Armoury - Roll a D8.

1 - Ghost. The Ghost materialises in this room.
2 - You find a Helmet.

3 - You find a Shield.

4 - You find Armour.

5 - You find a Broadsword.

6 or 7 - You find a Battleaxe.

8 - You find a Rune Sword.

Bedroom - Roll a D8.

1 - You fall through a trapdoor into the Lair of the Manticore.
2 - You rest on the bed and fall into a deep sleep. Miss your next turn.
3 or 4 - You rummage in the wardrobe and find one Gold piece.
5 or 6 - Beds are for sissies. You continue your quest. Take another turn.
7 - You have forty winks on the comfortable bed. Heal one Life.
8 - Secret door to the Treasure Room.
Wishing Well - Roll a D8.

1 - You drop a coin. Leave one Gold piece on this space.

2 - You fall down the well. Miss your next turn whilst you scramble out.

3 - Nobody is looking… so you relieve yourself into the well.

4, 5 or 6 - You wish for gold. Gain one gold piece.

7 - Your wish is granted. You gain four experience points.

8 - You are blessed. Take one Blessing.

Apothecary - Roll a D8.

1 - You drink poison. Lose one life.
2 - A follower drinks a potion and cannot move their legs. Leave a follower in this space (if you have one).

3 - You experiment… and reverse Alchemy. Lose one Gold piece.

4 - You fall down a chute which delivers you into the Necromancer’s Study. Move there now. 
5 - Sleeping draught. Miss your next turn.
6 - Healing balm. Gain one life.

7 - Muscle ointment. Gain one Strength.

8 - Magic potion. Gain one Craft.
Combat with the ghost

The Ghost is treated as a Spirit and should be dealt with like any other Spirit.

The Ghost attacks with a Craft of 8.

Combat is decided by rolling a D6 as normal.
Should you win the combat, you gain 1 craft and the Ghost retreats. Remove the Ghost from the board (until the next Ghost roll). You must then encounter the room space.
In the event of a draw, the Ghost remains and you must encounter the room space.
If the Ghost is victorious, you lose 1 life. You are ejected from the Castle and dumped into the Village. Continue your turn from there by visiting the Healer or the Mystic.
If the Ghost materialises in a room containing another character, that player must fight the Ghost on his/her next turn. After this combat he/she may move on as normal… unless defeated and ejected into the Village.

Exiting the castle

Having encountered the Throne Room, characters exit into the Village on their next turn (unless otherwise instructed) where they may visit the Healer or the Mystic.
