






























Special Dungeon
Tile Rules
Ancient Bridge

When entering this tile you 
must attempt to cross the 
Ancient Bridge. Roll a number 
of dice equal to your skill 
rating.  If you only roll 1s, you 
fall from the rickety bridge 
and receive 10 Wound Markers.  

Otherwise you pass safely this time. 

Cursed Stone
Heroes on this and adjacent 
tiles cannot use hero abilities.

Den
When entering this tile, if no 
encounter card is present, roll 
to see if a new encounter is 
generated.

Glyph Room
A powerful glyph binds 
monsters to this tile but also 
protects them.  Draw and place 
1 encounter card when this tile 
is first revealed.  Only assisted 
heroes can make a battle action 
against a monster on this tile.   

A monster cannot roam from this tile. The dungeon 
boss is not hindered by the Glyph Room and can 
roam normally.

Library
As a special action, you may 
research the books.  If you do, 
roll a die.  On a roll of 1, an evil 
tome saps your strength.  Place 1 
wound marker on your card.  On 
a roll of 5+, you find a volume 
detailing the dungeon’s history.  

You may secretly look at the dungeon boss card.

Portcullis Room
You cannot exit this tile by 
normal means.  If you wish to exit 
this tile you must make a move 
action and roll a number of dice 
equal to your brawn rating.  Any 
roll of 4+ allows you to move 
away.  Failure to roll a 4+ causes 

you to receive 1 wound marker. A monster cannot roam 
from this tile. The dungeon boss is not hindered by the 
Portcullis Room and can roam normally.  

Underground Channel
When entering this tile you must 
try to leap across the water.  Roll 
a number of dice equal to your 
brawn rating.  2 or more rolls of 
4+ lands you safely on the other 
side.  If you are trained in Talent 
you may use your skill rating 

instead of brawn. If you fail to land on the other side, 
you flounder in the water and have to swim to the other 
side. Place 1 wound marker on your card.

Well
Draw and place 1 encounter card 
when this tile is first revealed.  
If no monster is on this tile, you 
may as a special action discard 
(toss into the well) 1 treasure 
card and roll a die.  On a roll 
of 3+, you receive the Sword 

of the Well Spirit artifact card.  If the Sword of the 
Well Spirit is already possessed by a hero or is on a 
tile, rolling a die has no effect. Rulebook


	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12
	13
	14
	15
	verso english

