SEA DRAGON

The lair of the Sea Dragon stands between you and safe passage. Roll a D8.

1 - The Sea Dragon mounts a surprise attack. Lose one life or one follower.
2 - You are consumed by cowardice and run back two spaces.
3, 4, 5 or 6 - The Sea Dragon is asleep. You pass unchallenged.
7 - The Sea Dragon is out hunting. You find one gold piece.
8 - The Sea Dragon is out hunting. You find one gold piece and a Talisman.
CAVE WIZARD

You seek a favour from the Cave Wizard. Roll a D8.

1 - He doesn’t like the look of you and teleports you to the Gallows to face judgement.

2 - He is a good judge of character and thinks you are a fool… so he ignores you.

3 or 4 - He teleports you to the Sea Maidens. Move there immediately.
5 or 6 - He gives you a Spell.
7 - He grants you a wish. Gain either one strength or one craft.
8 - He provides you with a Talisman and adds one to your craft.
BONE COLLECTOR

The evil Bone Collector wants your bones. Roll a D8.

1 - With his Underworld magic he steals some of your bones. You are mortally wounded. Only the Mystic can undo what has been done to you. If you cannot reach the Village within 5 turns your character will die.
2 - He corners you and takes some bones. Lose a life or a follower.
3 - He corners you but you bribe him with one gold piece. If you have no gold lose a life or a follower.
4 - You hide from the Bone Collector. Miss a turn whilst you cower in a corner.
5, 6 or 7 - You pass unchallenged.
8 - You pass unchallenged and find yourself at the Portal. Move there immediately.
MAGIC PORTAL

You pass through the Portal and are transported to another location.
Roll a D8.

 1 - The Gallows.

 2 - The Village.

 3 - The Tavern.
 4 - The Enchanted Well.
 5 - The Sword in the Stone.
 6 - The Volcano.
 7 - The Throne Room.

 8 - The Dragon King’s Chamber.
