
  

   

   

   



  

 

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. 

 

Ball of Flame 

Spell Scroll  

This spell may be cast on a monster, 
blasting it with flames. It will inflict 1 

Body Point of damage, unless the 
monster can immediately roll a 5 or 6 
using one red die. May be used by any 
Hero. Scroll crumbles to dust after it 

is used. 

 

Fire of Wrath 

Spell Scroll  

This spell may be cast on a monster, 
surrounding it with a small 

whirlwind. That monster will then 
miss its next turn. May be used by 
any Hero. Scroll crumbles to dust 

after it is used. 

 

Tempest 

Spell Scroll 

 

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. 

 

Sleep 

Spell Scroll  

This spell may be cast on a Hero, 
including yourself. Its magical power 
will immediately restore up to 4 lost 

Body Points, but does not give a Hero 
more than his starting number. May 
be used by any Hero. Scroll crumbles 

to dust after it is used. 

 

Heal Body 

Spell Scroll  

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. 

 

Rock Skin 

Spell Scroll 

 

This spell conjures up a Genie who 
will do one of the following: open any 

door on the gameboard (revealing 
what lies beyond), OR use five 

combat dice to attack a monster 
within your line of sight. May be used 
by any Hero. Scroll crumbles to dust 

after it is used. 

 

Genie 

Spell Scroll  

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. 

 

Courage 

Spell Scroll  

This spell may be cast on a Hero, 
including yourself. That Hero may 

then move through walls on his next 
move. He may move through as many 
walls as his dice roll allows. Caution! 
There are shaded areas on each Quest 

map which indicate solid rock. If a 
Hero ends his move in one of these 
areas, he is trapped forever! May be 

used by any Hero. Scroll crumbles to 
dust after it is used. 

 

Pass Through Rock 

Spell Scroll 



  

   

   

   



  

 

This spell generates 2 pieces of holy 
bread that can only be consumed in 

this Quest. Each piece can restore up 
to 3 Body Points. The cleric may give 

pieces to other Heroes as an action 
point on his next turn. 

 

Sacramental Bread  

This spell heals all Heroes and 
Mercenaries including the Cleric in a 
room or corridor. Roll 1 red die and 
add this score to the Body Points of 

everyone under this spell. 

The total cannot exceed the 
maximum starting points. 

 

Ray of Healing  

This spell may only be cast on 
yourself. You may teleport to any 

unoccupied square you have already 
uncovered in the dungeon. 

 

Teleport 

 

This spell may be cast on any fallen 
Hero to try to bring him back to life. 

If you roll a white shield on one 
combat dice, the Hero is resurrected 
with one Body Point, if not this spell 
is discarded. This spell cannot be cast 
if there are monsters in the room or 

corridor. 

 

Resurrection  

Remove all negative buffs from a 
Hero or yourself. 

(Curse, Poison, Evil spell effects) and 
restore all Mind Points. 

 

Cleanse Soul  

This spell immediately creates a 
protective circle around the Cleric of 
1 square on all sides, also diagonally. 
Anyone within this circle cannot be 
attacked until the next turn of the 

Cleric. 

 

Circle of Protection 

 

This spell ravages the mind of any 
Hero. The Hero rolls 1 combat die for 
every Mind Point he possessed before 
the attack. If 1 or more white shields 
are rolled, the Hero has 1 Mind Point 
left. If no white shields are rolled, the 
Hero has been reduced to zero Mind 
Points and goes into "shock." (See the 

Mind Points section of the 
Instruction Booklet.) 

 
Mind Freeze Ice Wall 

This spell creates up to 4 squares of 
solid ice. (Use the single-square 

Magic Ice tiles.) These squares block 
movement, but not line of sight. The 

squares need not be adjacent, but they 
must all be within the line of sight of 
the spellcaster. Each ice square lasts 
until the spellcaster dies, cancels the 
spell, or can no longer see the square, 
or until a cumulative total of 5 skulls 
are rolled in attacks on the ice square. 

 
  

This special spell may be cast by a 
Chaos spellcaster during a Hero's 
turn. It is used to try and cancel a 

spell cast by a Hero. The Dispell is 
cast immediately after the Hero casts 

a spell. First the Chaos spellcaster 
rolls 1 red die and adds the result to 

his Mind Points. Then the Hero does 
the same. If the Chaos spellcaster's 
total is higher, the Hero's spell has 

been canceled. 

 
Dispell 



  
  



 
 

This spell paralyzes one Hero within 
the spellcaster's line of sight. This 
Hero cannot move or attack. The 

Hero defends with 1 combat die. To 
break free of the spell, the Hero, on 

his turn, rolls 1 red die for every 
Mind Point he currently has. If a 6 is 
rolled on any die, the spell is broken 

and the Hero can move and attack 
normally again on future turns. 

 

Mind Blast  

The Mace allows you to roll 2 combat 
dice in attack. If the target is an 
undead monster, you may roll 3 

combat dice (Skeleton, Zombie or 
Mummy). 

 
Cost 200 gold coins. 

 
May not be used by Wizard. 

 

Mace 


