Points to note
· On drawing the Manticore Adventure card - place the card directly onto the discard pile. Then… place the Trapdoor on that space. It will remain there for the rest of the game. No other Adventure cards may be drawn on that space. Any other Adventure cards already on this space will tumble through the Trapdoor and be lost forever. The adventurer is then placed on the Manticore board. Any player subsequently landing on the Manticore Trapdoor MUST move directly onto the Manticore board.

· If a second Manticore Adventure card is drawn… the Trapdoor moves to that new location.

· A normal D6 is used in combat against the Manticore.
· The Staff of Mastery has no effect on the Manticore.

· The Spell of Teleportation will not work as you have no idea in which direction you should travel.

· Character interaction happens as normal on the Manticore board.

· Once The Genie is encountered, he will remain on the board. If subsequently landing on the Genie, characters must encounter him instead of encountering the space.

· Once The Slime Monster or Pumpkin Head are encountered, they will remain on the board unless defeated. Do not roll a dice on What Lies Beneath if a monster is already present.

· On reaching the space at the North East corner… you must move directly through the doorway and into the Dragon King’s Chamber.
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