UNGEONS
DRAGONS

FANTASY ROLE-PLAYING GAME

SET 2: EXPERT RULES

This game requires no gameboard because the action takes
place in the player’s imagination with wilderness adventures
that include new monsters, treasures and magic.

Ideal for 3 or more beginning to advanced players, ages 10 and up.
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the main island by a massive stone
wall. We wene well-rneceived by the
watives of Tanaroa. the small village
that guards this wall. The willagers
have wo wame fon the lange csland other
than the Tale of Dread.’ Thein own
dmall peninsla o known simply as

" Dhe oillagens told ws a tale about
an ancient cily in the central kighland
of the lale that was built by the same
call the buildens ‘the gods.' but 7
the frenaomal wames of the clan ancestons
were offen the same, a0 7 auspect that
thein amcestons and the budldens wene
owe anmd the same. 7 belicue that the
malives omce frosdcssed a muck more
advanced cullune and that the
descendents of the buildens have

relunmed lo @ more frimilive atale.

- _- .;%\., -

"k inland city la namored to be
Tn panticalarn, 7 keand peradatent
tales concerning a great Ulack gpeart of
inland city. The ialand waters abisund
with excellent peant beda, do the namon
of the black pearl may well be true.

0 would have liked ts explone
inland ts verify the numons about the
déied i the dlorm on by cammibal
sfears. Only five of wa ane left. 7 am
the only frofecsional adventaner: the
othens are only sallons. We canm sadl
land. in koatile texnitony. we would be
telpless. Once back in Shecelaname, 7
showld be able to reoruil a wew crec
and a parly of professional adven-
tanens. “Jhen 7 cwdll vetunn to claim the
greal black peart.

" Oxe thing 7 managed to do before
leaving: we sailed anound the island
and made the beal map we cadd. We
wene afraid lo land, simce willage
fishermen bad warned ws that trying
o land angyuwhene on the main (oland
wacld be extnemely dangenoud, aa the
coaasts were nocky and without beackes.
Aa a nesul?, the mag only showa the
coastal areas we could chant from the
sbichs. bec it ca betten than molheing.”
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