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That was all well and good, but adventurers are in short supply these days. Or maybe theyre afraid of the dungeon's
legendary efFiciency? Whatever the case, we need to Find a solution to get the dngeon out of this bad patch. After
a Fruitful brainstorming session with himself, an idea of genivs germinates in the brilliant mind of the quardiem
e devised his olan in 4 acts:

Firstly, we spread the rumour that the keeper is getting on in years and wants to pass on the baton, inevitably attracting
ambitious budding quardians to the dungeon.

We select a handful, let's say 4 mamimum, taking care that they are not really gifted, and we mahe these idiots believe that
they have a chance of succeeding the illustrious Hyacinthe de Cavallere grovided that they srove themselves.

We give them a bit of a dungeon, with a few monsters, and we just wait for the news to circulate.

With that, the adventurers are bound to come back in numbers, sure of the dungeon's yredicted demise and the lovely, poorly

defended treasures that await them. All that's 1eft to do is to throw our 4 candid apprentice guardians into oblivion and regain
control of the dungeon!
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Overview and goal of the game

-

= S0 youd like to take over from the Guardian!

" 0K well start by giving you & few monsters and a bit of & dungeon to work ob... o |

You can Tecruit others and move them to the Tight rooms to setisfy the demands of the Hlustrious Ryacinthe de Cavallere.
Fis Tiost, valuable lieutenants, Marvin, Herbert, Horous and Aleibiade, will come to your aid if you agree to throw & few
monsters into the ovbliettes. And if you dowt want to Find yourself invaded by unuwelcome adventurers, remember to get

rid of them From time to timel

Ready For the challenge?
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w SET UP o

GENERAL SET UP

Place the 0FFice board £ where all can see it. It will hely you Reep track of your oals and score points at the end of the game.

Place the Terra Amata board [ and the Power hoard Gin the centre of the table, within reach of all players.

Fach player chooses a personal Dungeon hoard [2) and places it in Front of them.

A-THE OFFICE BOARD AFTER A FEW GAMES

Take the 4 oal tiles withovt # and olace 1 of  Tor more challenging and suryrising games, you can
them, determining s side ot random, on each of the  try adding goals for experienced quardians, identifi-
4 slots provided. able by their .

Shuffle all the tiles and place 1 of each colovr, at
random, on each of the spaces provided.

IF you prefer, you can also agree on which goals tg_
use for your games.

C. THE POWER BOARD

C1. Shuffle the 16 Swordbearer cards G and place them Pace
down in their respective slots.

c2. Shuffle the 10 VIP cands () and ylace them Pace down on
their slots. Then reveal the First 2 cards of this deck on the
appropriate slots.

C3. Make vy a reserve with all the VIP Figurines to the
right of the VIP cards.

Ca4. Shuffle the 16 Mimture cards Qg and ylace them Face down
on their slots. Then reveal the First 3 cards of this deck on
the aggropriate slots.




Create the general reserve of monsters with the spiders @),

brous @), dragons @, vampires @ and sheletons @, o
the Teft of the hoard.

Th!@. /@ 2@ wil @, then randomly place
3 of these monsters @) in the forest, and 6 in the swamp.

Shuffle the 7 Adventurer cards Q andolace them all Face
down on the roof of the inn. Form a reserve with all the
broup of Adventurer tiles @@ end place them on the terrace
of the inn.

Depending on the number of players, take the Threst, cards $3
listed below and then shuffle them:

« 2 players and more: the 12 2-3-4 player cards (greenish)
o 34 nlayers: add the 6 3-4 player cards
« 4 players: add the 6 4 player cards (blueish)

With 2 or 3 players, gut the unused cards back in the hos.

Finally, form & Face-down pile of Threat cards £3 to vse in
your game and place them on its space (the path befween the
¢ forest and the swamy).

D. THE DUNGEON BOARDS

D1. At the entrance ﬁ of each dungeon, 4 monsters @)
are reresentel(@, @ @ @, o0 @) Fach

olayer takes the monsters in question From the reserve
and places them in the entrance of their dungeon.

- D2. fach player places 1 Group of Adventurers tile €@ in
room | g of their board.

D3. Each player takes a set of Malus tiles Lﬁ{
numbered 1 to § to Form & reserve nest to their
dungeon.

D4. Shuffle the Guardian tiles Face down
and distribute 1 to each player, which they keep Face down
in the slot to the right of their dungeon.




1 ENTRANCE [

. YOUR

DUNGEON | py defaut, this
is where all your
nonsters @)

It consists of:

corme.

THE .
E The icon always indicates the monster @)

" of your choice. In addition, each monster @) has

Located on the Terra
Amata board, this is where you

throw your mensters @) to use the
powers of your rooms s .

It is also & recruitment area ke the

& 5 HALLM‘IAYS (5
Numbered, they are crucig]
For using your yowers

v THE |CONS o

5 ROOMS @

Essentially to
connect your
rooms.

and for your victory

points @ at the end
of the game.

its own icon:

Sheletons @, spiders @, brovs @, dragons @,

be, |
MOVEMENT OF
MONSTERS

Each Footstey ¥ llous you to move any
monster ) in your dungeon one space:

vampires @, and Vils @.

Forest, or the swamy.

W PLACEMENTS AND NEW ITEMS G p

A Yy icon indicates to glace monsters @) or adventurers €@ to, or From & location.

If o gy precedes the icon of & @ or o @@ this means that you earn it

« A placement can involve your entrance ﬁ or the obliettes B8 for emamyle:

Take 2 @ From -
the general reserve
and place them in
your entrance ﬁ

Take 2 monsters ©@
of your choice From the -
oubliettes @ end olace
them in your entrance {ifh.

i Take one @ From
your dungeon Toom with
the highest number and glace it in
| your ﬁ rlaced your @ . (see VIPs, nage 1)

TELEPORT
) AMONSTER

fach =6 allows you to teke 1 @ anywhere i your
dungeon and place it anywhere.

rom your il and olace them in the
roor where you have just .

« From the entrance ﬁ to & hallway

« from & hallway @ 1o a room

¢ GROUPS OF
(M ADVENTURERS

They move From room to room to make you lose
victory points _

—

NEW GROUP OF
ADVENTURERS

- Take 1 @B from the inn.
Alace it 1 your dungeon, in the room indicated

7 b

“
! PROGRESS OF

A GROUP OF
ADVENTURERS

Take | @@ present From the dungeon room
with the lowest number. Move it Forward

N ELIMINATE A GROUP

OF ADVENTURERS

terrace of the imm.




w GAME TURN oo

Fach player's turn comprises § phases, 3 oE‘
which are mandatory: -

0 THREAT

3 CURRDIAN Coptional)
& RECRUITMENT

@) MOVEMENT

B NWER (optional)

<

>

~

) ’ If there are at least § monsters @) in the Forest AX) in

the Swamy, go directly to the nest phase.

IF there are less than § monsters @) in the Forest (R in the Swamy,
reveal the nemt Threat card 3 then Follow these steps in order:

[N\o TF a0 icon s present on the
left, all players are affected:

¥ o -
-

Tahe | @ From the inn
and place it in room | &=y
of your dungeon.

Tahe | @ oresent in your
oot with the lowest, numier
Move it Forward the number of
rooms indicated (e or &@).

[ dont want adventurers in my officel

2 At eny time, iF 1 @@ arri ves in your
room § =3, take the lowest-value [gg! tile From
your Teserve, and place it to the left Liruoul" roor
5 @3, AL the end of the game, each | e in
your dungeon will reduce your points by the amount

of its value.

[}, Tahe the & @) represented on the card From the reserve and
alace them in the area (Forest or Swamp) that has less than § ©@).

@, IF there is | Threat icon :,l? on the card drawn, turn the card |
Face down and Reep it to the right of the Terra Amata -

board. Otherwise, discard it

L

in the cemetery.

The First olayer completes these § phases in
-~ olayer cockwise does the same, and so on.

most, @@ i their dungeon

1 order, then the nemt

The turns continve in this way vntil the last Threat card MJ
revealed in phase 1.

Once this card has been revealed, complete the table round to the player to the right of
the First player, then score the points (page 14) to determine the winner.

[D) When there are as many &
the right of the Terra Amata board as there

are olayers, turn over the first In card
and aply its effect to all the players concerned:

to the nlayerss) with the to the playercs) with the

least, @B in their dungeon

(2o Fach time an an card E' is Tevealed and its effect
apolied, discard it in the cemetery along with all the Threat
cards m} remaining next to the Terra Amata board.




w 2, GUARDIAN ce

At the start of the aﬂm your Guardian tile is Face down next to your dungeon. Later when you have successfully led § monsters in room §,
- the Guardian’s office, this tile will be revesled giving you 3 powers that yov can use during this nhase

IF your Guardian tile has not yet heen revealed, —
’ qo directly to the nemt phase. | 17| As you can see, these tiles

o1 your board will cavse
IF your Guardian tile has been revealed, you can vse ONE of its three powers as follows: L= you to lose points at the
end of the game.

As each new tile placed on your hoard
? cavses you o lose more points than
[ hoply the effect of the gower yourve just overlid the yrevious one, think carefully hefore
using one of your Guardian's tile nowers.

[A\g Take the lowest-value Malus tile W available nemt to your dungeon and ylace it on the power
you wish to take advantage of

For more details on Guardian tiles and their eFfects, see page 14

w 3, RECRUITMENT o

g q new blood] Between *”c forest and the swamy, uswh be well served, but if Egamole: Jo has just nicked vy
that's not enovgh F«Jr you, you can always dig vp & few old crones fr o the oubliettes T Qspuiers @ i the forest.
- He already has ) in room 3 CEEE
1. From ONE of the 3 recruitment areas on the hoard (Qubliettes, Forest or Swamy), take vp to 2 mop- of his dungeon and in a hallway.
sters @) of the same type (colour). T can therefore place both of them i
this room /2\, in_ corridor [ or simyly
2. Place 4l recruited monsters @): in his entrance ik ©

: on any location in gour dungeon that
;I; tizregiizzss OR @ already contains at least 1 @) of
¥

the same type (coloun.

Whatever the case, all the @ you have just recruited must be placed in the same place.

1. Once you've recruited, count 4] the monsters @) in your dungeon

-of the type you've just recruited. DON'T FORGET! ,
2. Yo get 1 footstey §° For each @) of this type yresent, in your entive dungeon. » Your moves can ke split betuween ol the
© i your dungeon, not just those of the
3. fach ', allows you to move 4Ny @) i your dungeon one square: [ (coloun) you've just picked vp In phase 3

. Recruitment.
« from the entrance ffl to & halluay

 from & hallway @ to a room » Only your @ can be moved with ¥,
never grouns of adventurers BB

« From & room to & hallway N

-—

4. e these § by distributing them Freely among the ) in your dungeon, then move on to the next whase.




~» 5. POWER o

r - e Blhe e B e cimeriead] b et alfea & S Bk 4 e B oo dbm
You have the chance to be sugported by powerful sllies in the First 4 rooms of your dvngeon.—

Nnn ¥ alont Fhomi
Don‘t negim them

AFter moving your @), gou can send 1, and only 1, to the Oubliettes @M to activate the
nower of the room From which you took it.

Rooms 1to 4 in your
dungeon each offer a different
nower, as described on pages 10
to 13.

nage 10 nage 11 nage 12 nage 1213

«® EXAMPLE OF A TURN ov

G Threat: There are fewer @ than § in the swamy, so Audrey starts by Flipning over & Threat
card 29. Following the instructions on this card, each player takes | @B From the inn and
olaces 1t in room | a==gof their dungeon. Add 1@ and 1@ to the swamy. The card does not have

any @ on its Tight, s0 it is discarded in the cemetery

3, Guardian: on & previovs turn, hudrey managed to lead § @) to room § @@, so the powers of her Guardian
tile are now available. She vses the 2nd space of her Guardian tile by olacing 1 Malus tile m on it, which allows

her to remove 2 @@ From her dungeon (see page 14).

- & hecruitment: udrey now decides to take 2 @ From the Forest. As she already has 1 @) in room 3
and 2 @ i the halluays @, she could ut them in one of these places rather then in her entrance k.

$he chooses to ylace them in her room 3 =gy,

THE GUARDIAN'S
ADVICE

Parting with an vnfortunate
creature can seem cruel, or even
egpensive. When youre just starting
out, you may be reluctant to do so.
But believe my emperience, most of the
time, the benefits you gain will be well
worth the sacrificel

@) Movement. Audrey has o total of § @ in her dungeon
and thos gains § Footsteps §. She moves her @ and her
@ from the entrance to the First hallway, then her @)
to room 1. She therefore has 2 §' left, which she uses to move
| @ From to via the @ thet connects them.

B Power: Now she can vse the power of & room
in which she has & @), sending it to the oubliettes ()
the chooses the @) in amm, and sends it to . From the VP
§| cards available, she chooses Xadmion (see page 1) which allows her

to olace | @ anywhere, along with one € of her choice, tahen
from @88 She places both of them in =z, which ends her tur.

STRAIGHT TO THE POINT?

Aside From scoring oints, you Now Rnow everything you need to know to be able to start laying.

On pages 10 to 14, youll Find the effects of each rooms powers, as well as a description of each of the cards youll Find there. You dont need to
read them in detail to start running your dungeon, and can only refer to them when you start vsing a room’s yower. You can therefore go straight to

nage 14 iF you want to get started now.
OF course, i youd like to get through all the rules in Full before you start, dont hesitate to read on]




w HOROUS' LABORATORY o

MIXTURES

* 4 qood necromancer always has something on hand to play with life and death.

S . K

@ Take the 2 indicated monsters @) ~Y Take the monster @) indicated .
"a} in the general reserve and place J; in the general reserve and place -
/) - them in the entrance ﬁ of your abe it anywhere in your dungeon. '

dungeon.

Tahe 1 skeleton @ and 1 other monster @
of your choice From the general reserve and ylace
them both in the entrance ﬁ of your dungeon.

Take 2 monsters €@ of your choice From the
ovtliettes @@ and plece them in the entrance il
of your dungeon.

Tae 1 monster € of your choice From the ovblettes

and olace 1, n the entrance {ff of vour dungeon

P‘LND

Remove 1 grovy of adventurers €@ From any
room of your dungeon. >

Get 4 i to move your monsters i1 your dungeon.

AND

Remove 1 group of adventurers € From any
room of your dungeon. .

N

i
| |
) |

Take 1 monster @@ of your choice From the
oubliettes @ end place it anywhere in your dungeon.

Take 2 skeletons @ From the general reserve and
nlace them EACK anywhere in your dungeon.

Tahe 1 sheleton @ from the general reserve and place
it anywhere in your dungeon.
A

Remove | grovy of adventurers @ From any
room of your dungeon.

Take § @ anywhere in your dungeon and place it
anywhere in it.
AN

Remove 1 grovy of adventurers @ From any
room of your dungeo.




~ »w MARVIN'S REFECTORY o

This jcon remind
Take ! From the Power board and place it in your dungeon, that, VCPO eFFths ﬁwﬁi}z

in the room of your choice. apply to the room they arrive in. So

choose your V1P and his arrival room
Take & Face-vp VIP card from the Power hoard and benefit from its | wisely

eFfect. Then discard this card and reveal & new one to replace it.
PLEASE NOTE: if there are no VIP cards left to renew the offer, just make do with what's left, Vils are limited in number.

AL ViPs have nositive effects that only affect you. Some also have negative effects For all other players.
The colour of the bubbe in which the efFects appear indicates to whom they aply:

r This efFect only apylies Lo you This efFect aplies to
all other glayers

% Yo Tehe 1 @ From the general reserve and qut it

You: Take sny @ From the @ snd ot it in the

’J’:@:M ‘\u I the where you have just placed your @ PoOTy where you have just olaced your @.

Berbouche Tahe | €8 from your with =
7 the lowest number and move it Forward 3 &=,

0 Take vy to 2 €@ anywhere i your dungeon and
\IW T‘ake U'[] t03 @ From HOUF entrance anﬂ plﬂce them ;’ X ) ‘ put them n the Toom 9- whel}je you hg\]e ‘JUSt
in the &z where you have just placed your @. g tlaced your @.

: Yo hemove 1 @B i the room where you
ou: Remove 2 @B in the room B where you hawe have just placed your @

just olaced your @ . Take 1 ¢ From the inn and
olace it in room 1 of your dungeon.

Yo Tahe 1 @ from the general reserve and place it

in the & where you have just placed your @ .~
W

Remove | @8 v the room where you have

just placed your @.

You: Tahe 2 @ From the general reserve and place them
in the where you have just olaced your @

You: Take vy to 3 @ in the room where
you have just vlaced your @ and place them each
anywhere i your dungeon.

11




ALCIBIADE'S CRYSTAL
BALLS ROOM

Get 7 Footsteps ¥ These cn be vsed in ezactly the same way as described in ahase 4 Movement (page §). You
can therefore divide them vy Freely between all the €) in your dungeon.

Yraw the First card from the Swordbearer deck o Find out which one is coming to your aid, then apyly its effects. Neat, discard the
card drawn. Jf there are no cards left in this deck, shufFle the discard pile to create a new deck.

M bearers allow you to remove 1 to 3 € From your dungeon. Sometimes they also have other eFFects that only concern you. . Some
also have eFfects for all the other players. The colour of the bubble in which the effects are written indicates to whom they apyly:

f This effect, aplies This effect, apylies to
to you only all other players

P You: Remove 3 @ From any room(s) of your Pt Yo Remove 3 @ From any roonis) of youp _
dungeon. sl g

' | AN.D TR Take | skeleton @ From the
Send any @) in your dungeon to the R, : qeneral reserve and place it anywhere in your
dungeon.

You: Remove | €8 From any of your dungeon.
A
AND ' : ‘ E Take 1 @ angwhere in your dungeon and place

1 @ anywhere in your dungeon and place it | It anyuhere fn
anyufere Take | @B from the inn and place
- it in room | &g of your dungeon.

You: Remove 2 € From any roomes) of your
dungeon.

Take 1 @) anywhere in your dungeon and place
it anywhere.




You: Remove 2 @ From any rooms) of your
dungeon.

: AND
fl Take one of the @) in your room with the~
highest number and olace it in your

Take 1 @ From the inn and place
it in room 1 of your qungeo.

You: Remove 2 €8 From any roomes) of your
| dungeon.

You: Remove 2 €GB From any roomrs) of your
dungeon.

AND
Take 1 sheleton @ From the general reserve and
olace it anywhere i your dungeon.

Tahe 1 sheleton @ Ffrom the general

- Teserve and place it anywhere in your dungeon.

You: Remove 2 € From any roomcs) of your
dungeon.

ET

Take one of your € From your with the
highest number and place it in your il

Take one of your @) From, your

with the highest mumber and glace it in your K

You: Remove | B From any of your dungeon -

Send any @ in your
dungeon to the (.

Sou: Remove 1 €8 From any of your dungeon.

Tahe 1 € From your with

the lowest number and move it Forward 3 &2,

Friedriech
e oie bubare

You: Remove 3 €@ From any roomes) of your |
dungeon.

AND

B Tahe one of the @) in your room with the
highest number and place it in your G-

You: Remove 3 @B From any roomes) of your
dungeon.

Remove | €8 From any of -
your dungeon.

You: Remove 2 €@ From any roomrs) of -
your dungeon.

h : AND

3 q
: ,~ Tahe any @ From the general reserve and place it
LA anywhere in your dungeon.

_ Take any @) From the genera] reserve and
" olace it anywhere in your dungeon.

You: Remove 1 @B From any of your dungeon.
AND

Take 1 skeleton @ From the general reserve and
olace it anywhere in your dungeon.

Take 1 @ From your with the
~ Jowest number and move it Forward 1 &,

You: Remove 2 € From any roomcs) of your
dungeon.

)
Gt 3§ for your @.

Gt 3§ For yor @.

You: Remove 1 ) From any of your dungeon.
AND

Tahe any ) From the general reserve and place it
anywhere i1 your dungeon.




vt the Guardian in & goo

As"sqojn as you have § @ in the Guardian‘s office (room §), Ememle - (aro has already vsed
Fliy over the tile to the right of this room to discover its 3 powers. e of the Guardian's powers e
From now on, during each of your 2. Guardian phase, you can use oe of the 3 Y previous turn by placing her Mi

nowers available on this tile as Follows: ) tle on it This turn, she wants
> 1o use the power on the right,

50 she olaces her ] tile
on this slot.

[A\o Take the lowest-value malus tile |ff] eat to your dungeon and place it on
the nower you wish to take advantage of cat the end of the game, you wil
lose as many Vbs as its value).

[ Anply the effect of the power yourve just overlaid.
WARNING: & gower is only available if it is not covered by any m\ tile.

| Take vy o 3 @) already in gour'/'
~G)) dungeon, and place them anywhere
you like.

Take 1 @) of your choice and
1 @ from the reserve. Place
them both in room 3

Get § i to divide between :
your € to move them.

Take 1 @ of your choice | Take 2 @) of your choice k | Eliminate 2 & ron any
Prom the @ Place it on From the §EH. - =, R roomes) of your dungeon.
Place them both on your ﬁ )

~ When the last Threst &% card is drawn, complete the round of the table to the coctse - Tom draus the st Thest 9 cad o, the star

L mth) e First Dlger toen, then otoceed o eorng Dot of his t‘fﬁ’ triggering the end of the qame. We then collect
al] the @ cards from the cemetery, shuffle them to re.

If you need new ®9 cards to complete this Final round, collect | constitute a dock and continve olayi : .
o > Jil
the &9 cards From the cemetery and shuffle them to Form & new [ the right of do who started tieﬁgglagneljn?}nicjﬁé iletgngrzo

dech, which you place on its dedicated space. Then it's time to score the yoints.

w SCORING POINTS os

Now use your scorepad to record each player's points @

- Score the VP corresponding to the 4 Objective tiles vsed during your game. I you have any doubts, they are all detailed opposite.
- Score 7 VP per room in which you have at least 4 @ of different types cwolovrs).

- Lose as many VP as the sum of the M in your dungeon (to the Jeft of your room § and o your buardian tile).

- Finally, for each B vresent in your dungeon, lose s many VP as the number of the room in which it is Fovnd.

The olaer with the most VP wins! They are the most worthy suecessor to the Keeper ceven if, i the end, it's Far From clear that the Keeer is really
ready to give up Jis position...).
In the event of 4 tie, no-one deserves the Keepers atfention... it's time For another gamel

14 |




» THE OBJECTIVES oo

In each room, 4 VP if
at least 1 spider @ and
Aoy @

In each room, 4 VP if
at least | syider @ and
1 vampire .

19 VP if at least 6 vampires

In each room, ¢ VP if-
at least | syider @ and
| dragon @

In each room, 4 VP if _
at least 1 spider @ and -
1 sheleton @ .

it east | @
| hallway = 2 VP

In each room:
Alsngebrou ®- v
At least 2 brovs @ =5 V7

It at least 1 brov @ in
4 rooms = 13 VP

- § rooms = 20 VP

In each room, 4 VP if at
least, 2 brous @.

In the whole of the rooms:

C drous @ =5 VP
- 6 brovs @ =13 VP

9 brovs @ =2V

0 toom = 2 V7

ragons love ples of 1 poom = -§ VP
qoif evd don't shart 9 rooms = ( VP
thert - 3 rooms = 7 VP

4 rooms = 15 VP

@ in the whole of the rooms.

- 2 hallways = 6 VP
3 hallways = 12 VP
4 Tallways = 20 VP
§ hallway = 30 VP

12 VP For the glayercs)

with the most in the : 7 rooms = 6 VP
whole of the rooms. i each hallway, 4 VP if at 3 rooms = 15 VP

least 1 vampire @. 4 rooms = 24 VP

AL the end of the qame, with the objectives opposite and these monsters in her dungeon, Audrey scores & total of 39 VP
« 6 noints for the 2 rooms (amm ¢t @B that have @
on all gold piles -Ggh
« 4 oints For rooms with only | @ (R wd a=w),
and 10 qoints for 2 rooms wth at least ! @ (&=
il &=B).
« 0 points for the @) there are 6 of them in her dungeon, but vnfortunately not
all of them are in rooms (only 4.
« 12 yoints for her 3 pairs of @ ani @ i e, @E®, i @E.
o 21 oints for her 3 qrouss of 4 different @ in , &=, N =,
=« .8 noints For the 3 tiles m (1, -2, and -3) yresent in her dungeon.
« -8 qoints for the @B wresent v @m, @Em, 0l @EB.




« TURN SUMMARY o

Each qlayer's turn comyrises § nhases:

0 THREAT: iF there are Fewer than § © in the Forest or swamy, draw a @ card and resolve all its effects

- &3 CUARDIAN coptional):place | M on your Guardian tile (F revealed) to activate one of their 3 powers
© RECRUITMENT. From the oubliettes, Porest or swamy, tahe vy to 2 € of the same type.
ot them in your K, or in any @C or @ with ot least | @) of the tyse recruted

PROGRESS OF A GROUP
OF ADVENTURERS

GROUP OF
ADVENTURERS

ELIMINATE A GRO

NEW GROUP OF upP
OF

| As soon as o @ is moved ADVENTURERS ADVENTURERS

into your &=, tahe e W 2 o

- tile From the side of gour
i B dungeon and olace it on the
space grovided.

\| i V'’
THE OUBLIETTES ‘\ PLACEMENTS § 84,
Y throw vour &) to vse MOVEMENT
ou can LATow § Indicates to glace @ or € to, or OF MONSTERS

the gowers of your Tooms A [t is also & f} g .
recnuitment, anea for @) Fach footstey ' allows you to move any

monster ) in your dungeon one space:
: TELEPORT
| A MONSTER

fach @ allows yov to take 1 @ anywhere in .
it auwhere 10 it. * I 4 L‘,} wrecedes @) or 4 @
your dungeon and place it a s

NEW
ELEMENTS « From 4 hallway to & room

o From 4 room to 2 hallway

‘ « from the entrance il to o halluay




