The Sorcerer may fill a room
with blinding sleet. No one in
that room may move, make
ranged attacks or cast spells until
the beginning of the Evil
Wizard’s next turn. Figures may
only attack or defend if they are
adjacent to another figure.
Discard after use.

The Sorcerer may fire a lightning
bolt in a straight line of six
squares. Use the lightning bolt
card piece to determine who is
hit. Anyone hit is attacked with
three combat dice which they

may defend against in the normal
4 way. Resolve each attack
separately. Discard after use.
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The Sorcerer may split the
ground assunder in a straight line
of six squares. Lay the
Earthquake card piece on the
board to determine who is
affected. All those caught will
suffer one Body point of damage
as if they had fallen into a pit
trap. Discard after use.

* This spell must be targeted at one

figure. The figure loses one
equipment card chosen at
random which is returned to the
equipment card pile.
Discard after use.

at one target who is in a straight
line in front of him. That figure
is then forced back in a straight
line of squares until he hits a
wall, another figure, falls down a
pit trap or triggers another trap.
Discard after use.

wall of ice which covers two
squares. The wall has one Body
point and six defence dice. Keep
this card to hand until the wall is

destroyed and then discard it.
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