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Should you decide not to enter the tile, you may go through a different
opening on the tile you are on. Again, if the square is empty, Flame
Bright may be able to warn you of any danger, just as above. However,
if you decide not to enter the second tile your turn is over and you
remain standing on the tile you where on.

1f you or any other player enters a face-down tile later in the game,
it should be flipped over, and placed so that the character moves on
to the tile through the entry arrow.

If you wish to open a door, you may either do it yourself (in which
case draw a Door card as normal) or you may set Flame Bright on
the door. If you use Flame Bright, you must roll equal to or less than
Flame Bright's Strength on a D10. If you fail, your turn is over.
Otherwise, you may move through the door as normal (with the player
on your right drawing the Room Tile and placing it on the board).
Flame Bright may also be used to open a Portcullis, using the normal
game rules.

Flame Bright and Trap Cards

If you draw any Card with a Trap (apart from Door Traps and Crypt
Traps), roll a Dé. If you roll an even number, Flame Bright warns you
in time and you take no damage. If the number is odd, you are both
affected by the trap, and must roll for any damage or missed turns
for you and Flame Bright. Door Traps and Crypt Traps will only affect
your character.
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Flame Bright and Movement

When you move on to an empty square, the player on your right should
draw the Room Tile, look at it, and then place it face down in the
square you have chosen. That player then rolls the D10 behind his
hand, so that you cannot see the result.

If the Room tile is a Trap, Bottomless Pit or Rotating Room, Flame
Bright will give you a warning on a 2-10, or fail to warn you on a
1. Ifit was not any of these, Flame Bright warns you on a 1 and does
not warn you on a 2-10 (in other words, Flame Bright is always right
if the roll was 2-10, and always wrong on a 1 - the player tells you
either “Flame Bright warns you" or "Flame Bright does not give you
any warning”).

1f you decide to enter the Room tile after hearing what the player has
to say, flip the tile over and follow the rules as normal.
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Atthe start of the game, you should also take the
Character Sheet for Flame Bright and the ‘Healing
Salve' card.

Sun Orb

Your Sun Orb will never go out (ignore ‘Your Torch
Goes Out’ cards) and will even light a Chamber
of Darkness (treat such tiles as Empty, but do not
draw a Room card).

Healing Salve

You carry a small jar of healing salve that you may use once per game,
on either yourself or Flame Bright. Discard the Healing Salve Card
after you have used it. The salve will restore your LPs to their
maximum, or will restore 3 LPs to Flame Bright. If you use the salve,
you miss a turn.
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Some characters are occasionally forced to use unarmed combat to
defeat a monster. When this happens, use the following system to
resolve the combat.

The player controlling the monster should roll 2 D6 (for Goblins or
Trolls) or a D10 (for any other monster). The player who is fighting
the monster should then roll a D6. Whoever has the lowest score must
lose a LP. In the case of a tie, both sides lose a LP.

1f you are forced to fight the Giant Spider using unarmed combat,
you are only allowed to pick 2 numbers before you roll the D6 (instead
of the normal 3).
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With a Trap Door or Bottomless Pit, you must roll both for yourself
and Flame Bright to see if either or both of you fall in. If you fall in,
Flame Bright will jump in after you (to its death in the case of a
Bottomless Pit). You and Flame Bright must roll to climb out of a Trap
Door. If Flame Bright falls down a Bottomless Pit, you do not have
to jump after it, but Flame Bright is still out of the game. If Flame
Bright falls through a Trap Door, you can either wait for it to climb
out, or abandon it and continue on your way (and all the other players
are given permission to make rude comments at such cowardly, selfish
behaviour!)

Flame Bright and Combat

If you encounter a monster, Attack or Wait & See are your only combat
options - Flame Bright refuses to flee from combat. Flame Bright does
all your fighting for you, as long as it remains alive. Flame Bright
does not fight using Combat cards. Instead, the player to your right
rolls a D6 for a Goblin or Troll, and a D10 for any other monster. The
dice you roll depends on how many LPs Flame Bright has remaining.
You start the game rolling a D12 - if Flame Bright's LP marker is on
the D10 space or lower, you roll a D10; and if it is on the D6 space
or lower, a Dé.

Whoever rolls the lower number will lose a LP, unless there is a tie,
when both lose a LP. The combat continues until one opponent dies.
1f Flame Bright is Killed, you must fight using unarmed combat.

Flame Bright will never be surprised by a Sneak Attack. Treat such
cards as monster cards of the appropriate type.

Combat against the Giant Spider is handled as normal, except that
any damage is taken by Flame Bright. If you are attacked by Vampire
Bats, however, the damage is taken by your character.

Flame Bright and your Agility
Your agility is 9 as long as Flame Bright is alive, dropping to 6 if it
should be killed.




