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CHARACTER DESCRIPTIONS
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Wizard Mechanork Goblin Warrior Wall-Walker Cleric Troll Thief
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OBJECT DESCRIPTIONS

Open Gates:

Fireball:

Rope Fireball

Speed Potion Armor





	   The Wizard has the permanent ability to levitate.  During his movement, he can pass through traps and opponents' characters (alive and wounded) but he cannot stop in these squares.  This doesn't cost him any AP.


	The Wizard is the only character capable of using the Fireball.  He may also use scrolls.





               A Mechanork on a rotation wheel can rotate the room in either direction regardless of the direction indicated by the arrow on the wheel.  It still costs 1 AP, and he can also do this for the corresponding room in the dungeon (i.e., the  room with the same color rotation wheel).





              


The Goblin has no special ability.  He is weak and runs fast, but if he moves out on an opponent's starting line, the player controlling him gains 2 Victory Points.





                            A Warrior standing on either of the two squares adjacent to a gate may break the gate for 1 AP.





                                         The Wall-Walker can pass through an adjacent wall for 1 AP.  





            The Cleric can heal an adjacent character for 1 AP (not diagonally).  The healed character may take no further action on this turn.  The Cleric may not heal himself or characters he is carrying. 





                                           A wounded Troll can regenerate for 1 AP.        A Troll cannot regenerate on the turn it is wounded, and a Troll can do nothing else on the turn he regenerates.  





                             The thief can ignore traps.  If the thief stands on a trap, allies of the same color can pass through her square.  A wounded thief loses this ability.                     


                            A Thief standing on either of the two squares adjacent to a gate may open or close the gate for 1 AP.  





A treasure is worth 1 VP if one of your characters exits your opponent's starting line with it.  Place the counter in front of you to symbolize this VP.








A character carrying the Speed Potion can drink it for 1 AP.    This character immediately gets          4 APs that must be used by     that character in addition to           your remaining APs for the turn.





A character carrying a rope can ignore traps.   If he stands on a trap, his allies may also ignore  the trap.  The rope can be dropped on a trap, allowing any character to ignore the trap.  





The Wizard can use the Fireball for 1 AP.  It instantly kills the first character in a straight line starting from the Wizard.  The Fireball may not pass through walls, closed Gates or characters.  Any character can carry the Fireball.  





The character carrying a sword has his combat value augmented by 1 point only when he is attacking.  This doesn't work when he is defending.  





The character carrying the armor has his combat value augmented by 1 point when he is defending, not while attacking. 








