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Shield of Protection

This spell allows the Sorcerer and all
Orcs in the same room to roll an extra
die in defense until the beginning of
the Sorcerer's next turn. May only be
cast in a room. Discard after use.

Sharpen Blades
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This spell allows all Orcs in the same

room as the Sorcerer to roll an extra

die in attack for that turn only. May

only be cast in a room. Discard after
use.
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Dark EIf Archer
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Notes: Ranged attacks: 4 dice, close combat: 1 die.
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The Sorcerer may immediately take
two Orec figures from anywhere
within his line of sight. The Orcs may
move and attack immediately unless
they have already done so during this
turn. Discard after use.

Spirit of Vengeance

This spell allows the Sorcerer to send
an invisible spirit to attack any one
figure on the board. The spirit attacks
the figure once with four attack dice
which may be defended against in the
normal way and then vanishes. The
spirit itself cannot be harmed.
Discard after use.
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: Shum the Orc Shaman
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Notes: Knows all Orc Shaman Spells.
&

Summon Goblins

The Sorcerer may immediately take
four Goblin figures from anywhere on
or off the gameboard and place them
anywhere within his line of sight.
The Goblins may move and attack
immediately unless they have already
done so during this turn. Discard
after use.

The Sorcerer may choose one Orc
within his line of sight to be filled
with immense strength and vigor.
That Orc may then move twice and
attack twice during that turn only.
Discard after use.

Barum the Troll
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Notes: Instead of attacking, destroy a Gate or Stone Door
(must be adjacent to a door).

Can heal each turn with 2 body points 7
through special skin (cannot recover 2
beyond maximum bp and cannot return x@

from the dead)







The Crossbowman
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Special Ability: Wields a crossbow for 2 dice in attack.

Attacks for 2 dice on adjacent targets
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The Halberdier
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The Swordsman
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Special Ability: Can make diagonal attacks
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The Scout
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