IV.  AILMENTS

When you are affected with an Ailment, you suffer the appropriate effect as outlined below.  Take an Ailment counter and place it on your character card as a reminder.  The effects of Ailments last until they are cured.  There are a number of ways in which they can be cured in the Labyrinth.  Ailments may also be cured at the Doctor’s Surgery (in the City), the Healer (in the Village), and the Royal Castle, at a cost of 2 Gold each.  With the exception of Weakness, the effects of multiple cases of the same Ailment are not cumulative.

A. CONFUSION – Roll 1 die at the beginning of each turn to see how you are affected.

	Die Roll
	Effect

	1
	You behave normally.

	2
	If you encounter an Enemy this turn, you cannot attack it.  (Conduct the battle as normal, except if you win treat it as a draw.)

	3
	The player to your right may move you this turn.

	4
	You cannot use any Objects or cast Spells this turn.

	5
	You fall asleep, and can do nothing this turn.

	6
	You are cured!


B. WEAKNESS – Your Strength is reduced by 1 point.  The effects of multiple Weaknesses ARE cumulative.  Your Strength may be reduced below your starting value.  If it is reduced to zero, you die.

C. DISEASE – You suffer a –1 penalty to your score in battle and psychic combat.  

D. CURSE – You suffer a –1 penalty to all non-combat dice rolls.  

E. POISON – You cannot restore lost Lives by any means, except when trading in Experience Points.  

F. LYCANTHROPY – Before each battle or psychic combat, roll 1 die.  On a 1, the Lycanthropy takes effect and you turn into a Werewolf.  You must fight using the Werewolf’s Statistics (Strength = 5, Craft = 4).  While in Werewolf form, you may not use any Objects or cast Spells, but you may use Followers as normal.
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