Characters:

Blacksmith

· Alignment: Good

· Start: City

· Strength 4

· Craft 3

· Gold 1

· Lives 4

· You are an Immortal. (See the rules for details.)

· You may take the Highlander Stranger as your follower. While he is your follower, he adds 1 to your strength.

· You may take Heather from any character you land on.

· You start the game with the “Ancient Sword”.

The Evil One

· Alignment: Evil

· Start: Graveyard

· Strength 6

· Craft 2

· Gold 1

· Lives 4

· You are an Immortal. (See the rules for details.)

· You may add 1 to your die roll when invoking the spirits in the Graveyard.

· You start the game with the “Wicked Sword”.

Cyber Swordsman

· Alignment: Neutral

· Start: Warp Gate / Village

· Strength 4

· Craft 2

· Gold 1

· Lives 4

· You are an Immortal. (See the rules for details.)

· You may add 1 to your die roll when rolling for movement.

· While in the Timescape you may choose which line to move along.

· You start the game with the “Cyber Sword”.

Temptress

· Alignment: Evil

· Start: Ruins

· Strength 3

· Craft 4

· Gold 1

· Lives 4

· You are an Immortal. (See the rules for details.)

· You may attempt to take a male follower from any character you land on, roll 1 die; you succeed on a 5 or 6.

· You start the game with the “Antique Sword”.

Elf Warrior

· Alignment: Good

· Start: Woods

· Strength 4

· Craft 3

· Gold 1

· Lives 4

· You are an Immortal. (See the rules for details.)

· You start the game with 1 spell.

· You may choose to evade enemies in the woods.

· You are always safe in the Forrest.

· You start the game with the “Elven Sword”

Vixen

· Alignment: Good

· Start: Chapel

· Strength 2

· Craft 5

· Gold 1

· Lives 4

· You are an Immortal. (See the rules for details.)

· You start the game with 2 spells.

· You always have at least 1 spell. If you use your last spell immediately take one from the Spell deck.

· You start the game with the “Sacred Sword”

Scorcerian

· Alignment: Evil

· Start: Crags

· Strength 3

· Craft 4

· Gold 1

· Lives 4

· You are an Immortal. (See the rules for details.)

· You are always safe in the Crags

· You start the game with 1 spell.

· You always have at least 1 spell. If you use your last spell immediately take one from the Spell deck.

· You start the game with the “Cursed Sword”

Cards:

Spell

· Double Edged sword: Cast this spell as required. You may cast this spell on any character, once cast both the caster and the recipient lose 1 life.

· Immortality: This spell can only be cast when the character possessing it looses his last life. The spell will then restore 1 life to the character.

Purchase 

· Ancient Sword: This sword is very old, but it is in fabulous condition. It adds 2 to your die roll in combat. You may buy this sword from the Antique Dealer for 5 gold. You may sell this sword to the Antique Dealer for 3 gold.

· Sacred Sword: This sword seems to hum with mystic energy. It adds 2 to your die roll in combat. You may buy this sword from the Antique Dealer for 5 gold. You may sell this sword to the Antique Dealer for 3 gold.

· Wicked Sword: This sword has wicked looking markings on it, and has small blades jutting at angles from the main blade. It adds 2 to your die roll in combat. You may buy this sword from the Antique Dealer for 5 gold. You may sell this sword to the Antique Dealer for 3 gold.

· Antique sword: This is an antique sword from 14th century Europe. It is marvelously adorned with jewels. It adds 2 to your die roll in combat. You may buy this sword from the Antique Dealer for 5 gold. You may sell this sword to the Antique Dealer for 3 gold.

· Cyber Sword: This sword is made from otherworldly metals. It is extremely tough and durable. It adds 2 to your die roll in combat. You may buy this sword from the Antique Dealer for 5 gold. You may sell this sword to the Antique Dealer for 3 gold.

· Elven Sword: This sword was forged by the elves of old. It is superbly crafted and adds 2 to your die roll in combat. You may buy this sword from the Antique Dealer for 5 gold. You may sell this sword to the Antique Dealer for 3 gold.

Event

· The Gathering: The time of the final battle is close at hand. All players in this Region, or who enter this region while the card remains here, must immediately make their way to this space. Once a player has landed here he may move about the region freely on his next turn.

· The Quickening: A stag enters this area, and looks at you. You begin to feel his strength and power as you tap into his very life energy. Gain 1 Strength.

Enemy (Animal, Monster, Dragon)

· Superstitious Villagers: Strength 3: A group of villagers has seen you ‘miraculously’ survive death, and attempt to drive you out of this area. The mob will remain here attacking any adventurer who lands here until they are defeated.

· Superstitious Villagers: Strength 5: A group of villagers has seen you ‘miraculously’ survive death, and attempt to drive you out of this area. The mob will remain here attacking any adventurer who lands here until they are defeated.

· Superstitious Villagers: Strength 7: A group of villagers has seen you ‘miraculously’ survive death, and attempt to drive you out of this area. The mob will remain here attacking any adventurer who lands here until they are defeated.

· Immortal: Strength 7: An immortal vying for "The Prize” immediately attacks you with his sword. If you are victorious roll 1 die. On a roll of 3 - 6 you have successfully decapitated him adding his power to your own. Otherwise he remains here.

· Immortal: Strength 8: An immortal vying for "The Prize” immediately attacks you with his sword. If you are victorious roll 1 die. On a roll of 3 - 6 you have successfully decapitated him adding his power to your own. Otherwise he remains here.

Enemy (Spirit)

· Phantom of Death: Craft 5: You have been mortally wounded, and the Phantom of Death hovers over you. Fight a Psychic combat against the creature to save your life. The Phantom will remain here until defeated.

Stranger

· Antique Dealer: An antique dealer has set up shop here. He has antique swords for sale. He also buys antique swords. Once he has sold all of his swords he closes up his shop and makes his way to the discard pile to look for other antiques.

· Highlander: A warrior from the highlands has found his way to this area. He challenges you to a Caber Toss. Add 1 die roll to your strength:< 10 - nothing. >= 10 - You win, receive 3 gold. The Highlander will remain here until he loses, then he sulks of to the discard pile.

Object

· Cursed Sword: You must take this sword, even if you are cannot use it. You suffer a -1 to your strength for combat, but if you win the combat roll 1 die. 1-5 = nothing. 6 = Gain 1 life. You can only rid yourself of the sword by praying at the chapel or invoking the spirits in the graveyard.

Magic Object

· ‘Impossibly’ Ancient Sword: This sword dates at 600 B.C., which is historically impossible. It adds 2 to your die roll when used in combat, and adds 1 to your craft. You may sell this sword to the antique dealer for 4 gold. If the Antique Dealer obtains this sword he will only part with it for 8 gold.

· Helm of Immortality: This helm, made of bone as well as metal, is of an evil nature, and can only be used by those of Evil alignment. If you lose a combat that would result in you losing a life roll 1 die. On a roll of 3 – 6 the helmet has saved you.

· Armor of Immortality: This armor has been infused with magic to preserve life. If you are wearing this armor and lose your last life for any reason roll 1 die. On a roll of 3 – 6 the armor extends your life force. You do not lose the life.

Follower

· Heather: A warm-hearted farm girl, Heather instantly falls in love with you and becomes your follower. While she is with you add 1 to your Craft. If you are the Blacksmith, she is your true eternal love, add 2 to you Craft.

· Brenda: Brenda is a good-looking weapons expert. She is knowledgeable about most weapons, and how to use them proficiently. While she is with you, you may add 1 to your strength when using a weapon.

· Police Detective: This police detective has been investigating the strange beheadings and killings in the Realm. If you are of good or neutral alignment he will join you as a follower. While he is your follower he will add 1 to your craft.

Place

· Manhattan: You have stumbled into a city of tall buildings, bustling people, and honking vehicles. Roll 1 die: 1 = Lost for 1 turn. 2 = A pickpocket steals 1 gold. 3/4 = Find your way through the madness, nothing. 5 = Get a job. +1 gold pay. 6 - Stop a robbery. +3 gold reward.

· Sacred Ground: This is a sacred place to all adventures. There is no combat allowed in this space. Any who are in this space are protected against attack in any from.

· The Highlands: You find yourself high up in the hills of Scotland: roll 1 die. 1 – Loose a turn admiring the beauty around you. 2- Attacked by an Ogre (Strength 5). 3 / 4 – Nothing. 5 – Find a lost purse, gain 1 gold. 6 – You are strengthened by all of the climbing: gain 1 strength.

Alternate Ending:
· The Prize

· The Crown of Command has been replaced with “The Prize”. You have been given the ability to know all that transpires, and affect the outcomes. While you are in the CofC space alone you may do either or both of the following.

· Whenever any player is instructed to draw a card (Adventure, Spell, etc.) you will draw the required number of cards + 2. You will then decide which card(s) the player will get. You must give each player the number of cards they are entitled to. Discard the two remaining cards.

· Battle any character of your choosing. That character is transported to the CofC space where you immediately fight a combat (you may choose psychic combat if you are allowed). The loser looses a life. The character is then transported back to the space he was on.
