[image: image1.wmf][image: image2.png]


[image: image3.jpg]



[image: image4.png]
























Net Trap





It seems out of no where a rope net drops on top of you and you lose  1 turn and can only use 1 defend and 1 attack die until you are able to get out of the net after 1 turn.





One of Zargons trained assains sneaks out from the shadows and shoots his crossbow at you from the distance.  However if the hero has more than six mind points they can use their innate sixth sense to dodge the arrow, otherwise –1 body points.





Sniper Attempt





This spell can instantly transport the caster and one other hero  to any place on the board seen or unseen.  The one casting the spell must have at least 4 mind points the spaces moved is calculated mind points multiplied by 3.  (Example 4 mind points would allow you and a hero to move 12 spaces.) Can only use once per quest.





Transport Spell





This spell changes the caster into who ever they want to either hero character or monster but retain their original stats.  


If they choose monster they can inflitrate monster infested areas and not be recognized as an enemy.


Spell lasts for four turns and requires at least four mind points.





Shape Shift














Molten Metal











An ancient Dwarfen spell used to forge weapons, but you can use this on 1 monsters weapon by turning it into molten metal.


Inflicts –2 to their defend dice if you choose to melt armor or shield, or helmet.  –2 to atattack if you choose weapons.


Requires 5 mind points to cast.





This item can be used on any monster that can be seen but requires some skill. Roll 1 number  die to determine if the hit is good –1 body point added to any attack if successful.


Odd hit


Even miss


(10 stones to start with)


(can shoot diagnally)





Sling Shot
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