs. if the roll is failed, the seeker 
subtracts d6 from their vitality for the rest of the 
combat. if the roll succeeds, the seeker gains 1 advance 
point.

if the hound perishes, the seeker gains 1 advance 
point. if the hound perishes and is a tindalos hound, the 
seeker subtracts 1 from their hide for the rest of this 
visit to the haunted house.



corpse
use the following table for the dice to roll to 

determine the attributes for the corpse:
physical = roll a d6
spiritual = roll a d4
investigation = roll a d4
luck = roll a d4
vitALity = roll a d6
fright = roll a d6
run = roll a d4
hide = roll a d4

use the following table for the die rolled by the 
corpse when using attributes:

physical = +d6
spiritual = +d4 
investigation = +d4
luck = +d4
vitality = +d6
fright = +d6 
run = +d4
hide = +d4

a physical combat occurs when the corpse is 
encountered.

if the corpse perishes, it makes a luck roll versus 6. 
if the roll succeeds, the corpse survives and another 
physical combat occurs. if the roll fails, the corpse 
does not survive. if the corpse survives, it's damage and 
trauma becomes 0 before the combat occurs.
 if the corpse perishes and does not survive, the 
seeker gains 2 advance points. if the corpse perishes and 
survives, the seeker gains 1 advance point.



skeleton
use the following table for the dice to roll to 

determine the attributes for the skeleton:
physical = roll a d6
spiritual = roll a d4
investigation = roll a d4
luck = roll a d4
vitALity = roll a d6
fright = roll a d6
run = roll a d6
hide = roll a d4

use the following table for the die rolled by the 
skeleton when using attributes:

physical = +d6
spiritual = +d4
investigation = +d6
luck = +d4
vitality = +d4
fright = +d6 
run = +d6
hide = +d4

IF THE ROOM A skeleton OCCURS IN IS A cemetery or a 
crypt, THE skeleton rolls an additional +d4 when making 
an attribute roll.

a physical combat occurs when the skeleton is 
encountered.

the seeker cannot use a weapon in physical combat 
with the skeleton; if using a weapon, the seeker will 
roll as though unarmed. the seeker can use a mystic 
weapon in physical combat with the skeleton.

if the skeleton perishes, it makes a luck roll versus 
8. if the roll succeeds, the skeleton survives and 
another physical combat occurs. if the roll fails, the 
skeleton does not survive. if the skeleton survives, it's 
damage and trauma becomes 0 before the combat occurs.
 if the skeleton perishes and does not survive, the 
seeker gains 2 advance points. if the skeleton perishes 
and survives, the seeker gains 2 advance points.



zombie
use the following table for the dice to roll to 

determine the attributes for the zombie:
physical = roll a d6
spiritual = roll a d6
investigation = roll a d6
luck = roll a d4
vitALity = roll a d8
fright = roll a d6
run = roll a d4
hide = roll a d4

use the following table for the die rolled by the 
zombie when using attributes:

physical = +d8
spiritual = +d4 
investigation = +d4
luck = +d4
vitality = +d6
fright = +d6 
run = +d6
hide = +d4

when a new zombie occurs, draw a card to roll a d6. if 
the die roll is 6, the zombie is a gray zombie and adds 2 to 
it's physical and vitality. otherwise, the zombie is not a 
gray zombie.

a physical combat occurs when the zombie is 
encountered.

if the zombie is a gray zombie, the seeker makes a 
physical roll versus the zombie's vitality roll before 
the combat occurs. if the roll is failed, the zombie adds 
d6 to it's physical and vitality for the rest of the 
combat. if the roll succeeds, the seeker gains 1 advance 
point.

if the zombie perishes, it makes a luck roll versus 6. if 
the roll succeeds, the zombie survives and another 
physical combat occurs. if the roll fails, the zombie 
does not survive. if the zombie survives, it's damage and 
trauma becomes 0 before the combat occurs.
 if the zombie perishes and does not survive, the 
seeker gains 3 advance points. if the zombie perishes and 
survives, the seeker gains 1 advance point.



skull
use the following table for the dice to roll to 

determine the attributes for the skull:
physical = roll a d6
spiritual = roll a d6
investigation = roll a d6
luck = roll a d6
vitALity = roll a d6
fright = roll a d8
run = roll a d4
hide = roll a d6

use the following table for the die rolled by the 
skull when using attributes:

physical = +d8
spiritual = +d6
investigation = +d6
luck = +d6
vitality = +d6
fright = +d6 
run = +d4
hide = +d6

when a new skull occurs, draw a card to roll a d6. if 
the die roll is 6, the skull is a screaming skull and adds 
3 to all of it's attributes. otherwise, the skull is not a 
screaming skull.

IF THE ROOM A skull OCCURS IN IS A cemetery, crypt, or 
altar room, THE skull rolls an additional +d6 when 
making an attribute roll.

a physical combat occurs when the skull is 
encountered.

if the skull is a screaming skull, the seeker makes a 
spiritual roll versus the skull's spiritual roll before 
the combat occurs. if the roll fails, the seeker receives 
trauma equal to the amount the roll failed by. if the 
roll succeeds, the seeker gains 1 advance point.

if the skull perishes, the seeker gains 3 advance 
points. if the skull perishes and is a screaming skull, 
the seeker makes a vitality roll versus the skull's 
spiritual roll. if the roll fails, the seeker receives 
trauma equal to the amount the roll failed by. if the 
roll succeeds, the seeker gains 1 advance point.



cultist
use the following table for the dice to roll to 

determine the attributes for the cultist:
physical = roll a d8
spiritual = roll a d8
investigation = roll a d8
luck = roll a d8
vitALity = roll a d6
fright = roll a d4
run = roll a d6
hide = roll a d6

use the following table for the die rolled by the 
cultist when using attributes:

physical = +d4 unarmed
spiritual = +d6 
investigation = +d6
luck = +d6
vitality = +d6
fright = +d4 
run = +d6
hide = +d6

when a new cultist occurs, draw a card to roll a d6. if 
the die roll is 1, the cultist is unarmed. otherwise, the 
cultist has 1 weapon which they will use in combat.

when a new cultist occurs, draw a card to roll a d12. 
if the die roll is a 12, the cultist has a mystic weapon 
instead of being unarmed or having 1 weapon. otherwise, 
the cultist stays unarmed or has 1 weapon.

IF THE ROOM A cultist OCCURS IN IS An altar room, THE 
cultist rolls an additional +d4 when making an 
attribute roll.

a fright challenge does not occur when the seeker 
encounters a cultist.

a physical combat occurs when the cultist is 
encountered.

if the cultist perishes, the seeker gains 4 advance 
points and any weapon the cultist had.



doll
use the following table for the dice to roll to 

determine the attributes for the doll:
physical = roll a d4
spiritual = roll a d6
investigation = roll a d6
luck = roll a d6
vitALity = roll a d4
fright = roll a d4
run = roll a d4
hide = roll a d6

use the following table for the die rolled by the 
doll when using attributes:

physical = +d8
spiritual = +d6 
investigation = +d6
luck = +d6
vitality = +d6
fright = +d6 
run = +d4
hide = +d8

when a new doll occurs, draw a card to roll a d6. if 
the die roll is 6, the doll is a devil doll and adds 4 to all 
of it's attributes. otherwise, the doll is not a devil 
doll.

a physical combat combat occurs when the doll is 
encountered.

if the doll is a devil doll, the seeker receives 1 
trauma for every 1 damage the doll receives in physical 
combat with the seeker .

if the doll perishes, the seeker gains 4 advance 
points. if the doll perishes and is a devil doll, the 
seeker gains an additional 4 advance points and 
subtracts an amount from their trauma equal to the 
amount of trauma received in combat with the doll.



changeling
use the following table for the dice to roll to 

determine the attributes for the changeling:
physical = roll a d4
spiritual = roll a d6
investigation = roll a d8
luck = roll a d6
vitALity = roll a d6
fright = roll a d6
run = roll a d4
hide = roll a d8

use the following table for the die rolled by the 
changeling when using attributes:

physical = +d12
spiritual = +d6 
investigation = +d8
luck = +d6
vitality = +d8
fright = +d12
run = +d12
hide = +d12

when a new changeling occurs, draw a card to roll a 
d12. if the die roll is a 12, draw a card to roll a d40 for 
another monster to occur in place of the changeling. 
otherwise, no monster occurs in place of the 
changeling.

a physical combat occurs when the changeling is 
encountered.

before the combat occurs, the seeker makes an 
investigation roll versus the changeling's hide roll. if 
the roll fails, for the rest of the combat the 
changeling adds an amount to it's physical equal to the 
amount the roll failed by. if the roll succeeds, the 
seeker gains 1 advance point.

if the changeling perishes, the seeker gains 5 advance 
point.



imp
use the following table for the dice to roll to 

determine the attributes for the imp:
physical = roll a d4
spiritual = roll a d8
investigation = roll a d8
luck = roll a d8
vitALity = roll a d4
fright = roll a d6
run = roll a d6
hide = roll a d8

use the following table for the die rolled by the imp 
when using attributes:

physical = +d8
spiritual = +d8 
investigation = +d8
luck = +d8
vitality = +d6
fright = +d6
run = +d6
hide = +d6

when a new imp occurs, the seeker makes a luck roll 
versus the imp's luck roll. if the roll fails, the seeker 
subtracts 1 from their luck for the rest of this visit to 
the haunted house. if the roll succeeds, the seeker 
gains 1 advance point.

a physical combat occurs when the imp is 
encountered.

before the combat occurs, the seeker makes a luck 
roll versus the imp's spiritual roll. if the roll fails, 
for the rest of the combat the seeker will subtract an 
amount from their physical equal to the amount the 
roll failed by. if the roll succeeds, the seeker gains 1 
advance point.

if the imp perishes, the seeker gains 5 advance points 
and makes a vitality roll versus the imp's luck roll. if 
the roll fails, the seeker subtracts 1 from their 
vitality for the rest of this visit to the haunted house. 
if the roll succeeds, the seeker adds 1 to their luck for 
the rest of this visit to the haunted house.



gremlin
use the following table for the dice to roll to 

determine the attributes for the gremlin:
physical = roll a d6
spiritual = roll a d6
investigation = roll a d8
luck = roll a d8
vitALity = roll a d6
fright = roll a d6
run = roll a d6
hide = roll a d8

use the following table for the die rolled by the 
gremlin when using attributes:

physical = +d8
spiritual = +d6 
investigation = +d8
luck = +d8
vitality = +d6
fright = +d6 
run = +d6
hide = +d8

when a new gremlin occurs, the seeker makes a luck 
roll versus the gremlin's luck roll. if the roll fails, 
the seeker subtracts 1 from their run for the rest of 
this visit to the haunted house. if the roll succeeds, 
the seeker gains 1 advance point.

a physical combat occurs when the gremlin is 
encountered.

before the combat occurs, the seeker makes a luck 
roll versus the gremlin's spiritual roll. if the roll 
fails, for the rest of the combat the seeker will 
subtract an amount from their vitality equal to the 
amount the roll failed by. if the roll succeeds, the 
seeker gains 1 advance point.

if the gremlin perishes, the seeker gains 6 advance 
points and makes a spiritual roll versus the gremlin's 
luck roll. if the roll fails, the seeker subtracts 1 from 
their physical for the rest of this visit to the haunted 
house. if the roll succeeds, the seeker adds 1 to their 
run for the rest of this visit to the haunted house.



hobgoblin
use the following table for the dice to roll to 

determine the attributes for the hobgoblin:
physical = roll a d8
spiritual = roll a d6
investigation = roll a d8
luck = roll a d8
vitALity = roll a d8
fright = roll a d8
run = roll a d6
hide = roll a d6

use the following table for the die rolled by the 
hobgoblin when using attributes:

physical = +d8
spiritual = +d6
investigation = +d8
luck = +d8
vitality = +d8
fright = +d6
run = +d8
hide = +d8

when a new hobgoblin occurs, the seeker makes an 
investigation roll versus the hobgoblin's hide roll. if 
the roll fails, the seeker receives damage equal to the 
amount the roll failed by. if the roll succeeds, the 
seeker gains 1 advance point.

a physical combat occurs when the hobgoblin is 
encountered.

before the combat occurs, the seeker makes a luck 
roll versus the hobgoblin's luck roll. if the roll fails, 
for the rest of the combat the seeker will subtract an 
amount from their physical equal to the amount the 
roll failed by. if the roll succeeds, the seeker gains 1 
advance point.

if the hobgoblin perishes, the seeker gains 6 advance 
points and makes a vitality roll versus the hobgoblin's 
physical roll. if the roll fails, the seeker receives 
damage equal to the amount the roll failed by. if the 
roll succeeds, the seeker gains 1 advance point.



gargoyle
use the following table for the dice to roll to 

determine the attributes for the gargoyle:
physical = roll a d10
spiritual = roll a d6
investigation = roll a d8
luck = roll a d6
vitALity = roll a d10
fright = roll a d6
run = roll a d6
hide = roll a d8

use the following table for the die rolled by the 
gargoyle when using attributes:

physical = +d10
spiritual = +d4
investigation = +d8
luck = +d6
vitality = +d10
fright = +d8 
run = +d12
hide = +d10

when a new gargoyle occurs, the seeker makes an 
investigation roll versus the gargoyle's hide roll. if 
the roll fails, the gargoyle rolls an additional +d6 to 
it's physical in it's first combat. if the roll succeeds, 
the seeker gains 1 advance point.

a physical combat occurs when the gargoyle is 
encountered.

before the combat occurs, the seeker makes a 
physical roll versus the gargoyle's vitality roll. if 
the roll fails, for the rest of the combat the gargoyle 
adds an amount to it's physical equal to the amount the 
roll failed by. if the roll succeeds, the seeker gains 1 
advance point.

if the seeker makes a run roll to avoid combat with 
the gargoyle and fails, the seeker receives damage 
equal to the amount the roll failed by. if the seeker 
makes a run roll to avoid combat with the gargoyle and 
succeeds, the seeker gains 1 advance point.

if the gargoyle receives damage in combat, subtract 1 
from the damage before the gargoyle receives damage.

if the gargoyle perishes, the seeker gains 7 advance 
points.



creature
use the following table for the dice to roll to 

determine the attributes for the creature:
physical = roll a d10
spiritual = roll a d6
investigation = roll a d8
luck = roll a d6
vitALity = roll a d10
fright = roll a d8
run = roll a d8
hide = roll a d8

use the following table for the die rolled by the 
creature when using attributes:

physical = +d10
spiritual = +d4 
investigation = +d8
luck = +d6
vitality = +d10
fright = +d8 
run = +d8
hide = +d8

when a new creature occurs, draw a card to roll a d6, 
using the following to determine it's creature ability:
die roll of 1 = +4 to physical and the creature rolls an 
additional +d4 when making a physical roll
die roll of 2 = +4 to vitality and the creature rolls an 
additional +d4 when making a vitality roll
die roll of 3 = +4 to fright and the creature rolls an 
additional +d4 when making a fright roll
die roll of 4 = +4 to run and the creature rolls an 
additional +d4 when making a run roll
die roll of 5 = if the creature receives damage in combat, 
subtract 1 from the damage before the creature 
receives damage.
die roll of 6 = +4 to all attributes and the creature 
rolls an additional +d4 when making an attribute roll

a physical combat occurs when the creature is 
encountered.

if the creature perishes, the seeker gains 7 advance 
points.



brute
use the following table for the dice to roll to 

determine the attributes for the brute:
physical = roll a d12
spiritual = roll a d4
investigation = roll a d4
luck = roll a d6
vitALity = roll a d12
fright = roll a d6
run = roll a d8
hide = roll a d4

use the following table for the die rolled by the 
brute when using attributes:

physical = +d12
spiritual = +d4 
investigation = +d6
luck = +d4
vitality = +d12
fright = +d6 
run = +d6
hide = +d4

when a new brute occurs, draw a card to roll a d4, 
using the following to determine it's brute ability:
die roll of 1 = +d8 to physical
die roll of 2 = +d8 to vitality
die roll of 3 = +d8 to fright
die roll of 4 = +d8 to all attributes

when a new brute occurs, the seeker makes a vitality 
roll versus the brute's vitality roll. if the roll fails, 
the seeker receives damage equal to the amount the 
roll failed by. if the roll succeeds, the seeker gains 1 
advance point.

a physical combat occurs when the brute is 
encountered.

in physical combat, add 1 to the brute's physical for 
every 2 damage the brute has.

if the brute perishes, the seeker gains 8 advance 
points.



tree
use the following table for the dice to roll to 

determine the attributes for the tree:
physical = roll a d12
spiritual = roll a d6
investigation = roll a d8
luck = roll a d6
vitALity = roll a d20
fright = roll a d6
run = roll a d4
hide = roll a d8

use the following table for the die rolled by the 
tree when using attributes:

physical = +d10
spiritual = +d8 
investigation = +d6
luck = +d6
vitality = +d20
fright = +d6 
run = +d4
hide = +d4

when a new tree occurs, the seeker makes an 
investigation roll versus the tree's hide roll. if the 
roll fails, the tree rolls an additional +d4 to it's 
fright ROLL when the seeker makes a fright roll for 
encountering the tree. if the roll succeeds, the seeker 
gains 1 advance point.

IF THE ROOM A TREE OCCURS IN IS A GARDEN, THE TREE 
rolls an additional +d8 when making an attribute roll.

a physical combat occurs when the tree is 
encountered.

if the seeker makes a run roll to avoid combat with 
the tree and fails, the seeker receives d4 damage. if the 
seeker makes a run roll to avoid combat with the tree 
and succeeds, the seeker gains 1 advance point.

if the tree perishes, the seeker gains 8 advance 
points.



banshee
use the following table for the dice to roll to 

determine the attributes for the banshee:
physical = roll a d6
spiritual = roll a d8
investigation = roll a d8
luck = roll a d8
vitALity = roll a d6
fright = roll a d8
run = roll a d6
hide = roll a d6

use the following table for the die rolled by the 
banshee when using attributes:

physical = +d6
spiritual = +d12 
investigation = +d8
luck = +d8
vitality = +d6
fright = +d8 
run = +d8
hide = +d6

when a new banshee occurs, the seeker makes a 
spiritual roll versus the banshee's spiritual roll. if 
the roll fails, the seeker receives trauma equal to the 
amount the roll failed by. if the roll succeeds, the 
seeker gains 1 advance point.

a physical combat occurs when the banshee is 
encountered.

before the combat occurs, the seeker makes a 
vitality roll versus the banshee's spiritual roll. if the 
roll fails, for the rest of the combat the seeker will 
subtract an amount from their physical equal to the 
amount the roll failed by. if the roll succeeds, for the 
rest of the combat the seeker adds an amount to their 
physical equal to the amount the roll succeeded by. 

if the banshee perishes, the seeker gains 9 advance 
points and makes a spiritual roll versus the banshee's 
spiritual roll. if the roll fails, the seeker receives 
trauma equal to the amount the roll failed by. if the 
roll succeeds, the seeker gains 1 advance point.



ghoul
use the following table for the dice to roll to 

determine the attributes for the ghoul:
physical = roll a d10
spiritual = roll a d8
investigation = roll a d8
luck = roll a d8
vitALity = roll a d8
fright = roll a d10
run = roll a d8
hide = roll a d8

use the following table for the die rolled by the 
ghoul when using attributes:

physical = +d10
spiritual = +d8 
investigation = +d8
luck = +d6
vitality = +d8
fright = +d8 
run = +d8
hide = +d8

when a new ghoul occurs, the seeker makes an 
investigation roll versus the ghoul's hide roll. if the 
roll fails, for the rest of the encounter the seeker 
subtracts an amount from their run equal to the 
amount the roll failed by. if the roll succeeds, the 
seeker gains 1 advance point.

IF THE ROOM A ghoul OCCURS IN IS A cemetery, THE ghoul 
rolls an additional +d6 when making an attribute roll.

a physical combat occurs when the ghoul is 
encountered.

if the seeker receives damage in combat with the 
ghoul, they make a luck roll versus the ghoul's luck 
roll. if the roll fails, the seeker subtracts 1 from their 
run for the rest of this visit to the haunted house. if 
the roll succeeds, the seeker gains 1 advance point.

if the ghoul perishes, the seeker gains 9 advance 
points.



mummy
use the following table for the dice to roll to 

determine the attributes for the mummy:
physical = roll a d10
spiritual = roll a d8
investigation = roll a d6
luck = roll a d8
vitALity = roll a d10
fright = roll a d8
run = roll a d6
hide = roll a d8

use the following table for the die rolled by the 
mummy when using attributes:

physical = +d12
spiritual = +d8
investigation = +d6
luck = +d8
vitality = +d10
fright = +d10 
run = +d6
hide = +d8

IF THE ROOM A mummy OCCURS IN IS A crypt, THE mummy 
rolls an additional +d8 when making an attribute roll.

a physical combat occurs when the mummy is 
encountered.

if the seeker receives damage in combat with the 
mummy, they make a vitality roll versus the mummy's 
vitality roll. if the roll fails, the seeker subtracts 1 
from their vitality for the rest of this visit to the 
haunted house. if the roll succeeds, the seeker gains 1 
advance point.

if the mummy perishes, the seeker gains 10 advance 
points and makes a luck roll versus the mummy's luck 
roll. if the roll fails, the seeker subtracts 1 from all 
of their attributes for the rest of this visit to the 
haunted house. if the roll succeeds, the seeker gains 1 
advance point.



revenant
use the following table for the dice to roll to 

determine the attributes for the revenant:
physical = roll a d12
spiritual = roll a d8
investigation = roll a d8
luck = roll a d6
vitALity = roll a d12
fright = roll a d10
run = roll a d6
hide = roll a d8

use the following table for the die rolled by the 
revenant when using attributes:

physical = +d12
spiritual = +d6 
investigation = +d8
luck = +d8
vitality = +d12
fright = +d10 
run = +d6
hide = +d8

when a new revenant occurs, the seeker makes an 
investigation roll versus the revenant's hide roll. if 
the roll fails, for the rest of the encounter the seeker 
subtracts an amount from their hide equal to the 
amount the roll failed by. if the roll succeeds, the 
seeker gains 1 advance point.

a physical combat occurs when the revenant is 
encountered.

if the seeker receives damage in combat with the 
revenant, they make a physical roll versus the 
revenant's vitality roll. if the roll fails, the seeker 
cannot run or hide to avoid combat with the revenant 
for the rest of the encounter. if the roll succeeds, the 
seeker gains 1 advance point.

if the seeker makes a run roll to avoid combat with 
the revenant, it is versus the revenant's hide roll 
instead of it's run roll.

if the revenant perishes, the seeker gains 10 advance 
points and makes a physical roll versus the revenant's 
vitality roll. if the roll fails, the seeker receives 
damage equal to the amount the roll failed by. if the 
roll succeeds, the seeker gains 1 advance point.



creep
use the following table for the dice to roll to 

determine the attributes for the creep:
physical = roll a d8
spiritual = roll a d6
investigation = roll a d8
luck = roll a d8
vitALity = roll a d8
fright = roll a d12
run = roll a d8
hide = roll a d8

use the following table for the die rolled by the 
creep when using attributes:

physical = +d8
spiritual = +d6
investigation = +d8
luck = +d6
vitality = +d8
fright = +d12 
run = +d8
hide = +d8

IF THE ROOM A creep OCCURS IN IS a cellar or attic, THE 
creep rolls an additional +d4 when making an attribute 
roll.

a spiritual combat occurs when the creep is 
encountered.

before the combat occurs, the seeker makes a fright 
roll versus the creep's fright roll. if the roll fails, 
for the rest of the combat the seeker will subtract an 
amount from their spiritual equal to the amount the 
roll failed by. if the roll succeeds, for the rest of the 
combat the seeker adds an amount to their spiritual 
equal to the amount the roll succeeded by.

if the creep perishes, the seeker gains 11 advance 
points and makes a fright roll versus the creep's 
fright roll. if the roll fails, the seeker receives fear 
equal to the amount the roll failed by. if the roll 
succeeds, the seeker gains 1 advance point.



shadow
use the following table for the dice to roll to 

determine the attributes for the shadow:
physical = roll a d4
spiritual = roll a d8
investigation = roll a d6
luck = roll a d8
vitALity = roll a d6
fright = roll a d4
run = roll a d8
hide = roll a d12

use the following table for the die rolled by the 
shadow when using attributes:

physical = +d4
spiritual = +d8 
investigation = +d6
luck = +d8
vitality = +d6
fright = +d8
run = +d8
hide = +d12

when a new shadow occurs, the seeker makes an 
investigation roll versus the shadow's hide roll. if the 
roll fails, for the rest of the encounter the seeker 
subtracts an amount from their spiritual equal to the 
amount the roll failed by. if the roll succeeds, the 
seeker gains 1 advance point.

IF THE ROOM A shadow OCCURS IN IS an alcove, THE 
shadow rolls an additional +d4 when making an 
attribute roll.

a spiritual combat occurs when the shadow is 
encountered.

subtract 1 from the shadow's trauma for every 2 
trauma the seeker receives in combat with the shadow.

if the shadow perishes, the seeker gains 11 advance 
points.



shade
use the following table for the dice to roll to 

determine the attributes for the shade:
physical = roll a d4
spiritual = roll a d10
investigation = roll a d6
luck = roll a d8
vitALity = roll a d6
fright = roll a d6
run = roll a d8
hide = roll a d10

use the following table for the die rolled by the 
shade when using attributes:

physical = +d4
spiritual = +d8 
investigation = +d6
luck = +d8
vitality = +d8
fright = +d8
run = +d8
hide = +d10

when a new shade occurs, the seeker makes an 
investigation roll versus the shade's hide roll. if the 
roll fails, for the rest of the encounter the seeker 
subtracts an amount from their vitality equal to the 
amount the roll failed by. if the roll succeeds, the 
seeker gains 1 advance point.

IF THE ROOM A shade OCCURS IN IS an alcove, THE shade 
rolls an additional +d6 when making an attribute roll.

a spiritual combat occurs when the shade is 
encountered.

subtract 1 from the shade's trauma for every 1 
trauma the seeker receives in combat with the shade.

if the shade perishes, the seeker gains 12 advance 
points.



spirit
use the following table for the dice to roll to 

determine the attributes for the spirit:
physical = roll a d4
spiritual = roll a d8
investigation = roll a d6
luck = roll a d8
vitALity = roll a d8
fright = roll a d8
run = roll a d8
hide = roll a d8

use the following table for the die rolled by the 
spirit when using attributes:

physical = +d4
spiritual = +d10 
investigation = +d8
luck = +d6
vitality = +d8
fright = +d8 
run = +d8
hide = +d8

when a new spirit occurs, the seeker makes an 
investigation roll versus the spirit's hide roll. if the 
roll fails, the spirit rolls an additional +d10 to it's 
spiritual ROLL in it's first combat with the seeker. if 
the roll succeeds, the seeker gains 1 advance point.

IF THE ROOM A spirit OCCURS IN IS a cemetery, crypt, or 
altar room, THE spirit rolls an additional +d6 when 
making a vitality roll.

a spiritual combat occurs when the spirit is 
encountered.

the seeker receives 1 damage for every 1 trauma they 
receive in combat with the spirit.

if the spirit perishes, the seeker gains 12 advance 
points.



spook
use the following table for the dice to roll to 

determine the attributes for the spook:
physical = roll a d4
spiritual = roll a d10
investigation = roll a d8
luck = roll a d8
vitALity = roll a d6
fright = roll a d10
run = roll a d8
hide = roll a d8

use the following table for the die rolled by the 
spook when using attributes:

physical = +d4
spiritual = +d10 
investigation = +d6
luck = +d6
vitality = +d6
fright = +d10 
run = +d8
hide = +d8

when a new spook occurs, the seeker makes an 
investigation roll versus the spook's hide roll. if the 
roll fails, the spook rolls an additional +d10 to it's 
fright ROLL when the seeker makes a fright roll for 
encountering the spook. if the roll succeeds, the 
seeker gains 1 advance point.

IF THE ROOM A spook OCCURS IN IS a cemetery, crypt, or 
altar room, THE spook rolls an additional +d6 when 
making a vitality roll.

a spiritual combat occurs when the spook is 
encountered.

the seeker receives 1 fear for every 1 trauma they 
receive in combat with the spook.

if the spook perishes, the seeker gains 13 advance 
points.



haunt
use the following table for the dice to roll to 

determine the attributes for the haunt:
physical = roll a d6
spiritual = roll a d12
investigation = roll a d8
luck = roll a d6
vitALity = roll a d6
fright = roll a d10
run = roll a d10
hide = roll a d10

use the following table for the die rolled by the 
haunt when using attributes:

physical = +d6
spiritual = +d10
investigation = +d8
luck = +d8
vitality = +d6
fright = +d12
run = +d8
hide = +d10

when a new haunt occurs, the seeker makes a fright 
roll versus the haunt's spiritual roll. if the roll fails, 
the seeker receives fear equal to the amount the roll 
failed by. if the roll succeeds, the seeker gains 1 
advance point.

IF THE ROOM A haunt OCCURS IN IS a master bedroom, 
THE haunt rolls an additional +d8 when making an 
attribute roll.

IF THE ROOM A haunt OCCURS IN IS a bedroom, THE haunt 
rolls an additional +d6 when making an attribute roll.

a spiritual combat occurs when the haunt is 
encountered.

if the haunt perishes, the seeker gains 13 advance 
points.



poltergeist
use the following table for the dice to roll to 

determine the attributes for the poltergeist:
physical = roll a d6
spiritual = roll a d10
investigation = roll a d8
luck = roll a d6
vitALity = roll a d8
fright = roll a d12
run = roll a d8
hide = roll a d10

use the following table for the die rolled by the 
poltergeist when using attributes:

physical = +d6
spiritual = +d12
investigation = +d8
luck = +d8
vitality = +d8
fright = +d10 
run = +d10
hide = +d10

when a new poltergeist occurs, the seeker makes a 
physical roll versus the poltergeist's spiritual roll. 
if the roll fails, the seeker receives damage equal to 
the amount the roll failed by. if the roll succeeds, the 
seeker gains 1 advance point.

IF THE ROOM A poltergeist OCCURS IN IS a game room or 
kitchen, THE poltergeist rolls an additional +d6 when 
making an attribute roll.

IF THE ROOM A poltergeist OCCURS IN IS a conservatory 
or dining room, THE poltergeist rolls an additional +d4 
when making an attribute roll.

a spiritual combat occurs when the poltergeist is 
encountered.

if the poltergeist perishes, the seeker gains 14 
advance points.



ghost
use the following table for the dice to roll to 

determine the attributes for the ghost:
physical = roll a d6
spiritual = roll a d12
investigation = roll a d10
luck = roll a d10
vitALity = roll a d8
fright = roll a d10
run = roll a d10
hide = roll a d10

use the following table for the die rolled by the 
ghost when using attributes:

physical = +d6
spiritual = +d12 
investigation = +d10
luck = +d8
vitality = +d8
fright = +d10 
run = +d10
hide = +d10

IF THE ROOM A ghost OCCURS IN IS A cemetery, THE ghost 
rolls an additional +d6 when making an attribute roll.

IF THE ROOM A ghost OCCURS IN IS A crypt, THE ghost 
rolls an additional +d4 when making an attribute roll.

a spiritual combat occurs when the ghost is 
encountered.

before the combat occurs, the seeker makes a fright 
roll versus the ghost's fright roll. if the roll fails, 
the seeker receives 1 trauma and 1 fear. if the roll 
succeeds, the seeker gains 1 advance point.

if the seeker makes a run roll to avoid combat with 
the ghost and fails, the seeker receives 1 trauma and 1 
fear. if the seeker makes a run roll to avoid combat 
with the ghost and succeeds, the seeker gains 1 advance 
point.

if the ghost perishes, the seeker gains 14 advance 
point.



phantom
use the following table for the dice to roll to 

determine the attributes for the phantom:
physical = roll a d8
spiritual = roll a d20
investigation = roll a d12
luck = roll a d10
vitALity = roll a d10
fright = roll a d12
run = roll a d10
hide = roll a d8

use the following table for the die rolled by the 
phantom when using attributes:

physical = +d8
spiritual = +d12 
investigation = +d10
luck = +d10
vitality = +d10
fright = +d12 
run = +d12
hide = +d8

when a new phantom occurs, the seeker makes a 
spiritual roll versus the phantom's luck roll. if the 
roll fails, the seeker receives fear equal to the amount 
the roll failed by. if the roll succeeds, the phantom 
receives trauma equal to the amount the roll 
succeeded by.

IF THE ROOM A phantom OCCURS IN IS A foyer, THE 
phantom rolls an additional +d12 when making an 
attribute roll.

IF THE ROOM A phantom OCCURS IN IS A secret passage, 
THE phantom rolls an additional +d6 when making an 
attribute roll.

a spiritual combat occurs when the phantom is 
encountered.

if the phantom perishes, the seeker gains 15 advance 
points.



spectre
use the following table for the dice to roll to 

determine the attributes for the spectre:
physical = roll a d8
spiritual = roll a d12
investigation = roll a d10
luck = roll a d12
vitality = roll a d12
fright = roll a d12
run = roll a d12
hide = roll a d8

use the following table for the die rolled by the 
spectre when using attributes:

physical = +d8
spiritual = +d20 
investigation = +d12
luck = +d12
vitality = +d12
fright = +d12
run = +d10
hide = +d8

when a new spectre occurs, the seeker makes a 
spiritual roll versus the spectre's luck roll. if the 
roll fails, the seeker receives damage equal to the 
amount the roll failed by. if the roll succeeds, the 
spectre receives trauma equal to the amount the roll 
succeeded by.

IF THE ROOM A spectre OCCURS IN IS a library, THE 
spectre rolls an additional +d12 when making a vitality 
roll.

IF THE ROOM A spectre OCCURS IN IS a study, THE spectre 
rolls an additional +d6 when making a vitality roll.

a spiritual combat occurs when the spectre is 
encountered.

if the spectre perishes, the seeker gains 15 advance 
points.



hag
use the following table for the dice to roll to 

determine the attributes for the hag:
physical = roll a d4
spiritual = roll a d12
investigation = roll a d8
luck = roll a d12
vitALity = roll a d8
fright = roll a d8
run = roll a d6
hide = roll a d6

use the following table for the die rolled by the hag 
when using attributes:

physical = +d6
spiritual = +d12 
investigation = +d8
luck = +d12
vitality = +d6
fright = +d8 
run = +d6
hide = +d6

when a new hag occurs, the seeker makes a luck roll 
versus the hag's luck roll. if the roll fails, the seeker 
receives 1 damage, 1 trauma, and 1 fear. if the roll 
succeeds, the seeker gains 1 advance point.

a spiritual combat and a physical combat occur when 
the hag is encountered. First, a spiritual combat, then a 
physical combat, continuing to vary between the two 
until the seeker either avoids combat or perishes, or if 
the hag perishes.

if the hag perishes, the seeker gains 16 advance points 
and receives 1 damage, 1 trauma, and 1 fear.



witch
use the following table for the dice to roll to 

determine the attributes for the witch:
physical = roll a d6
spiritual = roll a d10
investigation = roll a d10
luck = roll a d12
vitALity = roll a d6
fright = roll a d8
run = roll a d8
hide = roll a d8

use the following table for the die rolled by the 
witch when using attributes:

physical = +d6
spiritual = +d10
investigation = +d10
luck = +d10
vitality = +d8
fright = +d6
run = +d8
hide = +d8

when a new witch occurs, the seeker makes a luck 
roll versus the witch's luck roll. if the roll fails, for 
the rest of the encounter the seeker subtracts an 
amount from their attributes equal to the amount the 
roll failed by. if the roll succeeds, the seeker gains 1 
advance point.

a spiritual combat and a physical combat occur when 
the witch is encountered. First, a spiritual combat, then 
a physical combat, continuing to vary between the two 
until the seeker either avoids combat or perishes, or if 
the witch perishes.

before the spiritual combat occurs, the seeker makes 
a luck roll versus the witch's luck roll. if the roll 
fails, the seeker receives d6 trauma. if the roll 
succeeds, the seeker gains 1 advance point.

if the witch perishes, the seeker gains 16 advance 
points and 1 mystic item.



warlock
use the following table for the dice to roll to 

determine the attributes for the warlock:
physical = roll a d8
spiritual = roll a d10
investigation = roll a d12
luck = roll a d10
vitALity = roll a d8
fright = roll a d6
run = roll a d8
hide = roll a d8

use the following table for the die rolled by the 
warlock when using attributes:

physical = +d6
spiritual = +d12 
investigation = +d12
luck = +d12
vitality = +d8
fright = +d8 
run = +d8
hide = +d8

when a new warlock occurs, the seeker makes a luck 
roll versus the warlock's luck roll. if the roll fails, 
for the rest of the encounter the warlock adds an 
amount to it's attributes equal to the amount the roll 
failed by. if the roll succeeds, the seeker gains 1 
advance point.

a spiritual combat and a physical combat occur when 
the warlock is encountered. First, a spiritual combat, 
then a physical combat, continuing to vary between the 
two until the seeker either avoids combat or perishes, 
or if the warlock perishes.

before the physical combat occurs, the seeker makes 
a luck roll versus the warlock's luck roll. if the roll 
fails, the seeker receives d6 damage. if the roll 
succeeds, the seeker gains 1 advance point.

if the warlock perishes, the seeker gains 17 advance 
points and 1 mystic item.



pumpkinhead
use the following table for the dice to roll to 

determine the attributes for the pumpkinhead:
physical = roll a d10
spiritual = roll a d10
investigation = roll a d10
luck = roll a d10
vitALity = roll a d10
fright = roll a d10
run = roll a d10
hide = roll a d10

use the following table for the die rolled by the 
pumpkinhead when using attributes:

physical = +d10
spiritual = +d10
investigation = +d10
luck = +d10
vitality = +d10
fright = +d10
run = +d10
hide = +d10

when a new pumpkinhead occurs, the seeker makes a 
luck roll versus the pumpkinhead's luck roll. if the 
roll fails, for the rest of the encounter the seeker 
subtracts an amount from their physical and spiritual 
equal to the amount the roll failed by. if the roll 
succeeds, the seeker gains 1 advance point.

IF THE ROOM A pumpkinhead OCCURS IN IS A GARDEN, THE 
pumpkinhead rolls an additional +d10 when making an 
attribute roll.

a spiritual combat and a physical combat occur when 
the pumpkinhead is encountered. First, a spiritual 
combat, then a physical combat, continuing to vary 
between the two until the seeker either avoids combat 
or perishes, or if the pumpkinhead perishes.

if the pumpkinhead perishes, the seeker gains 17 
advance points.



shambler
use the following table for the dice to roll to 

determine the attributes for the shambler:
physical = roll a d20
spiritual = roll a d4
investigation = roll a d4
luck = roll a d20
vitALity = roll a d20
fright = roll a d20
run = roll a d4
hide = roll a d4

use the following table for the die rolled by the 
shambler when using attributes:

physical = +d12
spiritual = +d12 
investigation = +d12
luck = +d4
vitality = +d12
fright = +d4 
run = +d20
hide = +d8

when a new shambler occurs, the seeker makes a 
fright roll versus the shambler's fright roll. if the 
roll fails, for the rest of the encounter the seeker 
must attempt to avoid combat with the shambler by 
running and hiding. if the roll succeeds, the seeker 
gains 1 advance point.

a physical combat and a spiritual combat occur when 
the shambler is encountered. First, a physical combat, 
then a spiritual combat, continuing to vary between the 
two until the seeker either avoids combat or perishes, 
or if the shambler perishes.

if the seeker perishes in combat with the shambler, 
they will automatically fail at their luck roll to 
survive without having to make a roll.

if the shambler perishes, the seeker gains 18 advance 
points and 1 mystic item.



vampire
use the following table for the dice to roll to 

determine the attributes for the vampire:
physical = roll a d12
spiritual = roll a d12
investigation = roll a d10
luck = roll a d10
vitALity = roll a d12
fright = roll a d8
run = roll a d10
hide = roll a d10

use the following table for the die rolled by the 
vampire when using attributes:

physical = +d12
spiritual = +d12 
investigation = +d10
luck = +d10
vitality = +d12
fright = +d12 
run = +d10
hide = +d10

IF THE ROOM A vampire OCCURS IN IS a crypt, THE vampire 
rolls an additional +d12 when making a vitality roll.

IF THE ROOM A vampire OCCURS IN IS a cemetery, THE 
vampire rolls an additional +d6 when making a vitality 
roll.

a spiritual combat and a physical combat occur when 
the vampire is encountered. First, a spiritual combat, 
then a physical combat, continuing to vary between the 
two until the seeker either avoids combat or perishes, 
or if the vampire perishes.

subtract 1 from the vampire's trauma for every 1 
trauma the seeker receives in combat with the vampire.

subtract 1 from the vampire's damage for every 1 
damage the seeker receives in combat with the vampire.

if the vampire perishes, the seeker gains 18 advance 
points.



demon
use the following table for the dice to roll to 

determine the attributes for the demon:
physical = roll a d12
spiritual = roll a d20
investigation = roll a d8
luck = roll a d12
vitALity = roll a d12
fright = roll a d10
run = roll a d10
hide = roll a d8

use the following table for the die rolled by the 
demon when using attributes:

physical = +d12
spiritual = +d20 
investigation = +d10
luck = +d10
vitality = +d12
fright = +d12 
run = +d8
hide = +d10

when a new demon occurs, the seeker makes a 
spiritual roll versus a d20. if the roll fails, the seeker 
receives trauma equal to the amount the roll failed by. 
if the roll succeeds, the seeker gains 1 advance point.

IF THE ROOM A demon OCCURS IN IS an altar room, THE 
demon rolls an additional +d12 when making a physical 
roll and an additional +d6 when making a vitality roll.

a physical combat and a spiritual combat occurs when 
the demon is encountered. First, a physical combat, then 
a spiritual combat, continuing to vary between the two 
until the seeker either avoids combat or perishes, or if 
the demon perishes.

if the demon perishes, the seeker gains 19 advance 
points.



devil
use the following table for the dice to roll to 

determine the attributes for the devil:
physical = roll a d20
spiritual = roll a d12
investigation = roll a d10
luck = roll a d10
vitALity = roll a d12
fright = roll a d12
run = roll a d8
hide = roll a d10

use the following table for the die rolled by the 
devil when using attributes:

physical = +d20
spiritual = +d12 
investigation = +d8
luck = +d12
vitality = +d12
fright = +d10
run = +d10
hide = +d8

when a new devil occurs, the seeker makes a physical 
roll versus a d20. if the roll fails, the seeker receives 
damage equal to the amount the roll failed by. if the 
roll succeeds, the seeker gains 1 advance point.

IF THE ROOM A devil OCCURS IN IS an altar room, THE 
devil rolls an additional +d12 when making a spiritual 
roll and an additional +d6 when making a vitality roll.

a physical combat and a spiritual combat occurs when 
the devil is encountered. First, a physical combat, then 
a spiritual combat, continuing to vary between the two 
until the seeker either avoids combat or perishes, or if 
the devil perishes.

if the  devil perishes, the seeker gains 19 advance 
points and 1 mystic item.



reaper
use the following table for the dice to roll to 

determine the attributes for the reaper:
physical = roll a d12
spiritual = roll a d12
investigation = roll a d12
luck = roll a d12
vitALity = roll a d12
fright = roll a d12
run = roll a d12
hide = roll a d12

use the following table for the die rolled by the 
reaper when using attributes:

physical = +d12
spiritual = +d12
investigation = +d12
luck = +d12
vitality = +d12
fright = +d12 
run = +d12
hide = +d12

a physical combat and a spiritual combat occurs when 
the reaper is encountered. First, a physical combat, 
then a spiritual combat, continuing to vary between the 
two until the seeker either avoids combat or perishes, 
or if the reaper perishes.

if the seeker receives damage or trauma in combat 
with the reaper, the seeker perishes and will 
automatically fail at their luck roll to survive 
without having to make a roll.

if the reaper perishes, the seeker gains 20 advance 
points.



boogeyman
use the following table for the dice to roll to 

determine the attributes for the boogeyman:
physical = roll a d20
spiritual = roll a d20
investigation = roll a d20
luck = roll a d20
vitALity = roll a d20
fright = roll a d20
run = roll a d20
hide = roll a d20

use the following table for the die rolled by the 
boogeyman when using attributes:

physical = +d20
spiritual = +d20 
investigation = +d20
luck = +d20
vitality = +d20
fright = +d20 
run = +d20
hide = +d20

a physical combat and a spiritual combat occurs when 
the boogeyman is encountered. First, a physical combat, 
then a spiritual combat, continuing to vary between the 
two until the seeker either avoids combat or perishes, 
or if the boogeyman perishes.

if the boogeyman perishes, the seeker gains 20 
advance points and 1 mystic item.



weapons
weapons are used by some seekers in physical combat. 

weapons are also used for  all physical challenges.
when a seeker first encounters a weapon, the weapon 

may be claimed by the seeker unless there is a monster 
in the room, in which case the monster must perish in 
order for the weapon to be claimed. once a weapon is 
claimed by a seeker, that seeker may use the weapon 
until the seeker perishes or otherwise loses the 
weapon. only 1 weapon may be used per combat or 
physical challenge.

when randomly determining a weapon, draw a card to 
roll a d10, using the following table to determine what 
type of weapon it is:
die roll of 1, 2, 3, or 4 = knife
die roll of 5, 6, or 7 = sword
die roll of 8 or 9 = axe
die roll of 10 = gun

when using a weapon, the seeker draws a card to roll 
a die to add it to their physical in physical combat or in 
physical challenges. this die is used instead of the 
unarmed physical die for the seeker. use the following 
to determine the die rolled when using a weapon: 

knives +d6 to physical in combat

swords +d8 to physical in combat

axes +d10 to physical in combat

guns +d12 to physical in combat



mystic items
mystic items are supernatural objects which can be 

used by seekers as they explore haunted houses.
if a mystic item occurs in a room or by other means, 

draw a card to roll a d12, using the following table to 
determine what type of mystic item it is:
die roll of   1 = mystic weapon           
die roll of   2 = mystic weapon
die roll of   3 = mystic weapon
die roll of   4 = mystic weapon
die roll of   5 = mystic weapon
die roll of   6 = mystic weapon
die roll of   7 = mystic candle
die roll of   8 = mystic cross
die roll of   9 = mystic glasses
die roll of 10 = mystic lamp
die roll of 11 = mystic scroll
die roll of 12 = mystic torch

Each type of mystic item has it's own description that 
will instruct a seeker how to use the mystic item.

when a seeker first encounters a mystic item, the 
mystic item may be claimed by the seeker unless there is 
a monster in the room, in which case the monster must 
perish in order for the mystic item to be claimed. once a 
mystic item is claimed by a seeker, that seeker may use 
the mystic item until the seeker perishes or otherwise 
loses the mystic item.

when a seeker perishes or makes a luck roll to avoid 
perishing (thus losing all mystic items), the mystic 
items that were claimed by the seeker remain in the 
haunted house in the room the seeker perished in (or 
made a luck roll to avoid perishing in).
 a seeker may not use more than 1 of the same type of 
mystic item at a time. all mystic weapons are considered 
to be the same type of mystic item.



mystic weapons
mystic weapons follow the same rules as weapons. a 

seeker that cannot use any weapons cannot use weapons 
or mystic weapons.
 to determine what type of weapon the mystic weapon 
is, draw a card to roll a d10 for randomly determining a 
weapon (see weapons). after it is determined what type 
of weapon the mystic weapon is, draw a card to roll a d8, 
using the following to determine it's mystic ability:
die roll of 1 = physical combat bonus
die roll of 2 = physical combat bonus
die roll of 3 = spiritual combat bonus
die roll of 4 = spiritual combat bonus
die roll of 5 = physical combats spiritual
die roll of 6 = spiritual combats physical
die roll of 7 = monster slayer
die roll of 8 = vampyric
PHYSICAL COMBAT BONUS when the seeker claims the 
mystic weapon, draw a card to roll a d6. the result of 
the die roll is added to the seeker's physical when the 
seeker uses the mystic weapon in physical combat.
SPIRITUAL COMBAT BONUS when the seeker claims the 
mystic weapon, draw a card to roll a d6. the result of 
the die roll is added to the seeker's spiritual when the 
seeker uses the mystic weapon in spiritual combat. only 
the addition is used by the seeker in spiritual combat; 
the seeker still rolls the same die they use for 
spiritual combat.
PHYSICAL combatS SPIRITUAL when the seeker is in 
spiritual combat and uses the mystic weapon, the seeker 
may choose to use their physical attribute and roll 
their physical die in place of their spiritual attribute 
and their spiritual die.
SPIRITUAL combatS PHYSICAL when the seeker is in 
physical combat and uses the mystic weapon, the seeker 
may choose to use their spiritual attribute and roll 
their spiritual die in place of their physical attribute 
and their physical die.
MONSTER SLAYER when the seeker claims the mystic 
weapon, draw a card to roll a d40 as though a monster 
occurs, though a monster will not occur from the roll 
(see monsters). if the seeker uses the mystic weapon in 
combat with a monster of the type rolled, the monster 
perishes and no combat occurs.
vampyric for every 2 damage a monster receives when 
in combat with the seeker using the vampyric weapon, 
the seeker subtracts 1 from their damage and trauma.



mystic candle
the mystic candle can only be used once, and it can be 

used at any time. if used in a room without a haunting or 
a monster, the seeker's damage, trauma, and fear become 
0. if used in a room with a haunting or a monster, the 
seeker may choose to reduce their damage, trauma, or 
fear to 0, choosing only 1. if the mystic candle is used, it 
becomes useless and is discarded by the seeker.

mystic cross
when the seeker has the mystic cross and makes a 

fright challenge when encountering a monster, and the 
seeker succeeds the challenge by more than 0, no 
combat will occur unless the seeker chooses (see 
fright). instead of combat, the monster will remain in 
the room but avoid the seeker for as long as the seeker 
has the mystic cross.

mystic glasses
the seeker may choose to reroll any investigation 

roll they make for as long as they have the mystic 
glasses. once an investigation roll is rerolled, the new 
result must be accepted and cannot be rerolled. also, 
for as long as the seeker has the mystic glasses, no 
investigation roll is made versus a monster's hide roll. 
instead, the seeker automatically succeeds at such an 
investigation challenge without having to make a roll.



mystic lamp
when the seeker claims the mystic lamp, a monster 

occurs, but the seeker does not encounter it and 
combat does not occur (see monsters). instead, the 
monster can fight in the place of the seeker in any 
combat for as long as the seeker has the mystic lamp. 
the lamp monster's damage and trauma is retained from 
each combat. if a monster perishes in combat with the 
lamp monster, the seeker gains the advance points, not 
the lamp monster. if the lamp monster perishes in a 
combat, the seeker must combat the monster it perished 
from, though the seeker may choose to run as normal. if 
the monster perishes in a combat or fights in the place 
of the seeker for a total of 3 combats, the mystic lamp 
becomes useless and is discarded by the seeker.

mystic scroll
when the seeker claims the mystic scroll, draw a 

card to roll a d6 as though creating a seeker, though 
no seeker will be created (see seekers). once a seeker 
type is determined by the roll, draw a card to roll a d12 
as though determining the seeker type's beginning 
advancement. the seeker may use the determined 
advancement as though they had gained it for as long as 
they have the mystic scroll, unless the seeker has 
already gained the same advancement.

mystic torch
when the seeker claims the mystic torch, draw a card 

to roll a d40 as though a monster occurs, though a 
monster will not occur from the die roll (see 
monsters). if the seeker encounters a monster of the 
type rolled and has the mystic torch, no combat will 
occur unless the seeker chooses. instead of combat, the 
monster will remain in the room but avoid the seeker 
for as long as the seeker has the mystic torch.



the end
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seeker character sheet
name:
seeker type:
physical: physical die:
spiritual: spiritual die:
investigation: investigation die:
luck: Luck die:
vitality: vitality die:
fright: fright die:
run: run die:
hide: hide die:
damage:
trauma:
Fear:
advance points:
advancements:

mystic items:

weapons



dice decks table
d4 = draw a card from the 40 card deck:

draw a heart = die roll of 1
draw a diamond = die roll of 2
draw a club = die roll of 3
draw a spade = die roll 0f 4

d6 = draw a card from the 12 card deck:
draw a red jack = die roll of 1
draw a black jack = die roll of 2
draw a red queen = die roll of 3
draw a black queen = die roll of 4
draw a red king = die roll of 5
draw a black king = die roll of 6

d8 = draw a card from the 40 card deck:
draw a heart 1 through 5 = die roll of 1
draw a heart 6 through 10 = die roll of 2
draw a diamond 1 through 5 = die roll of 3
draw a diamond 6 through 10 = die roll of 4
draw a club 1 through 5 = die roll of 5
draw a club 6 through 10 = die roll of 6
draw a spade 1 through 5 = die roll of 7
draw a spade 6 through 10 = die roll of 8

d10 = draw a card from the 40 card deck:
the die roll will be equal to the number on the 
card drawn

d12 = draw a card from the 12 card deck:
draw a heart jack = die roll of 1
draw a diamond jack = die roll of 2
draw a club jack = die roll of 3
draw a spade jack = die roll of 4
draw a heart queen = die roll of 5
draw a diamond queen = die roll of 6
draw a club queen = die roll of 7
draw a spade queen = die roll of 8
draw a heart king = die roll of 9
draw a diamond king = die roll of 10
draw a club king = die roll of 11
draw a spade king = die roll of 12

d20 = draw a card from the 40 card deck:
if a red card is drawn, the die roll will be equal 
to the number on the card drawn
if a black card is drawn, the die roll will be 
equal to 10 plus the number on the card drawn

d40 = draw a card from the 40 card deck:
if a heart is drawn, the die roll will be equal to 
the number on the card drawn
if a diamond is drawn, the die roll will be equal 
to 10 plus the number on the card drawn
if a club is drawn, the die roll will be equal to 20 
plus the number on the card drawn
if a spade is drawn, the die roll will be equal to 
30 plus the number on the card drawn


