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CURSE BEGUILE TAINTED BLADES

    When the cursed target rolls for 

Melee Combat or Ranged Attacks, 

any natural results of a ‘1’ will 

cause 1 point of damage against 

itself.  Troops should apply any 

combat or range modifiers to the 

result of 1, to determine how much 

damage they suffer.  Do not divide 

the result by the armor value.  

    Cost is 6 magic points.

    Throughout the remainder of the 

turn, the caster may choose to prevent 

the target unit from taking any actions 

during ONE of the Events (Ranged 

Attacks, Movement, Melee, or Rally). 

The caster does not have to declare 

which event they will be disrupting until 

the beginning of that Event.  

Costs:

Against Troops:  3 magic points 

Against Individuals:  

            1 magic point per 2 vitality.

    The target unit’s Melee Combat 

attacks gain a +1 modifier and the 

Enchanted special rule.  

(See 2:7.15).   

    Cost is 2 magic points.
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BLIGHTED MISSILES ROT WITHER

    The target unit’s Ranged Attacks 

reduce their target’s Armor Value 

by -1, and their range distance is 

increased by 6”.   

    Cost is 3 magic points.

    The target’s flesh, armor, and any 

equipment begin to putrify and fall 

away.  

    For the remainder of the turn, the 

unit loses any weapon bonuses, special 

rules or modifiers, it may not make 

missile attacks, and armor value is 

reduced to ‘1’.   

Cost is based on the target:    

  Yeomen:   Cost is 2 magic points

  Knights:  Cost is 4 magic points.  

  Individuals:  Cost is 1 magic point 

                          for every 2 vitality

    The unit becomes weak and 

vulnerable. For the remainder of 

the turn, the target suffers a -1 

modifier to its movement, all attack 

rolls, and armor value.  

    Cost is 3 magic points.
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DECAY TERROR POX

    For the remainder of the turn, 

whenever the target takes an action, 

roll the indicated number of D6s.  For 

each 5 or 6 rolled, the unit suffers 1 

point of damage.  

    Cost is 6 magic points. 

Action >  Qty D6s to roll

* Troops Ranged Attacks>

    1D6 for every Troop in the unit  

* Individuals Ranged Attacks>

    1D6 for each Ranged ProwessX

* Movement>  

    1D6 for every inch moved 

    At the end of each Event, 

including this one, the target unit 

must take a Morale Check, against 

spells.  

    The natural roll of ‘1’ will always 

fail.    

    Cost is 9 magic points.

    The target unit suffers the effects 

of poison.  

    Place D3 poison markers on the 

unit, for every 3 magic points spent 

on the spell.
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UNNERVE MADNESS COUNTER-MAGIC

    The target unit suffers a -1 

modifier to all Morale Check rolls, 

for every 3 magic points spent.

    The target must pass a Morale 

Check (against a creature), or 

immediately move in a random 

direction (9:8) and suffer the 

effects as if a Creature that has 

gone Berserk (9:7) for the 

remainder of this turn.  

    Cost is 6 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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