RULES

The Secret Path counts as part of the Outer Region.

Characters may take the Secret Path by landing on any Woods space.

Strangers and enemies occupying the space may be evaded in this way.
Instead of encountering the Woods space, roll a D6.
1 or 2 - You find nothing.

3, 4, 5 or 6 - You find the Secret Path. Move there immediately.
Characters enter the Secret Path on the Start space where they must take another turn.

Movement is dictated by rolling the Realm Dice.

On the normal Secret Path spaces, the usual rules for cards and encounters apply.

Do not draw an Adventure card if the space is already occupied by one.

Characters may change direction at any time, moving forwards or backwards as in normal board movement.

Having turned back, characters may exit onto any Woods space.
Strangers
Strangers must be encountered on the Stranger spaces.

When landing on a Stranger space, roll a D6 to find out which Stranger occupies the space.

Place the relevant Stranger on the space. The Stranger will remain there until defeated… or moved to another space by a subsequent Stranger dice roll. Combat then ensues unless the Stranger is the Wizard.

The Ghoul will not enter into combat with Evil characters.

The Elf will not enter into combat with Good characters.

In the event of a draw the Stranger remains on the space.

Experience points are taken in victory and the defeated Stranger is removed from the board.

11 - Dragonlands - You find yourself deep, deep inside the Dragonlands. Gain a Talisman. Move to Dragon Ridge on your next turn.

12 - Dragon’s Footprints - You follow in the footsteps of a mighty beast. They lead you up a dark tower and directly into the Dragon King’s Chamber. Move there immediately and draw a Talisman Endgame card. 

