The Monsters cards

Following is the card of all creature encountered in the sorcerer’s lair.  When a fight occurs with a monster, the player finds the right card and fights him to death. On the following card you will see some terms that come often. Here is the full explanation for them:

· A bonus or penalty to the hero’s defense, mean that the chance to get hit by the monster (normally 8-10) are modified.

· A bonus or penalty to the hero’s hit chances, mean that the chance to hit the monster (normally 1-4) are modified.

· The term turn use mostly for delay dmg mean the end of the player turn and not the next action (round).

· When looking at the monsters HP, some grey number appears in case you want to upgrade the monster strength or their number.
· Random encounter: in the full game mode, when a 10 is rolled on a search, a monster enters that room. So the player picks a random monster card and fights the creature.
NOTE: For the fast play game, a monster chart of 1 page should be done for easier reference.

CREDIT: all the following art come from the internet and are done by great artist of our time.

For any question or comments,
 email me at alucard339@gmail.com
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Orcs Guard
- 2 HP each
- Inflict 1 dmg per attacking guard per hit.
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Hydra
- 6 HP each
- The hero gets -1 to defense per full 3 HP of the hydra left.
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Warforged

- 3 HP each
- The hero gets -1 to his hits chances.
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Zombie

- 3 HP each
- The hero gets +1 to his hits chances vs. a zombie.

	HP : 1   2   1   2   1   2 
	HP : 1   2   3   4   5   6 
	HP : 1   2   3   1   2   3 
	HP: 1   2   3   1   2   3 


	[image: image5.jpg]



Giant snake
- 3 HP each
- Inflict 1 dmg per hit +1 poison delay dmg on the next attack.
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Ogre
- 4 HP each
- Inflict 2 dmg per hit.
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River snake
- 3 HP each
- After a successful attack vs. the hero, he constrict (-1 to hit chances) for the next attack. 
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Servant

- 1 HP each
- They only inflict 1 dmg per hit, whatever their number.

	HP : 1   2   3   1   2   3 
	HP : 1   2   3   4   5   6 
	HP : 1   2   3   1   2   3 
	HP : 1   2   3   4   5   6 
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Dragon wall trophy
- 5 HP each
- It inflicts 0 dmg per hit.

- The head breaths fire at the end of each turn for 3 dmg to all creatures in the room.
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Stone Golem

- 4 HP each
- He only hit the hero on a 10, but inflicts 3 dmg.
- The hero gets a -1 to his hit chances.
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Angry ghost
- 2 HP each
- He automatically inflicts 1 dmg at the end of each turn.
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Giant spider
- 3 HP each
- Her bite inflicts 2 dmg at the beginning of the player next turn.

	HP : 1   2   3   4   5   6 
	HP : 1   2   3   4   5   6 
	HP : 1   2   1   2   1   2 
	HP : 1   2   3   1   2   3
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Beholder
- 4 HP each
- The hero gets a +1 to his hit chance, but also a -2 to his defense.
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Skeleton
- 2 HP each
- Inflict 1 dmg per attacking skeleton.
	[image: image15.jpg]Electrical E{emeggwt@[




Elemental

- 3 HP each
- He automatically inflicts 1 dmg at the end of the turn if he didn’t inflict any dmg during that turn.
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Vrock (demon)

- 4 HP each
- His aura penalizes any dice roll done or magical bonus by the hero by 1 point.

	HP : 1   2   3   4   5   6 
	HP : 1   2   1   2   1   2
	HP : 1   2   3   1   2   3 
	HP : 1   2   3   4   5   6 


	[image: image17.jpg]



Rat swarm
- 4 HP for the swarm
- They inflict 1 dmg per 2 full HP left.
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Giant ant swarm
- 5 HP for the swarm
- They inflict 1 dmg per 2 full HP left.
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Cockatrice

- 3 HP each
- Each hit on the hero inflict 1 dmg and the hero lose 1 action due to paralysis.
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Brown bear
- 4 HP each
- He inflicts 2 dmg per hit.

	HP : 1   2   3   4   5   6 
	HP : 1   2   3   4   5   6 
	HP : 1   2   3   1   2   3 
	HP : 1   2   3   4   5   6
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Goblin

- 1 HP each
- They inflict 1 dmg per 2 goblins left.
- They always attack in group of 4 - 6 goblins.
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Lamia

- 3 HP each
- She possesses 3 magical items, but only uses 1 during the fight. 
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sphinx

- 4 HP each 
- She automatically inflicts 2 dmg at the end of the hero’s turn.
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Dragon
- 6 HP each
- He reduce any dmg receive down to 1.

	HP : 1   2   3   4   5   6 
	HP : 1   2   3   1   2   3 
	HP : 1   2   3   4   5   6
	HP : 1   2   3   4   5   6 
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Slime worm
- 1 HP each
- They only 1 dmg per hit whatever their number (normally 3+).
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Deva (archangel)
- 4 HP each
- Each dmg done to the angel is also done to the hero.
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Displacer beast
- 3 HP each
- The first attack always misses.
- He reduce any dmg receive down to 1.
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Abomination (random monster)
- 3 HP each
- He possesses 4 magical items, but only uses or discards 1 per turn.

	HP : 1   2   3   4   5   6 
	HP : 1   2   3   4   5   6 
	HP : 1   2   3   1   2   3 
	HP : 1   2   3   4   5   6 
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Arrow hawk (random monster)
- 2 HP each
- If the hero fail is attack, he lost 1 action while the hawk makes a fly turn and come back for the next attack.
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Curse sword (random monster)
- 6 HP each
- The gets 1 bonus point on his hits chances and his defense against the sword.
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Curse knight (random monster)
- 3 HP each
- The hero’s hit chances drop to 2 due to the knight magical armor.
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Yuan-ti (random monster)
- 4 HP each
-At the beginning of each new turn, he regains +1 HP (up to his max HP).

	HP : 1   2   1   2   1   2 
	HP : 1   2   3   4   5   6 
	HP : 1   2   3   1   2   3 
	HP : 1   2   3   4   5   6 








