RULES

Are you a courageous or foolhardy adventurer?

The forbidding castle is home to a repugnant undead daemon; good and sensible folk seldom venture near. Anyone reckless enough to set foot within those screaming walls risks all. The ghost will stalk his prey relentlessly… from one shadowy room to the next. Favour and fortune lie concealed inside the gloom, but… beware…the Dark. 

Entering the castle

The Haunted Castle is situated beyond the Village.

You may enter the Castle by ending your move on the Village space.

Move directly onto the Stairwell and stop there.

Roll a D12 and place the ghost on the room space corresponding with the number thrown.
If the Ghost is elsewhere… roll a D8 to see what happens here.
Movement

The Realm Dice is used for movement.

You may only move forward in the castle.

You are safe on the corridor spaces; no cards are drawn or dice rolled.

Encounters happen as normal.
Sequence
Movement  -  Ghost roll (ghost combat)  -  Encounter/Cards  -  Room. 

Room spaces

When moving onto a room space - Roll a D12 to see where the Ghost materialises.

If the Ghost is elsewhere consult the room sheet and follow the instructions.

If the ghost materialises in the same room combat ensues.

Rooms cannot be encountered if the ghost is present unless he is defeated in combat or fought to a stand-off.
Treasure Room - Roll a D8.
1, 2, 3, 4, 5 or 6 - Dragon Guardian attacks (Strength 7). See notes.

7 or 8 - Dragon Guardian asleep. Roll a D6 and take that many Gold pieces

Throne Room - Roll a D8.

1 - The Dark. The Dark consumes you. Nothing remains. All is lost. (See notes on The Dark).

2 - A dimly lit passageway leads you down… into the Lair of the Manticore. Move there on your next turn.

3 - At least you find something. Take any object you wish from the Purchase deck.

4 - You find a Talisman and two Gold pieces.

5 - Having navigated your way to the Throne Room your wisdom increases. Gain one Craft and a Talisman.

6 - Fortune favours the brave. Gain one Strength and a Talisman. 

7 - King’s Champion. Take the King’s Champion card and a Talisman.

8 - Secret passage to the Dragon King’s Chamber. Move there on your next turn.
