The Clearing
Place 3 Experience points on the old ruins at the Clearing.

Each time a character visits this space they gain 3 Experience points.

Having reached the Clearing, characters must roll a D6 and consult the chart.
On leaving the Secret Path board from the Clearing, characters will move into the Hidden Valley on their next turn (unless otherwise instructed).
1 - DEAD MAN’S HOLLOW - You have stumbled into a very unpleasant place indeed.
Roll a D6 to discover your fate.

1 - Forest of the Dead - It just isn’t your day is it?

    The evil gloom saps the life-force from all those who pass through it.

    Lose 2 Lives or 2 followers or 1 Life and 1 follower. 
2 - The Pit - You tumble into a murky pit. Lose 1 Life.

    Having tunnelled your way out, you find yourself in a Mortuary.    
    Move to the Mortuary space in the Haunted Castle on your next turn.

3 - Swampland - One of your followers drowns in a stagnant swamp.

    If you have no followers, lose a Life.

    Move to the Swampland space in the Forest Realm immediately.

4 - Hopelessly Lost - You have absolutely no idea where you are.

    Miss a turn and then exit onto the Wilderness.

5 - The Gallows - You are able to navigate your way out of the Hollow           
    intact, but find yourself at the Gallows. Move there immediately.

6 - The Secret Garden - Roll a D12.
2 - TROLLS - Lots of them. Roll a D6 to see how many attack you.

Fight a combat against each Troll, one at a time.

These Trolls have a strength of 5.

For every combat you lose, you will forfeit one life (saving throws, shields, helmets armour spells etc. are allowed).

For every Troll you defeat, you will gain 5 Experience points.
3 - TREASURE - Take a Talisman or the object of your choice from the Purchase deck.
4 - THE SEA - The path leads you to a shimmering coastal inlet.

You spend the day swimming and sunning yourself.

Gain either a craft or Strength point (your choice) and a Life.

On your next turn move to the Cave Wizard on the Skeleton Coast.
5 - THE SECRET GARDEN - You have found the fabled Secret Garden.

Roll a D12 to see what awaits you within. Consult the chart overleaf.
6 - THREE WISHES - You are granted three wishes.

You may take any three of the following (but only one of each).

LIFE

GOLD

STRENGTH

CRAFT

TALISMAN

SPELL 

