
Intro

Read aloud: You are a treasure hunter. You have been following clues and have finally 
found the place: the place where you believe the treasure will be found. It is an old, 
abandoned mansion, believed to be haunted. But you don’t believe that. And even if it is 
haunted, nothing will stop you from going in there and getting your cache. You fear there 
may be other hunters trying to take the treasure, so you have brought a large knife to 
defend yourself. In addition, you have also taken enough food and survival supplies to 
last you several days, although you’re planning to get in and out as quickly as possible.

1. Entering the Mansion

Read aloud: You breathed in the crisp air. The sunset reflected off of the leaves, 
dampened by recent rain. The three story mansion loomed above you. As you placed 
your hand on the door, a shuffling in the bushes alarmed you. You looked back, but you 
did not see anything. You had to decide wether to go see what the sound is, or continue 
into the mansion.

[If the player chooses to see what the sound is, continue to 2. If the player decides to 
go into the mansion, continue to 3.]

2. The Creaking Hinge

Read aloud: As you arrived at the bush, you heard a creaking sound, as if coming 
from a hinge.

[Have the player roll the dice. If the number is 6 or lower, tell the player he or she 
realizes the creaking came from the mansion, and continue to 3. If the number is 7 or 
higher, continue to 6.]

3. An Open Door

Read aloud: The mansion door was unlocked. You entered the mansion. It was oddly 
decorated with paintings of World War II. The dust seemed to be disturbed, as if 
someone had recently been there. You wondered wether you should follow the 
disturbed dust to seek out the source of its disturbance, or continue down to the cellar, 
where you believed was the most probable place for the treasure to be.

[Have the player decide where to go. If the player chooses to follow the dust continue 
to 7. If the player chooses to go to the cellar continue to 4.]



4. The Cellar

Read aloud: As you explored the cellar, you found several sumptuous artifacts, which 
you stuffed in your pack. The treasure, however, was nowhere to be found. Suddenly 
something caught your eye: it was a statue of Adolf Hitler. 

Wait a minute, you thought. The paintings in the hall! 
You ran up the stairs, two at a time. You looked at the title of the biggest painting in the 

hall. It read: The Battle of the Bulge. Hurrying back to the cellar, you reexamined the 
statue. Hitler led the Germans to the Battle of the Bulge. Contemplating that fact, you 
noticed a bulge on Hitler’s chest. You pushed it. A stone door to your left opened, 
scraping the floor as it did. Behind it was a long tunnel.

[Continue to 5.]

5. The Tunnel

Read aloud: You grabbed your flashlight from your pack and traveled down the musty 
tunnel. Every few yards there was an indentation in the wall with a skull sitting in it. After 
traveling a few minutes, you came to a fork in the tunnel. You must choose to go right or 
left. 

[Regardless of which way he or she chooses to go, finish the chapter.]

Read aloud: You left a string behind you lest you became lost. As you walked through 
the tunnel, you came to another fork.

[If the player chooses to go right, continue to 8. If the player chooses to go left, 
continue to 10.]

6. The Door in the Bush

Read aloud: Pushing the shrubs aside, you found a trapdoor. Checking your 
surroundings to see if you were being watched, you tried the door.

[Have the player roll the dice. If the number is 8 or lower, say aloud: “The trapdoor 
creaked as it opened to a dark tunnel,” and continue to 5, if it is 9 or higher, continue 
reading.]

Read aloud: You pulled the door, but your hands just slipped off of the wet handle. The 
door was jammed. No it couldn’t have been. Someone just used it. They must have 
locked it. Concluding the key must be nearby, you started to search for it. After several 
tedious minutes, you sadly admitted that whoever locked the door must have taken the 



key with them. You decided to return to the mansion. To your dismay, the door to the 
mansion was locked. Frantically you searched for another way into the mansion. You 
searched for a window to crawl through. They were all too high to reach. Around the 
backside of the mansion, you found a ladder reaching all the way to the roof of the 
mansion. You climbed it, figuring you could crawl down the chimney. From your perch 
atop the mansion, you saw a group of men walking toward the mansion. As you were 
observing the group, you fell through the roof.

[Continue to 9]

7. Up the Staircase

Read aloud: You followed the dust through the house. It led you to the staircase. You 
went up the staircase. 

[Have the player choose to either go to the second floor, or the third floor. If the player 
chooses to go to the second floor continue to 11. If the player chooses to go to the third 
floor, continue reading the chapter.]

Read aloud: You went to the top floor of the house. Seeing more dust that had been 
disturbed, you knew this is where the person had gone. You found the door he must 
have gone through. You opened it. As you went through you tripped and knocked over a 
chair.

[Continue to 9]

8. Radio Room

Read aloud: Walking down the tunnel, you saw light ahead of you. You hastily 
continued along the passageway until you came to a room. A radio room. 

[Have the player roll the dice. If the number is 9 or lower, read 8a. If the player rolls 10 
or higher read 8b.]

8a (read aloud): Mystified by all the equipment, you decided not to touch anything; 
however, you noticed a paper, talking about a revolution. As you pondered, you heard 
voices and footsteps. Pressing to the far side of the wall, you hoped you wouldn’t be 
seen in the dimly lit room. Two men came in speaking rapidly. 

You heard one of them say, “Tell headquarters to launch the attack at four a.m., the 
guards won’t be ready.”

For a second you considered attacking, but no, you couldn’t, for they were armed with 
9 millimeter pistols. You waited, praying you would go unseen. One of them left. The 
other started to send a message. Finally he left. 

Where will the attack be? you wondered.



You searched through stacks of papers until you finally found a paper. On it seemed to 
be a message, sent from headquarters. It read:

Need info; attack time; wh

They were asking for an attack time, but to attack where? 
What does “wh” mean?
Suddenly it hit you. Wh. White House. You pulled your cellphone out of your pocket. 
No signal. 
You had to get out of the tunnel system. You left the radio room. You couldn’t 

remember which way to go. You were lost.

[If the player asks about the string that was supposed to keep him or her from 
becoming lost, continue to 12; otherwise continue to 13.]

8b (read aloud): You heard an incoming message. 

Dah-dit dit dit dah-di-dit...

Being fairly knowledgable with morse code, you quickly grabbed a piece of paper and 
wrote down what you heard:

Need info; attack time; wh

What does “wh” mean? you thought.

Then it hit you. Wh. White House. You sent back a message telling them to attack at 5 
a.m. After that, you sent a message to inform the US Army of an attack of the White 
House, and of the secret base from which you were sending the message. Suddenly 
you heard something behind you. Unsheathing your knife, you turned around to the 
barrel of a rifle. 

Two men were glaring at you. 
“Who are you?” one of them asked.
“I could ask you the same thing,” you replied.
“I am Hank Zorserson, a spy of the American Revolution.”
“Uh... didn’t the American Revolution already happen?”
“This is the second one. And I am about to inform HQ when to attack.” he said.
“I already did.”
“What? What time?” he growled.
“Five a.m.” you said. “Was that right?”
“Forget it! You’re our prisoner now!” He turned to his partner. “Tell HQ to come at four, 

not five.” He turned back to you. “Now put that knife down!” 
“Never!” You slammed the knife into the equipment, destroying it. The soldier shot you 

several times. 
You writhed on the floor in pain. Everything faded to black.



Days later, an agent from the government searching the mansion for the “secret base” 
described in your message, found your corpse in the radio room. You received the 
Medal of Honor for preventing a national disaster and an overthrow of the government. 
Your funeral was in high attendance. Your story was told all over the country. An inspired 
writer wrote the book The Treasure Hunter That Saved the Country. The book was 
finally picked up by a movie company. The movie was entitled The Treasure Hunter: 
Stopping A Revolution. You became a national hero.

[The story is over]

9. Kidnapped

Read aloud: Your fall created quite a racket. A man ran into the room. You unsheathed 
your knife.

[Have the player roll the dice. No matter what he or she rolls, they are defeated by the 
man and bound in ropes.]

Read aloud: “I know why you’re here!” the man proclaimed. “You’re looking for the 
treasure! But it’s all mine!”

[Have the player say what he or she thinks he or she should say back. If it is 
something that would anger the man, tell the player that the man struck him or her on 
the head and knocked him or her out, and end the chapter (and continue to 14). If the 
player says something reasonable, continue the conversation. You are free to let the 
conversation last as long as you like. When you will it to end, just say, “That is enough!” 
and tell the player that the man made him breathe some sort of gas which made him fall 
asleep. (and continue to 14). However, if the player tries to convince you to join him or 
her in finding the treasure, argue at first, and then reluctantly agree (and continue to 
16).]

10. The Shaft

Read aloud: The tunnel took you along many twists and turns. At first there were 
torches to light the way. But as you traveled, there were fewer and fewer until they were 
gone all together. Slowly you walked through the dark tunnel. As you were walking, you 
hit a wall. Confused, you felt around. You were at a dead end. You turned around to go 
back. A rush of air hit your face. That could have meant only one thing. There was a way 
out, because the air had to escape by some means. After a brief examination, you found 
a shaft leading upward. You knew it couldn’t have been a long shaft, for you had not yet 
gone deeply underground. You jumped and grabbed inside of it. Fortunately for you, 
there was a place to grab and pull yourself up. With great effort, you pulled yourself into 
the shaft. You climbed up it. You had been climbing much longer than you expected to 
be. You considered going back down.



[If the player chooses to climb back down continue to 8. If he or she chooses to 
continue up the shaft, continue to 15.]

11. The Second Floor

Read aloud: The second floor was covered in dust. It seemed illogical to assume that 
anyone had been through there recently.

[Ask the player if he or she wants to go to the top floor. If the player wants to go to the 
top floor, continue to 17; otherwise, continue the chapter.]

Read aloud: Interested in the room, you started to search the room for anything useful 
or of value. You found several pieces of jewelry, important papers and whatnot, none of 
which had astounding value. You searched quietly for several minutes when you found 
it. The treasure you were looking for: handwritten letters from a historical figure. These 
letters told who he really was. This man’s name was unimportant. What was important is 
that you could sell these letters for a fortune. You put the letters in your pack, careful not 
to damage them. You left to sell the letters and receive your fortune.

[the story is over]

12. American Revolution II

Read aloud: You remembered the string you left. You found it, and it led you out of the 
tunnel. You hurried to your car, hoping you could get a signal on your phone. As you 
drove, you noticed that your phone was dead. You hastily sped into the nearest town. 
You found a pay phone, and realized that you had no money. You wandered the streets, 
begging for money, telling people that the country was at stake. Someone finally gave 
you money, and you called the police and told them about the impending attack on the 
White House. When you finally convinced the officer that this was not a joke, he said he 
would inform the government. Soldiers were able to thwart the attack on the White 
House, but just barely. There were several more attacks, and war was initiated. You 
joined the army. USA finally overcame the forces leading the American Revolution II, but 
the country’s honor was left scarred and bruised, and the economy was nearly in ruins.

[the story is over]

13. American Revolution II

Read aloud: You wandered around the tunnels for days. You ultimately ran out of food. 
When you had just about lost hope, you found a trapdoor above you. You pushed, but 
you were too weak to open it. You tried and tried. Finally, when your strength was nearly 
gone, the stubborn door gave way. You exited to find yourself in the woods several 
yards from the mansion. Weary and half-starved, you stumbled toward the mansion. 



You entered your car, which was parked nearby. You drove down the rocky trail through 
the woods. As you came near the outskirts of a town, you saw smoke. Lots of smoke. 
Adrenaline kicking in, you forgot your hunger. You drove as close to the town as you 
dared, stopped and exited your car, and stealthily approached the town. What you saw 
made your blood run cold. The town was in ruins. People of all ages were being 
escorted around by soldiers. 

This is the result of the American Revolution II.
[The story is over]

14. The Empty Room

Read aloud: You awoke in an empty room, bound in ropes, the only light being a 
candle which silently flickered nearby. 

[Have the player roll the dice and tell them that they managed to untie the ropes, 
regardless of what they rolled]

Read aloud: You found a door on the far side of the room. You began to open it 
cautiously, unsure of what you may find behind it. The rusty hinges creaked loudly, and 
the door revealed a tunnel.

[Continue to 5]

15. The Cavern

Read aloud: You reached the shaft’s extremity, and a glorious sight awaited you. You 
were in a large cavern, filled with so much gold you could hardly believe your eyes. 
There must have been several tons of gold. You tried to think of a way to haul it all 
away. 

No, first I must find a way out of the cavern, you thought, for hauling gold down the 
shaft was unthinkable.

You searched around the cave until you found a small passageway which led out of 
the cavern. After some labor, you managed to make the hole large enough to squeeze 
through, for undergrowth had completely overtaken it. You realized that this cavern was 
in the hills, not two hundred feet from where you parked. You devised a plan. You filled 
your truck with as much gold as it could manage, did your best to disguise the entrance 
to the cavern, and went home. You then found someone with the equipment to organize 
such an excavation of gold as the one you panned to initiate. You promised him an 
eighth of the gold, but when he refused, you finally settled to giving him a fourth of the 
gold, and gave him some of the gold you already had as a signing deal. You led him to 
the mansion and showed him the entrance to the cavern, and you both worked 
arduously. You were then the richest man on the planet.



[Have the player decide what to do next. Discuss the events (you decide what they 
are, based on the decisions of the player) that happen for as long or as short as you 
like. Once you are done, the story is over]

16. Novel Duo

Read aloud: As new partners, you explore the mansion, hoping to find clues as to 
where the treasure is. 

[Have the player roll the dice. If the result is 3 or lower, read 16a. If it is between 3 and 
8, read 16b. If it is 8 or higher read 16c]

16a: You and your partner searched until you finally found a chest of gold behind a 
shelf. You estimated that it was worth nearly one million dollars of gold. As you tried to 
move it, you found that the chest would not slide due to unevenness in the wooden 
floor. As you struggled with moving the chest, you suddenly felt a sharp pain in your 
back. As you turned, the pain increased and you started to bleed.

“Don’t move,” a voice said.
You realized that your newfound comrade had betrayed you. 

“I thought I could trust you!” you cried.
“I’m gonna be rich!” your captor said, still pressing a knife to your back. “And I ain’t 
gonna share any of the spoils with you!”

He bound you.
“I oughta kill you, but I don’t like to get blood on my hands. So I’m gonna tie you up. 

You’ll escape, but not until I’m rich!”
For hours you tugged at the ropes. You finally escaped and went home, upset at your 

loss. You read an article in the paper that week entitled A Treasure Hunter Uncovers 
Gold, which was about a treasure hunter who found gold in an old abandoned mansion.

[The story is over]

16b: You and your partner searched, and finally you found a treasure. About four 
million dollars of gold. You worked together to get all of the gold out of the mansion. You 
left and told about your new find. You both became famous and rich. You split the spoils 
in half, each retaining two million dollars.

[Have the player decide what to do with his or her money, and decide what happens (if 
they do something foolish, maybe they become bankrupt, or if they do something wise, 
maybe they get even more money). The story is over]

16c: You both searched for hours upon hours until you concluded that their was 
certainly no treasure about. You both glumly left the premises. You turned out becoming 
great friends. You always had each others back. Your friend even saved your life once. 
You may not have found gold, but you still found a treasure; perhaps even greater.

[The story is over]



17. The Top Floor

Read aloud: You searched the top floor, but try as you did, you could not find a person. 
You finally decided to look for treasure, thinking you had made up the idea of someone 
being in the mansion. Unfortunately, there seemed to be nothing of value present.

[Ask the player if he or she would rather go down to the cellar. If so, continue to 4, if 
the player would rather continue looking, continue reading]

Read aloud: As you were looking at a mirror, as tall as a human, something caught 
your attention. Something was wrong with the mirror; it looked almost as if something 
was behind it. You quickly found an old golf club and broke the mirror. Behind it was....

[Have the player roll the dice. If it is 6 or lower, tell them it was a tunnel, and continue 
to 5. If it was 7 or higher, continue reading]

Read aloud: You found an old room with a couple of beds and a lamp that you were 
sure didn’t work anymore. As you sifted through the rooms contents, you found papers 
and evidence enough to convince you that this mansion was a depot in the 
Underground Railroad. Black slaves could hide in the secret room, in the case that 
slave catchers might show up. You found a journal of this mansion’s conductor. You 
read it thoroughly, and then decided to go home. You came in search of treasure, but 
left with a piece of history.

[the story is over]


