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THE

PERILOUS PARLOR GAME™
INSTRUCTIONS

Dear Game Enthusiast...

Be forewarned, this gume box contains mare tragedy per cubic inch
than any reasonable gume box should be affowed to bear. ft is not
too late to put this game away and pursue « more pleasant diversion,
such as flying « bax kite or eating & waffle. For within this gume you
will find that every die raolfed yields nothing but misery and misfortune,
and that every card drawn reveals nothing but disaster and distress.

! 'f this grim forecast does nat cfrb::ourage you fram playing,
then proceed... and prepare to experience your very own series of
unfortunate events.
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G TARDIAN CARD TELLS WHERE T PLACE
THE SECOMD GTARD A MMARRER

b 3 OB!ECT ! b

Cine player assuamcs the zole of Couet Olaf the otler pla].r:s[s} take on
the roles of the Baude latve children  Violet, ¥laus and Suﬂﬂ].r. Fach F20Up
has a different abf:d::.i‘l.rc:

COUNT OLAF aust eliminate the Guardian hefore Tz, Pos semirns from
the bark to e,

THE BAUDELAIRE CHIEDREN must keep the Guardian alive natil
Tz, Poe setuens Fom the bank to win.

. CONTENTS ! b

5 Character Movers; 2 Guardian Markers; 7 Morver Bases: 4 Dice [Red, Orange,
Blue, Green) ; 7 Secret Passage Taless 12 Teern Tiles s 2 Disguise Tales; 56 Cards

| {23 Tragedy Cards, 22 Clever Cards, 1] Goardian Carde)y 1 Game Board
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DISETRE SPACES (12)

DisGTEETILES

LN SPACES {12}

TEEMTILES

SECRETPASSAGE
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SECREUPASSAGE ONCEALL
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TILES HAVE BEEM
FLACED, FIIP
"THEN FACE [T

ROOH LEGENE

iy The Orninous Oleervatary
£ The Childrent Bedroam
{C} The Bleak Bedroam

{0 The Lonedy Library

{Ey The Ienacing Ienaperie
{5y The Wretched Water Chaet
{Cr The Sinister Study

{1 The Lethal Living Boom
{1 The Creepy Kitchen

Ty The Dismal Dinin g Room
@ Tte ﬂhasf})‘ Cangt

L) The Bangerous Ben

COTMTOLAF




3 SETTING UP %

1. Decide whe will play Canot {3af and whe will play the <hildren:

4+ For a 2 player game, 1 pliyer is Cowm Oaf, and Tpdayer is Vioker, Klaus
and Svooy

4+ For a 3 player game, 1 player is Cownt Oaf, 1 player is Viole? and Klavs,
and 1 player is Sunoy.

4+ For a4 player game, cach player is ad#feren? character,

2 Usfold the pame board and se1 it in the middle of the playiag area.

3. Place the movers oo vheir stare spases:

f= Count THaf bepmzon the £ Tattaa rug imids the front door

= The chiMren bepin m their bedreom:
Viodat oo the BED BED, Flie oo the BLUE BED and Sum:u]' oo the
ORANGE BED.

f= Tylr, Por begine cn the brick s]:-ac,c]"ust outaide the frent decr,
4, The Coum Olaf player Jooks +he DISGITISE TILES

these viles comain picruee pairs of Count {3af in varicws
dispeises  and places them on the board with Clafs face i}
dovwn, one tils op cach Disguise Space {she green coat racks). i J

When the playerds) controlling the children Jand ona e
Désguis: Tie, ?hc}f may #urn it crer, along with ons cther D%EE
Désgués: Tie I ?I'u:}' find a m?cfdng PaiL, the Guardian {EACE DOWHN)

hieals 11t Peine. ¥ thc_'r' den't, ?hcy losz a turn,

3, The player|s) contralling the children takes the 12 TTEM TILES {4 Goars, 4
Boaoks, 4 Teeth), places them face down fso only the trenk is showing) and
mixes them wp, then places all of them an the board, seill face down, onc tike
oneach Fem Space {the rod trenks),

The children collect these ftems bi ]anf_iing on them, aod

use them 2o parer the spesial _‘:'l.-ll - u
1; = -

abiliies of their cards.
TTER TILE

£. Placz the bive SECRET (EACE DOWH)

PASSAGE +:les face derrn,
sheffle them, then place all of them face
dewn oo zach of the Blee Seorer Passagc

STACES ACPCSS the baard. Tinee all viles hawe RNES
bezn placed, £lip them face wp, by 5

: BECEET SECEET
Bewh GJ.'{E and ?F'u: chilren <an us? Socr:? ARA e P AN R
Passage tikes 0 jemp the masching 7l {EACEDCWH) {EACEUP)

wherever # appears oo the bawd.

7. Plac oz of the GUARTHAN MABKERS <o - fas
space of bis Life Path in the graﬁ'c]rard.

Whenever Conn? O docs damage o the Grardian, this
marker maves down the Life Path a member of spaces
equal 2o the damage, Ooee this marker reaches the
tambsrene, the Guardian & eliminated and the game ends,

B Separate Cownt Olaf s TRAGEDY CARDS {1z
backs). the children's CLEVER CARDS {+an backs),
and the GUARDIAN CARDS {red backs) and shuffls
sach deck. Ser the decks beside the board, Playars callec
their cards whenever they land on 2 CARD SPACE [#he
yellow card tables),

CARDSPACE

In general, Tragoc[}f Cards c[amagc the Guardian, Clever Cards heal the
Gaardian, and Gueardian Cards meme vhe Grardian,

S Count THaf EHips cver the tap Gardian Card and Jeaves # face 1p beside the
Gaardian deck as 2 DISCAED PILE dhen places the second Guardian

Ilarker in whicheswer room the card reveals, I does now maneer which space
the Guardian QUCPEES iD the oo,

W CHlaf draws twra cards from ¢he Tragod}' Deck o start bis hand and does ot
sher them 1o the other p]:f}fc:r{s].

1. Viales takes the red diz, Klaus bhee, Sunn}' STangs, and Censt CHaf preen.

12 Wewr thae e have Enished SEring up the board, Fon are faced with the
enfortenate sk of rcad}.ng the remainder of the rules, Tr is my du?]r ta
advise Fan hat e SHOULD NOT arempt o play this pame unvil o
finish rcac[éng all af the reles £ yom neglect this advics, e desaat s
crrn perl..,

* OVERVIEW %

Count THaf travels ?hrougfmu? the Guardian's hosse, callecting TREAGEDY
CABDS with which he can do c[amagc ta the Grardian's Life Poims
fsec USTNG CARDS)

The Baudelaire children collect the DEcessary CLEVER CARDS and TTEN TILES
they need to thert Cownt Oaf and heal the Geardian, The children can also axpose
matching pairs of Count e s DISGUISE TILES w0 heal the Grardian,

fsee DISGUISE TILES)

I Cennt T moves imtoa SPaSC DEXE 80 2 <hild. be CAPRrES them! The cap?lsr\od
child is immodia?c]}r lockeed inthe childrens' room and must remain dhere wozil 2

sibling frees them,
{s-:c FRGEEN[]

Every wern, Iir Por meves coe space further akong his path v vhe Bak and back,
Whenever he Jands an a picture of Cownt Glafs oy tao, 2 now GUARDIAN
CAED is terned aver and the Guardian travels #0 3 pew room in the howse,

fsec USTNG CARDS)

1t Tvtr. Poe renerns tovhe fense before Count O3af reduces the Guardian's L
Paints to zere, the Bawdehire childrenwin the game, Howeser, showld Count Ol
force the Grardians Life Poines irve his grave {which, although voformenae, is
highly Jikely). then Cennt f wins the game,

Have fun, # o ars able.

W HOW TO PLAY %

P]a}r alwmys pmcoods in vhe same arden
4 Vieler gos Erszglrod c[Ec]

4 Klaus RS St {b]uc {[Ec]

b Sunoy moves third {orange dic)

= Cempt Claf moves fourt {gm:n d.E:],

Afbeer Conpt {O3af £inishies his turn, the player contralling ¥af merves vl Boe cns
space akong hiis sidewalk pa?h.

WOTE Ty spcoc[ upa 2 player game, the Jayer contralling the chiMren shawl rall
allvhree dice 2t cnce and mewve cach child memer ac,c.oading ta fts dice colar the

children must s#] move in thedr regular tarn arder,
Each character’s basic turn SOqBEEnCe Eollowrs the same patteiD:

. Baoll the die and mene.
2. Callect cards ar tides,
3. Usecards.




3 | MOVEMENT | %

GENERAL MOVEMENT

4 A player rolls the die and can menve U T she number of spacs that ?f'v:]f
ralled: femrever, ?f'lc]r must alweys moss at least ons space,

&+ Iovers cannot travel diagorally,
- Ivovers cannot share the same space, excepe with the Guardian Markeer,
% Tvlovers can move throwgh spaces occwpind by othier mevers,

&+ Twlovers can only eoter and exit rooms thrawgh doorways. They can pass
?ﬁmugh any dever, whether i i SpeD o closed,

+ Violer, Blaws, Senoy and Cownt Ol canpot mave ot of the howss,

4 A memer mus SOp 40 3 Card Spao.: Teem Spaca or D}.sgu}sc Spac,c i the
player wishes to draw a cod or 2em ar o Jook a2 the d%sgﬁisc.

A mever cannet eod Fs mevement oo the space fram which i starved,

MOVING THEOUGH SECRET PASSAGES

f I a merver Jands oo a Seerer Passagc tile it may instantly travel toa ma?ch%ng
Seerer Passagc il an}ﬂ.urhcn: in the hewss vo finish fs mowe

o Tm'-:]ing berwreen vwra Seoret Passagc tiles doss Dot coun? as a move.
EXAMPLE: Vialer isons spase from a Secrer Passagc tik and rall a2, She

IMERES O0E SPAce ontd the wle, Emmodia?c]}r i’umps o the m?cI'LEng wle  this
deesnt count asa meve  and stil] has ] space Jek to move,

= I a mover Jands oo a Seerer Passagc #leon 5 Jast mave,
It may 'Tumpfo the matchimg Sccret Pasmpe tik 1md remais there,

MOVING ME. POE

= The player contredling Dot 0af always
merves I, Poe at the 2od of Olaf’s tern,

4+ Tir. Poc always moves at Jeast oo space
each 2vrn voless a cord has been played thar
affects his movement fsoe USING
CARDS)

F Tir, Poo travels from the brick spacc in
fram of the howse [ﬁl o the stairs in front
of the BANE ]:B:[ {#he stairs count as 2
spece) and ends his femrney back an the
brick space in from of #he house [A:[

MCVING THE GUARDIAN

b Whenever Mr, Poe eods his movement oo a spast marked with Cewne CHaf 5
e tatton, the player caneralling Censpt O draws a pew Geardian Card,
then moves she Guardian Iarker Jocated in the boose to wrhichever room the

card sentities,

4 It doeso'y mareer which spacc the Grardian Marker SOeupics i reom becawss
any erfier mover can share a space writh the Guardian Marker.

% USING CARDS k3

¥ i

& Whenever 1 players mover finds oncwe of the Card Spaces (the
yollow cund tables} they pot todrowone card  the chifdren draw
fram the CEEVER DECE md Cowe Ofof dews from the
TRAGEDY DECE,

4 Count (Haf e hold § TRAGEDY CARDS i his hand 2t one time.

4 The Brudelaine chifdren cm collectively hold § CEEVER CAFDE i their hind (it dossn't
matter of there is one pfa'l,r-:r contmﬁi:ngth: chifdren or 3]>fa]r-::r.i. betveen them aﬂthc:{ Ry
hee w0 more than & l:a:-:fs}.

4 o pfaycrs have & cards but are ot happ]rwi:ﬂl thecards m their hand, w]mthcy Imdona
Cad S}uﬂ:q ﬂl-::{ may draw anew cord and discand hack down ta

o Eachﬂlmlﬂmay piay{ﬂcud at amy time &lutngt]m': turm.
 Whensver 2 cord is ]}h]rcxf. }‘im: it face upimDIS&"LRD BILE beside the mtdlj:ng&ock.
£ Whenever ‘lf'GllfJ':I].'[S]l 1deck shuftle the cards mn Discard and start 2 new -:fml.rpifc.

CARD SPACE

TEAGEDY CAEDS

= Count OHaf wavels rovnd the board collecting TEAGEDY CARDS,

= Each Tragod}' Card does 3 points of damagc ta the Guardian,

4 Covet Ol cn plry 2 Tragedy Card aginet the Goardion whesever be ivin the same
o 2z e Goardizs: be doe ot iized 1o e it the same room 25 the action doseribed
on the card.

4 The borom of cach Tragedy Card displays thres
THWART SYMBOLS  dhese symbols willbe
EED GEARS BLUIE BOHIKS, ar OREANGE
TEETH. The children need thess frems o cance] the
chfoar of that card.

b The Bawdelaire children do not peed vo be in vhe
same room as Cosnt OHE or the Geardfan 2o thorare a
Tragedy Card,

4 '‘Wikd Theart S)fm]nb: Somstimes a question mark
wil] appear in place of 2 Thwart Symbel, These are
WILD THWART SYMBOLS, Any typeof frem
{Grar, Book or Tooth) can be wsed in place of #his symbel, SYMBOLS

CLEVER CARDS

= The Bawdelaire children may collect wp e & Clever Cards berween them.
They share these cards,

F Clever Cards are wsed 0 heal #he Guardian, meve e, Pos cxera spaces, o0
frez cap?lsmd children {scc .FROZEN[], However, ?I'Lc}r <an only be pJa}v:c[ £
the children fave callected #he correct Teem Tiles mq"uémd to actmvate them,




4 Touse aClever Card, stmply spc.nd the Teem Tiles Jised av vhe boreom of the
card, then fallenr ¢he directions on the card, Afrer spcnd.%ng the Trem Ties, e
mst retern them va the board {soc TTEN Tli_ES],

= Each character {Vm]:? Klaus, Sunn}'] <an play 1 Clever Card an their wurn,

= Dlowers do not need o be o the same room 35 the mover ?hcy are affecting to

phya Clever Card,

GUARDIANCARDS

b GUARDIAN CARDS are ﬂippod erver whenever Tl
Por cods his mevement an an image of Covnt Olafs oye

TR,

<t The player controllmg Count (hf turns over the Guardis
Card af the end of O furn, and thes moves the Guardin
marker kecated im the hogse to whitowr reom the cand
identifizs,

= Mo It doesn'’t matter which space in the reom the Guardian CECBpS

* USING TILES | %
all 2agethier. They share these tiles borween them,

+ Couwm Olaf CANNOT pickup Teem Tiles,

s Y the children fold the combination of Trem Ties listed on {afs Tragoc[}' Card
aranone of their Clever Cards, ?I'Lc:}r can sp-:nd the Teems to cancel O3af's Card
and proven: the Geardian Erom taking any c[amagc o to ativare their Chver Card,

4 The children sheeld keeep thedr Trem Tiles bidden fram Cennr OHaf so thae OHlaf
wan't ko which of his Ttagod}f Cards the children are bz v thwars,

4 Abrer spending Trem Tiles 7o thowart 2 Tragedy Card or sctivare 3 Clover Cand,
the playerfs) contralling the children places the Team Tiles face down on 2oy
smpty Tem Spaces an theboard, An Teem Tie may be placed on 2 space dlready
excnpied by a mener; however, that mover doss not awomatically get vo calloct
it

4 The children may bedd as many Teem Ties as ?I'Lcy Want.

ITEM TILES

b The Bawdelaivs chilren collece
TTENM TILES marked wih BED
GEARS, BLUE BOHOES and
ORANGE TEETH and poal them N

DISGINSETUES

o The T DISGUISE TILES convain & paits of ma?cf'&ng illustrations that shaw
Cent Haf i variens désguiscs.

*f "Whepever anc of the Bawdelaive children Jands oo a E'Esgl:}.s: Tile the p]a]fc;r{s]
may Jock at it then replace it face derrn.,

¥ they chocse 1o doso, the player whe Jands oo 2 Disguise Tide may avtempt 0
guess where the marching disguise is and Hip 2 cver o well The other playerfs)
<an belp guess, I they are correct, the Grardian regains nee Life Poiat and the
rwo matching #les are remeved from vhe board, ¥ +he gwess &5 incerrect, +he
eharactes wheo Janded on the Disguise Tile space Joses their neat turn and the tiles
ars replaced face down o the board,

+ A player may anly geess whmma?cféng 3]5551.:}.9: Tiles are when their mener is
sHting oD a ﬂisguiscmc. Thevik zﬁc}r e on must bethe firs ?ﬂ:tﬁc}' Eip cmer,

B FROZEN! | %

Whenever Cenrnt CHaf 2ods his menement o a spact adfaccn? {no? déagona]] )
one of the Basdelaire children, he may lack that chiid in the <hildren's bedreom,

Cemnt CHaf CAN NOT CapRere 2 child on the ctbier side of 2 wall.

The c:apniroc[ child is l:dac,od oo their bed inhie chiildren's bedroom and remaios
FROZEN :here a frozen child may neit mevs or play any cards unti] one of the
cither <hildren enfreeres them, sither by playing 2 Clever Card ar by eotering he

e and staying there, Even & +he new
chil enters because it has been capnarod.

the first capmroc[ child &5 released.

Remember: af can anly kecp ome
child capaueed 412 Hme.

TFhe ure osder always semains the
same. A freed child must still wair
for their ture in the sequencs befors
Thc].r can take any action.

% | THE GUARDIAN'S LIFE POINTS | %

The Guardian Marker oo the Lz Pah keeps track of the Guardian's currene Life
Points, The marker moves closer to the tombstons when Gl damages the
(eardian and away from the tombstans when the children heal the Grardian. The
Greardian is eliménased when the Guardian Marker o the Lifz Parh reaches the

tombstons space

% WINNING THE GAME W

The gams ends in one of Two ways:

1 Ik Poc reaches the brick space i8 Froat of 1he house befoee Coumt Ol
eliminates the Guardiae the game sads and the Bandelate childres win,

¥ Count OHaf eliminates the Guardian before Me Poe reaches the beick
space in fromt of the house, the game cpds and CHad wims,

¥ -
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