III.  TRAPS

Die

Roll
NON-MAGIC

TRAPS
Effect

1
Pit
Take a Craft (2) test.  If you fail, you fall into the pit and lose 1 Life.  In addition, you must climb out of the pit on the next or a later turn by making a successful Strength (1) test.

2
#Poison Arrow
You are struck by an arrow and must take a Strength (1) test.  If you fail, you are Poisoned.  

3
#Spear
You are impaled by a spear and lose 1 Life.

4
Falling Block
One of your Followers is killed by the block.  If you have no Followers, you lose 1 Life.

5
Alarm
An alarm sounds, alerting nearby Monsters to your presence.  For the next 3 battles, you suffer a –1 penalty to your die roll.

6
Firebomb
A bomb explodes.  Roll 1 die for yourself and each Follower.  On a 1, you lose a Life or your Follower is killed

7
Acid Trap
You must discard one Object (your choice).

8
Blinding Gas
You are blinded for 1d6 turns.  While blind, you suffer a -1 penalty to all combat rolls and any tests you must take.

9
#Prison
You must take a Craft (2) test.  If you fail, you are imprisoned in a square of iron bars.  You must break out making a successful Strength (1) test.  You may try to take the test each turn.  You may not move until you have freed yourself.

10
Broken Trap
None.

Roll
CRYPT TRAP
Effect

1
Psychic Blast
A surge of psychic energy assaults one of your Followers.  Discard one Follower (you may choose which one).

2
Guardian Spirit
The Crypt’s guardian emerges and attacks you.  It has a Craft of 6.  If you lose, you do not lose a Life but are Teleported to a random adjacent tile.

3
Mind Blast
Lose 1 Craft.

4
Symbol of Fear
You must take a Craft (1) test.  If you fail, then on each successive turn you must move towards the nearest exit to the surface.  (Normal movement rules apply.)  At the beginning of each turn, you may take a Craft (1) test to see if you can shake off the effect.

5
Weakness 
You are affected with Weakness.

6
Curse
You are Cursed.

Die

Roll
MAGICAL

TRAPS
Effect

1
Teleportal
You are teleported to a random adjacent tile.

2
Poltergeist
The Poltergeist steals one Object from you.  You may choose which one to discard.

3
Anti-Magic Field
You (or one of your Followers or Objects) loses 1 Spell.  If you have no Spells, there is no effect.

4
#Curse
You must take a Craft (2) test.  If you fail, you are Cursed.

5
Wall of Force
A magical wall (Strength 5) blocks your path.  To get by, you must defeat it in battle.  If you lose, you do not lose a Life, but your turn ends.  You may go back the way you came. 

6
Time Gate
You are teleported to the Warp Gate of the Timescape.  Move there immediately.  (If the Timescape is not available, move to the Chasm space on the main board.)

7
Broken Trap
None.

8
Lightning Bolt
A Lightning Bolt rips through the air.  Roll one die, plus one for every piece of metallic armour (i.e., Helmet, Shield, or Armour) you are wearing and every metallic weapon you have.  You lose 1 Life for every 1 you roll.

9
Random Spell
Roll 1 die and consult the Spellcaster Table to see what Spell is cast on you.

10
Tentacles
Tentacles spring out of the ground and attack you. Roll 1 die+1 to see how many Tentacles attack.  Each has a Craft of 1, and you must fight them as one Spirit.

Roll
DOOR TRAP
Effect

1
Wizard Locked
The door may only be opened by casting a Counterspell or Destroy Magic Spell, or by breaking it down.  To destroy it, you must defeat it in battle (Strength 4).  If you lose, you do not lose a Life but your turn ends.  You may go back the way you came.

2
Teleporter
This door is a one-way teleporter that leads to a different part of the dungeon.  Roll 1 die to determine the direction you are teleported (1-2=N, 3=E, 4=S, 5-6=W), and 1 die to determine the number of tiles.  Move to that tile immediately  If there is no tile there already, draw one and encounter it as usual.

3
Explosive Runes
You have triggered an ancient guardian spell. You are stunned and lose your next 2 turns as you recover.

4
Mimic
The door is actually a monster that is disguised as a door.  It attacks you with Strength 7.

5
Black Gate
Move to a random entrance tile in the Astral Plane.  (If the Gateways expansion is not available, move to the Graveyard.)

6
Swinging Axe


A huge axe swings down from the ceiling.  You must take a Craft (2) test.  If you fail, the axe causes a grevious wound and you lose 1 Strength.

Die

Roll
ROOM

TRAPS
Effect

1
Telescoping Spikes
A series of spikes appear from the floor and move towards the ceiling, impaling anything that lies in their way.  It will take you 2 turns to escape from the room.  Each turn, you must take a Craft (1) test.  You lose 1 Life for each test you fail.

2
Flooding Room
The Room begins flooding rapidly.  You may swim to any door, but you must take a Craft (2) test first.  If you succeed, you may move to any door on the tile.  If you fail, the person on the right decides which door you move to.  The room will remain flooded.

3
Tilting Room
Roll 1 die to determine which way the room tilts (1-2=N, 3=E, 

4=S, 5-6=W).  You lose 1 Life from rolling around.  If you are tossed near a door, you may exit through that door.  If there is no door there, or you want to exit through a different door, you must climb to that door.  To climb out, you must make a successful Strength (2) test.  You may try once per turn, and are stuck in the room until you succeed.

4
Cave-In
The ceiling collapses, completely blocking off the room.  You must take a Craft (2) test.  If you fail, you lose 1 Life. You must exit the way you entered it from.  Turn the room tile face-down to show that it is blocked.  No player may move onto or through this tile for the rest of the game.

5
Magic-Dead Room
No magic of any sort (Objects, Spells, etc.) will work in this room.  Roll on the Enemy Encounter table to determine the occupant.

6
Gate


A magical Gate lies in the center of the room.  As long as there is at least one character in the Labyrinth, whenever a Monster is killed (outside the Labyrinth), roll 1 die.  On a 1 or 2, move the Monster card to the Gate tile instead of placing it in the discard pile.  Any character on the tile must encounter the Monster immediately.  If there are no characters on the tile, the Monster remains there for the rest of the turn.

At the beginning of each round of play (i.e., complete turn for each player), each monster on the board moves to an adjacent tile (even if there is no adjoining passageway) towards the closest character.  If two characters are equidistant, randomly determine which one is pursued.  If there are no characters in the Labyrinth, the Monsters remain where they are.  

A Monster card is discarded after it is encountered, regardless of the outcome of the battle.

The Gate continues to function until it is defeated in battle.  It is Strength 6, and is not affected by Spells.  

Die

Roll
CORRIDOR TRAP
Effect

1
Rolling Boulder
A huge boulder drops from the ceiling and rolls down the corridor. It crashes to a halt at one end of the corridor, and completely blocks the passageway.  You must decide which tile to move to – the one you came  from, or the one at the other end of the corridor.  Turn the corridor tile face-down to show that it is blocked.  No player may move onto or through this tile for the rest of the game. 

2


Prismatic Curtain


A shimmering, multi-colored curtain of energy spans the corridor.  You may decide to pass through it to get to the other side, or turn back.  If you pass through, roll 1d6 to find out the effects:

1 - (Blue) You are frozen in place.  You can escape by making a successful Strength (1) test, which you may try at the start of each turn.

2 - (Red) Lose 1 Life.

3 - (White) You are Teleported 1d4+1 tiles in a random direction (roll 1 die: 1=N, 2-3=E, 4-5=S, 6=W).

4 - (Green) Discard 1 Spell.  If you have no Spells, lose 1 Craft instead.

5 - (Black) You must take a Craft (1) test.  If you fail, you are Confused.

6 - (Translucent) No effect.

3
Living Wall
You are attacked as you move down this hall.  Roll 1 die to see what you are attacked by:

Die Roll     Craft     Ailment

1-2                 5        Disease

3-4                 7        Weakness

5-6                 9        Curse

Whether you win or lose the psychic combat, you must take a Craft (1) test.  If you fail, you are affected with the appropriate Ailment.

4
Large Gorge
As you enter the corridor, a large crack appears in the floor and moves with lightning speed down the length of the corridor.  You manage to escape just in time, but the crack swallows up the entire corridor.  Turn the tile face-down.  This tile may not be entered for the rest of the game.

5
Portcullis
Roll 1 die again:

1-4 – One portcullis falls in front of you.

5-6 – Two portcullis fall, one behind you and one in front of you.

You must destroy the portcullis to pass.  (If there is only one portcullis, you may go back the way you came.)  Each portcullis has a Strength of 5.  If you defeat it, you may move past it on your next turn.  If you lose, you do not lose a Life but your turn ends.  Each turn you attempt to destroy a portcullis, roll 1 die.  On a 1-3, the noise attracts a Wandering Monster.

6
Collapsing Ceiling
Roll 1 die to see what happens:
1-2 Die Roll     Effect

3 Lose 1 Life

4             Lose 1 Follower.

5             Wounded by debris; lose 1 Strength.

5-6             You escape unharmed.

The corridor is not blocked by the debris, and may be moved through normally.
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