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DETERIORATE TRANSFORMATION MAGICAL EVOLUTION

    The opponent’s Armor begins to 

rust, rot, and crumble away.  

    The target’s Armor Value is 

reduced by 1, for every 3 Magic 

Points used on the spell.  

    Unit is transformed into near 

monstrous were-creatures.  

    They gain +2 Movement, a +1 

Melee Combat modifier, and the 

special rule Fearsome for the turn.  

    May only be cast on Infantry 

Troops.  

    No non-were Characters may join 

the unit this turn.  

Cost is 4 magic points.

    The target friendly unit gains one of 

the following special rules:  Aquatic, 

Amphibious, or Flight.      

If the spell ends and the unit is flying, or 

in the middle of impassable water 

terrain, it will use all of its movement in 

the following turn to land safely or swim 

to the nearest shore.     

    The spell remains in effect until an 

opponent uses a total of 6 points of 

countermagic to end the spell, or the 

caster attempts to cast the spell again. 

     Cost is 6 magic points. 
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OVERGROWTH TREMORS CLOUD MINDS
    Place a token on a piece of terrain 

within range.  

    Any units currently in contact with 

the terrain and within 3” of the token 

will suffer 1 attack as if it had been 

targeted in Event III by a full-strength 

archer unit (with common bows).  

    This damage is inflicted even if the 

units are in Melee Combat.  

    Any unit that moves into the effected 

area will suffer the same damage.  

    Cost is 5 Magic Points.

   During this turn, any time that the 

target rolls a ‘6’ for Morale, Ranged 

Attacks, Melee Attacks, etc. the D6 

must be rerolled, and the new 

result is used.  

    Units with the Elemental Aspect 

of Stone or Metal are immune to 

any effects of this spell.

    Cost is 8 Magic Points.  

    Target unit of Troops and/or 

Character(s) suffers a mental 

assault, and they become much 

less effective with their specialized 

weapons.   

    Regardless of any Weapon 

Upgrades they possess, the unit 

must fight in Melee Combat as if 

equipped with undefined weapons.  

    Cost is 4 magic points.
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LIGHTNING BOLT WALL OF FIRE CYCLONIC WINDS

    Roll a number of dice equal to the 

target’s Armor Value.  Each result of 5+ 

causes damage.  

    Remove casualties and pick up any 

dice that had successful rolls.  The 

caster must roll those dice against the 

next closest unit to the target, within 

6”.  

    Continue until no successful dice rolls 

are made, or there are no viable targets 

within 6” of the last target.  May not 

target the same unit more than once 

per turn.  

    Cost is 4 magic points.

    Place a 6” straight line on the board 

representing the wall of fire.  

    It must be completely within the 

caster’s spell range, and may not come 

into contact with any units.  

    Any unit that moves thru the wall 

suffers damage as if attacked with 

Dragon Fire.  The number of dice rolled 

is equal to the number of Magic Points 

used on the spell.  

    Units with the Elemental Aspect of 

Fire are immune to any damage from 

the Wall of Fire.

     Target is pushed up to half their 

current movement value, in a direct 

path either away from or towards the 

caster.  Distance moved is 1” per Magic 

Point used on the spell.  

    Target does not change facing.  If 

pushed into contact with a friendly unit 

or impassable terrain, it stops 

immediately, and must take a Morale 

Check.  If pushed into an enemy unit or 

Berserk Creature, the units will now be 

engaged in melee combat.  
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ICE STORM COUNTER-MAGIC ELEMENTAL MAGIC

    The target unit is hit with a 

barrage of blinding snow, sleet, and 

ice shards.  

    The unit suffers a -2 modifier to 

all Ranged Attacks it makes during 

this turn, and -2 to their 

Movement.  

    Units with the Elemental Aspect 

of Ice are immune to 

the effects of this spell.

Cost is 4 Magic Points.

    Reduces the strength of an 

enemy’s spell by 1 for every 1 

magic point spent on Counter-

Magic.  

    The caster using Counter-Magic 

must be within range of either the 

enemy caster, or the target of the 

spell.
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