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Spell card face down after you have rolled the D10. If you fail to make
the monster flee, you may use a Fireball or Invisibility spell, or fight
it using Hand-To-Hand combat.

Note that the Eyes of Doom may only be used against the monsters
listed above. If you draw a Sneak Attack, you still take D12-Luck
damage, but may then use the Eyes of Doom as above.

& Fireball
4 //; You may cast Fireballs at Goblins, Trolls, Death
&2"? S 2| Warriors, Orcs, Champions of Chaos, The Giant

AN Spider, Doors and Portcullises.

| Using Fireballs requires a great deal of magical energy,
so you must miss your next turn while you recover.
Leave the Spell card face up until the end of the ‘missed’ turn, and
then turn it face down again,

In Combat, a Fireball may be cast as soon as you meet the monster,
or you may choose to Wait & See and only cast the Fireball if the
monster attacks you. Any monster attacked by a Fireball is killed
instantly. If you use the Fireball against a Door or Portcullis, you place
your piece at the opening, miss your next turn, and may then enter
the next tile.

1fyou draw a Sneak Attack, you still take D12-Luck damage, but may
then use a Fireball as above.
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L Eyes Of Doom

| You may use this Spell whenever you encounter
| Goblins, Trolls, Orcs, Death Warriors or Champions
of Chaos. The Eyes of Doom can cause a sense of
fear and foreboding in a monster so that it will flee
| in terror. Each time you use the Eyes of Doom, lower
your LPs by 1.

To find out if the Eyes of Doom work, the player on your right draws
a Monster card and looks under ‘Attack’. If the card says ‘Flee’, the
monster runs off. If it says Combat, roll 2 D10. If you score more than
the monster's number of LPs, it flees. Whatever the result, turn the
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1f you are ever forced to fight a monster (because you cannot use a
spell for some reason), you must use the rules for unarmed combat.

g Dark Force

{ You may use the Dark Force at the start of any turn
| to regain lost LPs. You may not use this spell while
{{ you are in the Treasure Chamber.

When you use the Dark Force, you have a choice;

ARKE you may either increase your LPs by 3 points or you
can roll a D6 and increase your LPs by the amount rolled. If you roll
the D6, you must accept the result, even if you get a 1 or 2. You may
never increase your LPs to more than the number you started the game
with.

You may only use this Spell once per game. Discard the Spell Card
after you have used it.
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~24 AZOTH THE FACELESS ==
Sorcerer

Spells
Take the 6 Spell Cards, which you keep face down
beside your Character Sheet. Whenever you wish
to use a spell, turn the card face up. You may only
) use one spell at a time, so you can never have
two Spell cards face up at once.

= You may not use any other forms of magic, and
S0 you do not receive a Magic Ring at the start of the game. If you
are playing with the Dungeonquest Catacombs Expansion Set, you
will not use any Magic Amulets that you find.
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Invisibility
You may turn yourself invisible at any time, at a cost
%lof 2 LPs. You may leave this Spell card face up for
several consecutive turns if you wish, but at the start
each turn that the spell is left ‘on’ you must pay 1
further LP. If you do not pay the LP at the start of
the turn, place the card face down.

‘While invisible, you may ignore Goblins, Trolls, Orcs, Death Warriors,
Champions of Chaos and Giant Spiders. You may even turn yourself
invisible at the moment you meet them, or after trying to use the
Eyes of Doom. Discard the monster’s card. However, you may not
turn invisible to avoid a Sneak Attack, and all other Cards and Tiles
‘work as usual. The spell will not protect you in the Treasure Chamber,
so you must draw Dragon counters as normal.

Q % Stasis

4 This spell must be used at the start of your turn. By
"4 stopping time, it allows you to take several turns in
arow. But there is a cost to be paid, as for each extra
turn that you take, you must pay 1 LP.

.| While time is stopped, you draw Room cards for each
Room tile you enter as normal, but may ignore all monsters, traps
or creatures you meet. You are allowed to draw Crypt or Dead
Adventurer cards, and may ignore any Traps that you draw. Room
Tiles count as usual, with the exception of the Rotating Room, which
will not rotate until you place the Spell Card face down again. In the
Treasure Chamber you are allowed to take 2 Treasure Counters each
turn the Stasis spell is in effect, and you do not have to draw any
Dragon Counters.

3

Pay the 1 LP cost at the start of each extra turn you take. If you do
not pay this LP cost, place the Spell card face down, and then take
your ‘normal’ turn.

% Warp Door

., Once per game, you have the ability to pass through
walls, as long as you have at least 6 LPs (although
| it does not cost any LPs to use the spell). This power
works in exactly the same way as finding a secret
door, but with one important exception; if you are
2t | on atile that is adjacent to the edge of Dragonfire
Castle, you may pass through the outer wall to freedom.

As noted above, you may only use this power once per game. Discard
the Spell card after you have used it.
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UNARMED COMBAT s>

Some characters are occasionally forced to use unarmed combat to
defeat a monster. When this happens, use the following system to
resolve the combat.

The player controlling the monster should roll a D6 (for Goblins or
Trolls) or a D10 (for any other monster). The player who is fighting
the monster should then roll a D6. Whoever has the lowest score must
lose a LP. In the case of a tie, both sides lose a LP.

1f you are forced to fight the Giant Spider using unarmed combat,
you are only allowed to pick 2 numbers before you roll the D6 (instead
of the normal 3).




