THE SECRET GARDEN - You have found the fabled Secret Garden.

Roll a D12 to see what awaits you within.
1 - Poisoned Woodland - Miss a turn and lose 1 life or 1 follower.

2 - Dragon’s Den - You are attacked by a dragon. Roll a D12 to discover his strength. In victory, gain that many Experience points. Move to the Vault space on your next turn.

3 - Wishing Well - Move to the Wishing Well in the Haunted Castle immediately.

4 - Magic Portal - You find the Portal on the Skeleton Coast. Move there on your next turn.
5 - Wilderness - You navigate your way through the wilderness. Roll a D6 and gain that many Experience points. Exit onto the Wilderness space on your next turn.
6 - Throne Room - A pathway leads you to a hidden door. You step into the Throne Room in the Haunted Castle on your next turn.
7 - Pilgrimage - You benefit from your journey. Roll 2 D6 and gain that many experience points.
8 - Garden Of Delights - You partake of the garden’s fruit. Gain 1 strength, 1 life and a Talisman.
9 - Garden Of Enlightenment - You rest your weary bones on enchanted soil. Gain 1 strength, 1 craft, 1 life and a Talisman.

10 - Eden - You are truly blessed and stumble upon paradise. Gain 1 strength, 1 craft, 3 gold pieces and a Talisman. You are automatically healed back to your full quota of lives.

The Enchanted Well

You drink from the well. Roll a D6.

1 - Turned into a Toad for three turns.

2 - Lose a Life.

3 - Miss a turn.

4 or 5 - Heal one Life.

6 - Heal two Lives.

The Sword in the Stone
On landing on this space you must attempt to rest the sword from the solid rock. Roll a D6.

On rolling a 6, take the Excalibur card. It will add 2 to your Craft and 2 your Strength when used in combat.

If another player subsequently pulls the sword from the stone, they take the Excalibur card.

The Coppice

Roll a D6.

1 - You stumble and bump your head. Miss a turn whilst you recover.

2 - You lose an object or a gold piece (your choice). Leave it here.

3 - You find a Grazing Mule.
4 - Short cut to the Clearing, where you may add 1 to your dice roll. Move there immediately.
5 or 6 - You find a grazing Horse. Take the Gift Horse card. If it is already in play… roll again.
