V.  THE WIZARD’S CATACOMBS





General


Instead of using the Labyrinth as a “regular” expansion, you may use it as a special area between the Causeway and the Wizard’s Tower.  The Labyrinth represents a series of Catacombs built by the Wizard to hinder those brave (or foolish) enough to try to get to his Tower.  (Of course, the Catacombs didn’t hinder the Dragon King when he moved into the Tower.)


Characters enter the Labyrinth from the Causeway space.  They then explore the Labyrinth, searching for one of the two Stairs that lead out of the Labyrinth to the Wizard’s Tower.


Except where noted, all the rules from the Labyrinth apply to the Wizard’s Catacombs as well.  The major difference involves the setup rules. 


The rules for Shifting Walls should be ignored.  The Wizard’s Catacombs are designed to give the other characters a chance to “catch up” to the first character who tries to reach the Wizard’s Tower.  If the Shifting Walls rules are not used, the other characters can follow in the footsteps of the first character as they seek out the Stairs to the Tower.


In order to enter the Labyrinth, a character must possess a Talisman.  The Talisman is discarded once the character enters the maze.





Set-up / Game Components


Labyrinth Entrance cards 


These are not used in the Wizard’s Catacombs.


The Labyrinth may only be entered from the Causeway space.  No Entrance Cards are placed on these spaces, however.





Labyrinth Entrance Tiles


As in the standard game, separate the Entrance tiles from the rest of the tiles.  All of the other tiles are used to form the tile pool.


Four of the six Entrance Tiles have both red and black writing on them.  Only the four with the red writing are used, and the black writing on these tiles can be ignored.  


Set aside the other two Entrance tiles (the ones with only black writing).





Types of Tiles


Entrance Tiles


Only four Entrance Tiles are used.  Two represent stairs leading down from the Causeway space.  The other two represent the goal of characters entering the Labyrinth – the exits to the Wizard’s Tower.


When a character enters the Labyrinth from the Causeway space (which costs 1 point of movement), he may move to either Entrance Tile.  If no Entrance Tiles are on the board (i.e., the character is the first to enter the Labyrinth), roll 2 dice twice and place the tiles on the numbers on the board.  


The Entrance tiles remain in those squares for the rest of the game (unless using the Shifting Walls rules, which are not recommended).











Stairs Markers


If you draw a Stairs marker, you MAY have found one of the exits to the Wizard’s Tower.  Roll 1 die and add your Craft (plus 2 for every Stairs marker you have – see below).  If you roll an 11 or higher, you have found it!  On your next turn, you may move to the Wizard’s Tower.


If you roll a 10 or less, you do not find the stairs and your turn ends.  However, you may keep the marker and add 2 to your die roll for each Stairs marker in your possession.





Notes


All other rules for the Wizard’s Catacombs follow the rules for the standard game.  It should be obvious that the first character entering the Labyrinth will have a challenging time finding the stairs to the Wizard’s Tower (unless they get really lucky).  Characters who enter later should be able to follow his footsteps and find the stairs relatively quickly.
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