THE HIDDEN PASSAGE

From the Cellar of Gold… you may only move down the Hidden Passage by first landing on the Gate and rolling the appropriate number.

Move forward as normal. You may not turn back unless otherwise instructed.
You do not search the Hidden Passage’s rooms for gold.

Instead you must roll a D6 and consult the appropriate chart.

Experience points may be taken in victory over the Mad Dog and Spined Wurm.

MAD DOG

You are confronted by a mad dog.

1 - Dog attacks with a Strength of 6.

2 - Dog attacks with a Strength of 5.

3 - Dog attacks with a Strength of 4.

4 - Dog attacks with a Strength of 3.

5 - Dog attacks with a Strength of 2.

6 - The dog is asleep. You pass unchallenged.

DECAY

The magic within this room will rot flesh, bone, steel, wood and cloth.

1 - Roll a D6 for every object in your possession. On a roll of a 1, 2 or 3 the object crumbles to dust.
2 - Your flesh is consumed. Lose a Life.

3 - One of your objects disintegrates. Discard an object (your choice).

4 - No effect.
5 - No effect. Take another turn.

6 - No effect. You find an object. Take one object at random from the purchase deck.

THE HALL OF ENLIGHTENMENT
You absorb the supernatural magic.

1 - No effect. Your skull is too dense.

2 - Take another turn.

3 - Gain 3 Experience points.

4 - Gain 1 Life.

5 - Gain a Spell.

6 - Gain 1 Craft.

MADNESS

Will fear and the darkness drive you insane?
1 - Insanity. Lose 1 Craft.

2 - Madness. Lose all Experience points.
3 - Deranged. Move backwards on your next turn.

4 - Temporary psychosis. Miss a turn.

5 - No effect.

6 - No effect. Take another turn.

THE CHAMBER OF MIGHT

The magic in this room may benefit you.

1 - No effect.

2 - Gain 2 Experience points.
3 - Gain 3 Experience points.

4 - Heal 1 Life.
5 - Gain 5 Experience points.

6 - Gain 1 Strength.

