GAME OVER Record Sheet

And you might find this alphabet/number table useful too.
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Some of these record sheets include sections to turn to. They are

integral parts of the game, so read carefully and don’t skip them!

CODEWORDS >
These are the codewords needed for the entire saga, so some that you VICTOR’S COLOURFUL MAP

find in one game will be used in another. This means you should only

This oh-so-colourful map is just for your convenience, should you get

erase a codeword if you are specifically instructed to. lost and confused during Victor’s saga. You will not be directed here

ALL HANDS ON DECK MARLEY during the game but can peruse it whenever you choose.
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HORACFE’S VITAL STATISTICS

You will be directed to this page during the game, so DO NOT
complete these attributes now; WAIT UNTIL YOU HAVE BEEN
SENT HERE!

For your SKILL score,

roll 1 die + 6 SKILL
For your STAMINA

score, roll 2 dice + 12 STAMINA
For your LUCK score,

roll 1 die + 6 LUCK

If you are told to zest your luck, you must roll 2 dice.
If the score is less than or equal to your LUCK SCORE, you
have been lucky.
If it is greater than your LUCK SCORE, you have been
unlucky.

When fighting battles, you must:
Roll 2 dice and add this to your assailant’s SKILL
This is their ATTACK STRENGTH
Roll 2 dice and add this to your SKILL
This is your ATTACK STRENGTH

Whoever has the lowest ATTACK STRENGTH score gets wounded

and must subtract 2 from their STAMINA. These rounds continue
until either you or the assailant is dead.
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But if all that sounds like too much effort, or your dice have disappeared
underneath the sofa, or you derive a perverse pleasure from cheating,
then you can just make it up as you go along. Who’s going to know?

Anyhow, the quest in The Museum of Macabre Madness is simple: find
the Magus and kill him before the myriad of museum minions kill you!
And along the way, you may find some messages that need to be
translated. The table below will help with that.

Good luck and turn to 413.
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FLORA’S SPECIAL SKILLS

Before you can enter the construction site propetly, you will be directed
to this page, so DO NOT tick any boxes before then! Be patient!

If you were sent here by a certain flamboyantly coloured spectre, then
continue reading, as you are now ready for action.
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You must select 3 of the following 8 skills. I would say ‘choose wisely’,
but seeing as you have no idea what is ahead, you’ll just have to choose
randomly and hope for the best!

You can use the skill as many times as needed — the only limit here is
the number you can have. However, when you are in a situation and have
an opportunity to use a skill, you can select only one per situation. You
will not be allowed to try a different skill if the first one was a disaster!
Read about each skill, then tick 3 boxes.

Bashing
Clearing a horizontal path through obstacles

Digging
Clearing a downward diagonal path through
obstacles

Mining
Clearing a vertical path through obstacles

Climbing
Going up flat surfaces

Building
Making and walking up a staircase

Floating
Safely falling a long distance

Blocking
Placing an object so that no one or nothing
can go past it

Bombing

Using a bomb to destroy the nearby area
(don’t worry — you don’t explode, but you
shouldn’t deploy this in enclosed spaces!)
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Once that’s all done and dusted, you can enter the construction site.
Turn to 350.

INDIGO’S VEST SCORE

Every time you get hit or damage the vest, one or more panels darken.
There are 6 panels on the front and 6 on the back. Sometimes, you are
told which panel has been broken, sometimes not, but to be honest, the

location doesn’t matter. Just shade out the correct number of panels AS
INSTRUCTED during Indigo’s adventure.

And when the lights in all 12 panels are gone, you are ‘dead’ and must
turn immediately to 250.

MARLEY’S BANK ACCOUNT

If Marley wants to win her game, she’s going to have to use her oft-

mentioned genius to score as much money as possible. When instructed
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to, you can write the amounts here, but you will have to do some crafty USEFUL INFORMATION AND

mathematics at the end to add it all up. Oh, and don’t bother with the

currency — I certainly didn’t... COLL ECTIBL ES

Winnings

The Cost is Correct

Round 1

Disc of Riches

The Solution

Prevail, Fail or Skeich

Who Wants #0 bz 2 Fat Ca#?

Tribal Treasures

TOTAL

After Clipboard Woman has asked for your final tally, you must calculate
your grand total, then turn to 199.
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