


Ball of Flame

This spell may be cast on a monster,

enveloping it in a ball of fire. It will

inflict 2 Body Points of damage. The

monster then rolls two red dice. For
each 5 or 6 rolled, the damage is

reduced by 1 point. May be used by
any Hero. Scroll crumbles to dust

after it is used.

Spell Scroll

Sleep

This spell puts a monster into a deep
sleep so it cannot move, attack, or
defend itself. The spell can be broken
at once or on a future turn by a
monster rolling one red die for each
of its Mind Points. If a 6 is rolled, the
spell is broken. May not be used
against Mummies, Zombies or
Skeletons. May be used by any Hero.
Scroll crumbles to dust after it is
used.

Rock Skin

This spell may be cast on a Hero,
including yourself. That Hero may
roll one extra combat die when
defending. The spell is broken when
the Hero suffers 1 Body Point of
damage. May be used by any Hero.
Scroll crumbles to dust after it is
used.

Swift Wind

This spell may be cast on any one
Hero, including yourself. Its powerful
burst of energy enables that Hero to
roll twice as many red dice as normal
the next time he moves.

Courage

This spell may be cast on a Hero,
including yourself. The next time
that Hero attacks, he may roll two
extra combat dice. The spell is broken
the moment the Hero can no longer
"see" a monster. May be used by any
Hero. Scroll crumbles to dust after it
is used.



