SPINED WURM

The hideous Wurm attacks you.

1 - Roll a D12 to discover the Wurm’s Strength.

2 - Wurm attacks with a Strength of 9. 

3 - Wurm attacks with a Strength of 7. 

4 - Wurm attacks with a Strength of 6. 

5 - Wurm attacks with a Strength of 5. 

6 - Wurm attacks with a Strength of 4.

THE DEAD KING’S STATUE 

You reach the long forgotten dead king’s statue.

1 - You find nothing. A passageway takes you to the Chamber of Magic. Move there on your next turn.

2 - You find 2 gold pieces. A passageway takes you to the Chamber of Magic. Move there on your next turn.

3 - You find a Talisman. A passageway takes you to the Chamber of Magic. Move there on your next turn.

4 - You find Talisman and 2 gold pieces. A passageway takes you to the Chamber of Magic. Move there on your next turn.

5 - You find a Talisman and 2 gold pieces. A passageway takes you to the Inner Sanctum. Move there immediately.

6 - You find a Talisman and 3 gold pieces. A passageway takes you to the Inner Sanctum. Move there immediately.
THE MAGIC CARPET

You take a ride on a magic carpet.
Roll a D20 to see where it takes you.

 1 - The Lair of the Manticore.    11 - The Gate.    
 2 - The Gallows                       12 - The Enchanted Well.
 3 - The Runes.                         13 - The Sea Maidens.

 4 - The Necromancer’s Study.    14 - The Coppice.
 5 - The Dense Forest.                15 - The Dead King’s Statue.
 6 - Karak Doom.                      16 - The Sword in the Stone.
 7 - The Hall of Darkness.           17 - The Magic Portal.
 8 - The Wharf.                         18 - The Clearing.
 9 - The Village.                         19 - The Throne Room.
10 - The Tavern.                        20 - The Dragon King’s Chamber.

THE CHAMBER OF MAGIC

A wizard has left this room full of powerful magic.
Roll a D12 to see what happens.

 1 - Hop, Hop, Hop - The wizard’s magic turns you into a toad for 3 turns.

 2 - Magical Trap - The wizard has set a magical trap. You lose a life.

 3 - Lost - One of your followers gets lost. Leave a follower in this space.

 4 - Blackout - You cannot see. Miss a turn whilst you relight your torch.

 5 - Trapdoor - You fall and land in the Lair of the Manticore.

 6 - Whirlwind - A magical force sweeps you back to the Gate.

 7 - Talisman - The wizard has left you a present. Take a Talisman card.

 8 - Alchemy Spell - You may turn any number of your objects into gold.

 9 - Spell Book - You find the wizard’s spell book. Gain a spell.

10 - Book of Knowledge - Gain 5 Experience points.

11 - Magic Potion - You find and drink a magic potion. Gain 1 Strength.

12 - Spirit Aura - You are blessed by ancient spirit magic. Gain 1 Craft.
