RULES

Tales from the Crypt.
The Graveyard is choc full of unpleasantness. You have been warned.
But… there is reward within those graveyard walls for the bold and crafty.

The Crypt (rumour has it) is the place to go if what you need is a Talisman, but make sure you’re prepared for a FRIGHT!!! 

You may enter the Graveyard by landing on the graveyard space.
Move your character onto the first space on the Graveyard board and take another turn.

The realm dice is used for movement.

You may only move forward in the Graveyard unless otherwise instructed.

The Sarcophagus

If you land on the Sarcophagus space… you rummage around inside.

Roll a D8 to see what you find. 

The Crypt

On reaching the Crypt you will search for treasures. Roll a D12.

Good players must subtract one from their dice roll.

Evil players must add one to their dice roll.

Having encountered the Crypt… on your next turn... place your character back onto the graveyard space on the main board… and move on from there.

Other Points
· The Dark Knight will not rejoin a character that he has already deserted.
· You may only exit the Graveyard via the Crypt or the Druid Gate. 

