
Forest Magic

General Spells

Forest Magic

General Spells

Forest Magic

General Spells

WANDERING WOODS SENTIENT FOREST STRANGLE VINES
     Pick a spot within spell range.  Place 

a woods on the board, centered on that 

spot.  

     The diameter of the forest is equal to 

the number of magic points used on the 

spell.  It must be at least a minimum of 

3" in diameter, or the spell does not go 

off.  

     The woods may grow on top of any 

terrain that is not impassable or that 

has the Flame rule.  If the woods does 

overlap other terrain, it retains the rules 

for both pieces, where they overlap.  

     Choose a woods within range of 

the caster.  

     Any Dryad Troop units within 2" 

of the woods may immediately 

make 2 rolls for Regeneration (5+ 

on a D6 Roll), as more Dyrads leap 

from the woods to rejoin their 

ranks.    

     Cost is 4 magic points.

     Place a token within range.  Units 

within 3" of the token suffer D3+1 

attacks from a creature.  Damage is 

inflicted even if the units are in Melee 

Combat.  Units that move into affected 

area suffer the same damage 

immediately.      

     After the turn, it can be destroyed.  

Armor Value is 2.   Vitality equal to 1 for 

every 2 magic points  on the spell.  

     Details in 18:8.3 of Book Ten.  

     Minimum  cost is 4 magic points.
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CHOKING SPORES NEW GROWTH ARMOR CLEANSE

     When melee attacks are 

directed at the unit this turn, 

enemy troops suffer a -1 modifier 

to their attack roll, and Individuals 

(characters, creatures, etc.) roll 1 

fewer D6s.

Cost is 2 magic points.

     May target any unit that is 

within 2" of any woods on the 

board, and not flying.  

     This spell increases the target’s 

Armor Value by +1 for every 2 full 

magic points spent on the spell.    

     Movement is reduced by 1 for 

every additional point of armor.

     Remove Flame, Poison, Plague 

or other tokens from the target 

unit or terrain piece.  

     Remove D3+1 random tokens 

for every point of magic spent on 

the spell.  
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SPROUT PROJECTILES POISONED FRUIT HEALING AURA

     New branches sprout from the 

nearby Dyrads’ backs, thick with 

unnaturally dense stone-hard fruits and 

nuts.  

     All Dryad units within the spell’s 

radius are equipped with Throwing 

Weapons for the turn.  

     Attack distance: 8".  -1 on the 

Ranged Attack Roll.  The unit may move 

at full speed after using this weapon. 

     Radius of the spell effect is 2" from 

the caster per magic point spent.  

Minimum Cost is 3 magic points.

     A portion of the target unit’s 

attacks gain both the Poison 

(2:7.17) and Enchanted (2:7.15) 

special rules.  

2 magic points = Melee Attacks

3 magic points = Ranged Attacks

5 magic points = Melee & Ranged 

                                       Attacks

     May target any unit within spell 

range of the caster, or  within 2" of 

a woods.  

     Restores 1 vitality point for 

every 2 strength points in the spell.       
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BURROWING TRIP ROOTS BIRD STRIKE COUNTER-MAGIC

     The target's movement is 

reduced by 1 inch for every point 

spent on the spell.  

     This spell may be measured from 

the caster or any woods terrain of 

their choosing.  

     If the spell targets a wall, 

building, or tower, roll a D6 for 

every point of the spell.  Each result 

of a 5+ causes 1 point of damage to 

the terrain. 

     The spell may be measured from 

the caster, or any woods on the 

board.  

     The target suffers damage (D6s 

divided by Target’s Armor Value).  

     There are no modifiers for cover, 

flying, obstruction, etc.    

     Attack gains an +1 to the roll 

against targets that are flying. 

     Roll 1D6 for every 3 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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