


Lose a Turn Tokens

If your Hero has collected one or more Lose a Turn tokens
on a previous turn, you must discard 1 token before moving.
Your turn immediately ends.
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It's a Trap!
Two kinds of Monster cards don'’t represent creatures. They
don't attack you but instead have a special effect.

Trap Reward: First, If your Hero is in a room when a trap

is drawn, draw 1 Treasure card from the pile corresponding
to the room’s Level. (Don't draw a Treasure card in a
chamber.) Place one Cleared token in the room or chamber
where the trap was drawn.

Cage Trap: After collecting your treasure, roll 1 die to see
how long it takes your Hero to break free. On a roll of 1-3,
take 1 Lose a Turn token. On a roll of 4-6, take 2 Lose a
Turn tokens.

Slide Trap: After collecting your treasure, move your Hero
standee to any chamber on a Level whose number is 1
higher than the one your Hero is on. (For example, if you
drew the Slide Trap card on Level 5, move your Hero to

a chamber on Level 6.) Treat that new chamber as if your
Hero just moved there, and encounter a Monster if it has
not been cleared.

Attacking with a Fireball or Lightning Bolt

These Spells let a Wizard attack Monsters from a safe
distance (see “Wizard Spells” on page 3). To attack a
Monster with a Spell, you must be able to move your
Wizard into the Monster’s room or chamber on your turn,
just as in normal combat. However, you stop moving at the
door of the room, or in the space adjacent to the chamber,
and announce that you're casting the Spell. If a Monster
isn’t already revealed, you must decide which Spell to use
before drawing a Monster card.

Killed! Drop all your Treasure cards. Choose a new
Hero (or the same one if no other Hero is available)
and place it on the Great Hall.

Wounded: Drop 1 random Treasure card and move
8-10 your Hero back 1 space in the direction he or she
came. Take 1 Lose a Turn token.
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Miss! No effect.
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Rogue 10,000 gp
Wizard 30,000 gp

Wizards Cannot Use Magic Swords. If you are playing a
Wizard and you draw a Magic Sword card, you must keep
the card in your hand. Its gp value still counts toward your
total needed to win, but you cannot play it face up in front
of you for a bonus in combat.




