Note - The Treasure Room - If a character defeats the Dragon Guardian Experience points may be taken, but no gold is found. After every defeat the Dragon Guardian regenerates to welcome the next adventurer.

Note - The Dark - The character is dead. All followers and objects are lost. The player must start again with a new character.
Craft, Strength, Gold, Spells and Experience points are retained.
ROOMS
Stairwell - Roll a D8.
1 - You think better of it… and head back to the Village to visit the Mystic.

2 - You fall down the stairs. Miss a turn or lose an Object (leave it here).

3, 4, 5 or 6 - Roll for the Ghost again.

7 - You skip down the stairs without a care. Take another turn.

8 - You find a secret door that takes you into the Mausoleum. Move there immediately.
Mortuary - Roll a D8.

1 - Ghost. The Ghost materialises in this room.
2 - Attacked by a Banshee (Craft 5). Experience points may be taken in victory.
3 - Trapdoor… into the Lair of the Manticore. Move there immediately.
4 - An attack of the jitters. You run back to the Stairwell. Move there now.
5 or 6 - An attack of the jitters. Miss your next turn whilst you pull yourself together.
7 - You search the dead bodies and find one Gold piece.

8 - Secret door to the Temple. Move there immediately.
Kitchen - Roll a D8.

1 - You eat some poisoned meat. Lose a life.
2 - You eat a stale pie. Miss a turn whilst you find a bathroom.
3 or 4 - You do a good deed and wash the dirty dishes. Gain one Experience point
5 or 6 - You cook yourself a gourmet meal. Gain two Experience points.
7 or 8 - You find a Pastry.
Necromancer’s Study - Roll a D8.

1 - Ghost. The Ghost materialises in this room.
2 - Attacked by a Zombie (Strength 4). Experience points may be taken in victory.
3 - You hide from the Necromancer under his table. Miss a turn.
4 or 5 - You find a long and winding passageway which leads you to the Gallows. Move there now.
6 - You read a few old scrolls. Gain one Experience point.
7 - You hurry past this room. Take another turn.

8 - You find one spell.

Temple - Roll a D8.

1 - Beguiled. Miss your next turn.

2 or 3 - You donate one Gold piece. 

4 - You find the collection plate and steal one Gold piece.
5 - Secret door to the Bedroom. Move there immediately.

6 - You are blessed. Take one Blessing card.
7 - You are blessed. Roll a D6 and take that many Experience points.

8 - You are blessed. Roll two D6 and take that many Experience points.

Mausoleum - Roll a D8.

1 - Ghost. The Ghost materialises in this room.
2 - Secret door back to the Stairwell. Move there immediately.
3 - A dark passageway leads you down… into the Lair of the Manticore. Move there immediately.
4 or 5 - You are afraid of ghosts after all. Miss a turn whilst you tremble.
6 - You find a secret passageway that leads to the Gallows. You may move there now if you wish.
7 - You run through this room like a scared mouse. Take another turn.
8 - You have no fear and start to rummage around inside the coffins… where you find a Talisman. 
