


New Rule Dragon Bones

Wandering Monsters

Several Quests in this Quest Pack have multiple
wandering monsters. These monsters may appear if a
Hero draws a Wandering Monster card from the
Treasure card deck or if a Hero moves onto a
Wandering Monster trap as described under the
"New Traps" section of this book. For example, if the
Quest notes say, "Wandering Monsters in this Quest:
3 Goblins," place 3 Goblins adjacent to the Hero who
initiated the wandering monster encounter. If fewer
than 3 adjacent squares are available, place the Desert
remaining monsters as close to the Hero as possible.
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New Trap

'—{ Falling Block: When a character player

moves through a square containing a falling

\V4 block symbol, a block will fall. It will land
into the adjacent square marked with the
arrow on the Quest map, blocking the way.
Any character or monster in the square into
which the block falls must roll three combat
dice. The victim must lose one Body point
for each skull rolled, and then move to an
adjacent unoccupied square. If the victim
cannot move to an adjacent square, he is
eliminated by the falling block.

New Tiles and Quest Map
Symbols

Iron Entrance Door

This iron door is placed on the
edge of the gameboard. Heroes
line up outside the iron door to
begin the Quest.

Wooden Exit Door

This special wooden door is
used to exit the gameboard in
the end of a Quest.




