Welcome to Tricky Trail Trial! FORGOT CHECK FANNY [TELLEMBARASSING] BUST OUT ADJUST FANNY
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Too DEEP \N .- A SAND - SILVER KEY.YOU CAN KEEP OFITALL BOTH MUST ROLL A DIE. HIGHER ROLL CREEPY CAVE! GRANOLA BA
CASTLE! | N onceperTuRN - FOR A BRIEF WINS. WINNER STAYS HERE. y e RALREAD?( R
GO BACK 2 (- - - ° . INSTEAD OF MOVING - “| GO BACK 2 SPACES MOMENT LOSER GOES BACK 4 SPACES ¥ ANDROLLONCE PER
SPACES AND TURN UNTIL YOU LOSEATURN
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LOSEATURN A WILD ZUBAT APPEARS! A LUILD ZUBAT APPEARS! A LJILD ZUBAT APPEARS! A LUILD ZUBAT APPEARS! A LILD ZUBAT APPEARS! LIGHT ATORCH
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WAGON EAT A  GETCONFUSION! CHECK GET CONFUSION! CHECK GET CONFUSION! CHECK GET CONFUSION! CHECK GET CONFUSION! CHECK EVERY ROLL CUT IN HALF RICKETY
FLOATS THE RULE BOARD TO SEE THE RULE BOARD TO SEE THE RULE BOARD TO SEE THE RULE BOARD TO SEE THE RULE BOARD TO SEE ROUNDED DOWN WHILE
BACK LUARDS ROCK  warconrusion poes WHAT CONFUSION DOES WHAT CONFUSION DOES WHAT CONFUSION DOES WHAT CONFUSION DOES INTHE CAVE TRICKETY
STILL IN CAVE STILL IN CAVE STILL IN CAVE STILL IN CAVE STILL IN CAVE BRI DG E'
GO BACK STLLINGAVE !
10 SPACES WELCOME TO THE DOOR!
HEARBEAR SEEBEAR STEP O,N SMOKE  ExPLODE! i itymosvaiye ROLL YOUR DIE!
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\TV(I)-IIIJ\F; gglé:.sll)gﬁlggj NEAT! eroel LOSEATURN G2 GO BACKTO START DOOR WITHOUT HAVING TO ROLL! IFIT'S 5 OR HIGHER,
MAKE BELOW STILL IN CAVE STILL IN CAVE STILL IN CAVE STILL IN CAVE STILL IN CAVE MOVE THROUGH DOOR ONCE UNLOCKED FALLTO YOUR DEATH
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ot | |Exerots 0 s o WELCOMETO 3
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4. m:“e aferry - You must stop when you land on a space that says SLIPPY DIPPY PLANT A FLAG! ROLL YOUR DIE!
5. Get more info “STOP!” no matter what you rolled. PUT RIVER! EXTRA TURN, BUT STILL CLIMBIN'!
6. Die of dysentery - You lose the silver key if you go back to start. FLOATIES IFIT'S 4 OR HIGHER,
® ® - If it says “Still Climbin’”, the climb rule still applies ON YA FALL TO YOUR DEATH
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WTS I\TTHI-!IEA':ISSJST(;:SEED If you roll 3 times in a row, you must go back to Creepy BEAVERS (DOWN)
ON YOUR DECISION Cave entrance. Confusion remains until you leave cave. FUCKIN’ —
SLIPPY DIPPY RIVER DECISION OUTCOMES | ROLL YOUR DIE!
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