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- L 1f you want the Mercenary as your Followe i

Y { pay 1 Gold coin for the M e % pay him 1 Gold Coin. If not, he waits lheI:e :

" You must pay 1 Gold coin for the Mercenary to become 1 4 illing to pay him. While

nym" -“n’."’“'“&vh'f.“‘ﬁ" he waits here for a player willing ] igr;ofx};agcl{g:vvevr hegwill; de 3 to you

5 1‘T p:::: nirIT;;dd;:o ;n::sr):x‘r:n::oll!iof‘:ri Turn only each .- 4 Strength in Combat for 1 Turn providedy 0
¢ o eacl 8 ] (1
time you give him 1 Gold coin. L .p:)cfehu;lr IT Sl(_)rzd Coin. You may only pay hi
i j 0 §

| § While the Alchemist is your Follower, he
4§ can turn any Object in your possession into *
§ Gold, whenever you direct. |

;| A ;

L: He can turn any Object in your possession into Gold, as [ ik Changes an Object into Gold, place it on th

£ and when you direct. When he changes an Object into | § discard pile and take a Gold Coin. He
Gold, place it on the discard pile and take a Gold token. He -4

e e hroceiiine g annot reverse the procedure.

~ While the Alchemist is your Follower:
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eP(lansyour l’ollowcr' !
u may have up 10 150 Lives per vlslt Healed at uxg

While the Unicorn is your Follower, the
following apply:
You gain 1 Strength.
You gain 1 Craft.
. will lose these bonuses when you 1os
Jnicorn as a Follower.

You may have up to two Lives Er Vi
Healed at the Castle free of chaprg

u may exchange the f
Coins. alta the Castle, I

Y .



(@ Exchange immediately for a Bag of Gold token and then
L place on the discard pile.
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| While the Maiden is your Follower, you
ain 2 Craft. These will disappear if you
lose the Maiden as a Follower. !

| Exchange immediately for 1 Gold Coin and -;7

then place this on the discard pile.




¢ you have the Mule,you may carry an b
. Should you m (h);a Mrgle.y;:::xmb

ediately leave any surplus Objects in the space

ile you have the Sword, you may add
o your Strength for the duration of am

‘Add 1 to your Strength for the duration of an ombat in which you use it.
t in which you use it. -
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ere is enough of the Potion of Strer
1 st one use. When you choose to di

t will increase your Strength by 2
ne Turn only. Once you have drun

lace it immediately on the discard pil
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Evil Character may take the Holy Lan
ile it is in your possession:
dd 1 to your Strength for the durat
f any Combat in which you use it.

e it is in your possession:

1 to your Strength for the duration of
it in which you use it. ;

b of Knowledge has one charge. Once used, pla
the discard pile. You must use it when you
1o draw Adventure Cards. It allows you to:

I Y2NB LR 6SNFdAf hNB F2NJ §KS LINRPRdzOa2y OSNBAZ2Y &K

GKS 1 2tf@ [lyOSo



You may not cast or use Spells.

No Spells will affect you, other than the
* Command Spell.
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Evil player may take h

in your possession:

¢ Holy Grail.
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- . No Good Character may take the Runesword.
player may take the Runwsword. While itis in your =4 ! e it is in your possession: ° ;
e ; s 3 ) Add 1 to your Strength for the duration of
“any Combat in which you use it;

) When you use it in Combat to defeat a
or another Character and then
m to lose a Li i




ay roll one die to Pray

remain here for the rest of the game. You 4,

with the following results:

; 1) Ignored
2) Ignored

2: Ignored

4: Gain 1 Spell
i )G

Marsh will remain here for the reﬁ
game. Whenever you land here,
Strength is less than 5 you m

one Turn.

e Shrine will remain here for the rest of
game. Roll one die to Pray with the following

results:
5) Gain 1 Life
6) Teleport to any Space

) Gain 1 Gold Coin  in the Region.
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