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

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

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

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

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

	Dining Room
	24
	51
	27
	5
	16
	6
	45
	42
	21
	20
	37
	39
	40

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

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

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

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

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

	Master Bedroom
	35
	51
	27
	5
	16
	6
	10
	35
	44
	20
	47
	19
	2

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

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


HR = Haunt Revealer

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

2. HR

3. Lowest Knowledge (not HR)

4. Highest Might (except HR)

5. HR

6. Lowest Sanity

7. Father Rhinehardt (gardening) or highest Sanity

8. HR

9. None (at first)

10. HR

11. HR

12. None

13. Lowest Sanity (except HR)

14. HR

15. Lowest Speed (except HR)

16. Left of HR

17. Peter Akimoto (bugs) or highest Knowledge

18. Left of HR

19. HR

20. Vivian Lopez (old movies) or lowest Might

21. Oldest explorer (except HR)

22. Left of HR

23. Left of HR

24. Brandon Jaspers (camping) or lowest Speed

25. Zoe Ingstrom (dolls) or highest Knowledge

26. Left of HR

27. Highest Knowledge (except HR)

28. Highest Knowledge (except HR)

29. HR

30. HR

31. Left of HR

32. Highest Sanity

33. Highest Speed (except HR)

34. Professor Longfellow (drama) or highest Speed

35. Highest Knowledge

36. Missy Dubourde (swimming) or highest Speed

37. Lowest Might

38. Lowest Knowledge (except HR)

39. Highest Speed (except HR)

40. Left of HR

41. HR

42. Highest Might

43. HR

44. Youngest explorer (except HR)

45. Highest Knowledge (except HR)

46. Madame Zostra (cooking) or lowest Speed

47. HR

48. Left of HR

49. Heather Granville or highest Knowledge

50. HR

51. HR

Haunt Minimum Requirements

	#
	Haunt
	Omens
	Rooms

	51
	Darker than Night
	Book helpful for balance, but not strictly required
	Dining Room or Master Bedroom
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Secrets of Survival—Hero Scenario Instructions
51 – Darker than Night

As you’ve been exploring the house, it has grown gradually darker outside, and the windows of the house have shown you less and less of the outside world and clearer reflections of your own images.  But now the darkness has deepened beyond any night you can remember.  As you stare outside, your own eyes look back at you, and you can see nothing at all of the outside world.
Suddenly, you hear an inhuman sound at once like a scream and a laugh.  As you turn, where once you saw your friend, you now see two identical forms standing side by side—and both stare at you with eyes of pure black, darker than night.

Right Now
Set aside the six Evil Twin tokens (blue), several knowledge check tokens (triangular), and several Holy Seal tokens (pentagonal).
What You Know About the Bad Guys
The traitor has been consumed by darkness and is trying to plunge the entire house into darkness as well.  To this end, he is creating reflections of himself which look exactly like him but move about independently.
You Win When…
…you perform an exorcism to banish the darkness, or you kill the traitor.
How to Perform the Exorcism
All windows in the house, including false windows, are now mirrors (these are in the Bedroom, Chapel, Conservatory, Dining Room, Grand Staircase and Master Bedroom).  A hero in one of these rooms may create a Holy Seal to ward off the darkness by making a Sanity roll of 4+ on his turn.  You cannot create a Holy Seal if there is already one in the room.  When there are a number of Holy Seals equal to the number of players, the exorcism is complete and the heroes win.
Special Attack Rules
The traitor’s reflections cannot be harmed by normal attacks, but you can destroy them using a consecrated weapon.  If you defeat a reflection using a consecrated weapon, the reflection is immediately destroyed.
Consecrating a Weapon
You can consecrate the axe, the spear, or the ring by making a Sanity roll of 6+ when you have the weapon in the Chapel.  Roll Speed to attack a reflection with the consecrated axe or spear, or sanity with the consecrated ring (the reflection defends with the same attribute).  Consecrated weapons can be used normally against other targets.
Destroying Dark Hexes
The traitor may create Dark Hexes (represented by knowledge check tokens).  A hero can remove one of these tokens from play by making a Knowledge roll of 6+ in the same room.
If You Win…
Suddenly, you are plunged into total darkness, and you fear for a moment that something has gone wrong, but in a moment everything returns to normal.  For a minute, all is silent as you look anxiously out the window.  Then, with a sigh of relief, you see the dawn.

Traitor’s Tome—Traitor’s Scenario Instructions

51 – Darker than Night

As you pick up the book, you casually glance out the window, but instead of seeing the world outside the house you see your own reflection, set against a black darker than night.  As you watch, your reflection moves on its own, and you hear a faint whispering sound just before you are plunged into a dark, searing pain.

The exquisite agony is pure ecstasy!  But it is only a taste.  The full power of the darkness is not yet yours.  But, the whisper tells you, it can be.  And your new friends from the darkness will help you to bring darkness to the whole of existence…
Right Now
Set aside the six Evil Twin tokens (blue), several knowledge check tokens (triangular), and several Holy Seal tokens (pentagonal).  Put one of the Evil Twin tokens in the same room as you; pick either the Evil Twin token or your original token to represent you (the other represents your reflection).
What You Know About the Heroes
They fear the darkness and want to banish it.
You Win When…
…you perform a dark ritual to plunge the house into darkness, or all of the heroes are dead.
The Void
Whenever a hero enters the Balcony, Gardens, Graveyard, Patio, or Tower, you may require them to make a Sanity roll to resist the surrounding darkness.

4+
You resist the darkness
0-3
You stare into The Void; 

lose one Sanity
Your Reflections
You can move each of your reflections on your turn (not on the separate monster turn), in any order, before or after you move yourself (or some before and others after).  Reflections do not roll for movement.  All your reflections share your stats, and are instantly affected whenever your stats move up or down.  All your reflections also have shared access to your items, but each item can only be used by you or one of your reflections each turn.  Reflections can explore rooms, draw cards, and pick up items.  
At the end of your turn (after new reflections are created, if any), you can switch tokens with any reflection in the same room (so that you are represented by an evil twin token, and the reflection by your original token).  Ask all heroes in the room to make a Knowledge check; if any of them roll greater than the number of your characters in the room (reflections plus yourself), they keep track of you and you cannot change tokens.  If there are no heroes in the room, or all heroes fail this check, you don’t need to tell the heroes which token now represents you.  If there are multiple reflections in a room with one or more heroes, you may ask the hero(es) to make this check even if you are not in the room.
Special Attack Rules
Your reflections cannot attack or take damage.  If a hero attempts to attack one of your reflections, you must inform him it is just a reflection and cannot be hurt by regular means.  If the heroes have a way to fight the reflection, and the reflection wins, the attacking hero does not take damage.
You may engage in combat normally, but if you choose to attack, you must reveal to the heroes which token is making the attack.  As long as you have at least one reflection in play, whenever you take damage, you may choose to ignore all of the damage and instead remove one of your reflections (of your choice) from the game.

Creating Reflections
All of the windows in the house, including false windows, are now mirrors (they’re in the Bedroom, Chapel, Conservatory, Dining Room, Grand Staircase and Master Bedroom).  When you or one of your reflections ends a turn in one of these rooms, you can create another reflection in the room (represented by an Evil Twin token).  The new reflection does not move until your next turn.  Only one reflection can be created in each room (you have already created one in your starting room).  You cannot create a reflection if there is a Holy Seal in that room.
Breaking Holy Seals
When you or one of your reflections is in a room with a Holy Seal, you can attempt a Sanity roll of 6+ to break the Seal.  You may only attempt to break each Seal once each turn.  You may attempt to break multiple Seals in a single turn, but you must use a different persona for each attempt.
Performing the Dark Ritual
You or one of your reflections may forfeit its movement for an entire turn to attempt to create a Dark Hex while on the Balcony, Gardens, Graveyard, Patio, or Tower.  You must attempt a Knowledge roll; on a 5 or higher, you succeed, and place a knowledge check token in that room.  There can only be one such token in each room.  When there are 3 Dark Hexes in play, the ritual is complete, and you win the game.
If You Win…
At last, you can feel the full weight of the darkness approaching.  The last moment before it envelops you seems to be an eternity of waiting, but then the darkness is all around you, and all is pain…

