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MAGICAL LIGHT PROTECTIVE AURA FAIRY RING

     Creates a circle of light around 

the spell caster with a radius of 3 

inches per magic point spent.  

     Magical darkness will negate 

light or magical light restoring 

natural lighting condition where 

the fields overlap.

     Emanates in all directions from 

the caster.  All ranged and magical 

ranged attacks directed at a unit 

that is at least partially under the 

aura suffer a -1 modifier to all 

damage or hit rolls.  

     The radius of the aura is 1 inch 

for every magic point used on the 

spell.

     Place a Fairy Ring on the board 

within 24" of the caster.  It will remain 

on the board until destroyed.  It may 

not move, and has an Armor Value of 2.  

It may only be damaged in melee 

combat, or by magical, flaming, or 

poisoned missiles.  The Vitality is equal 

to the magic points used in casting the 

spell.

     Friendly units that exit the board by 

way of the Vanishing spell (18:9.4) may 

reenter the board, through the Fairy 

Ring during the Movement Event.
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VANISHING ENCHANTED ATTACKS UPRISING

     Friendly unit vanishes from the 

board, even if in melee combat.  

During future Movement Event, it 

may reenter the board, moving 

through a Fairy Ring.  

     The Cost is 1 magic point for 

every 2 troops (or) 1 Vitality.  

More details found in 18:9.4 of 

Book Ten. 

     The unit’s melee attacks reduce 

their target’s armor value by 1 for 

every 2 magic points used to cast 

the spell.

     All across the board, all 

Peasants, on both sides of the 

battle, take Morale Checks as if 

they were Knights.  

Cost is 4 magic points.
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FAIRY MISCHIEF FAIRY ASSISTANCE SPEAR OF LIGHT

     Target any War Machine present 

anywhere on the board.  

     When it rolls to attack, every roll 

of a 1 causes a point of damage 

against the machine.  

     The machine may not be 

repaired during this turn.  

Cost is 3 magic points.  

     Target a friendly war machine 

(this is an exclusion to the rule 

prohibiting such action on artillery).  

     Roll 1 D6 for every 2 magic 

points used on the spell.  

     On the result of a 5+, the 

machine recovers 1 point of lost 

vitality.

     Caster must have line of sight to 

the target.  Range is unlimited.  

     For every 2 points of magic used 

to cast the spell, roll an attack.  Roll 

a D6 for each attack.  

     Result needed to damage is 

related to 

the target’s 

Armor Value:

18.9.7 18.9.8 18.9.9

18.9.1 18.9.2 18.9.3

18.9.4 18.9.5 18.9.6
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GLAMOUR PARANOIA DISORIENT

     Select a friendly unit within 

range that is not engaged in melee 

combat.    

     Enemy units must first pass a 

Morale Check against magic (roll of 

1 will always fail) in order to target 

the unit with ranged attacks, or to 

charge into combat against it this 

turn.  

Cost is 4 Magic points. 

     Rumors of Fairy dopplegangers 

run through the unit, making them 

panicky and prone to bad decisions.  

     For every 3 magic points used to 

cast the spell, the target unit must 

pass a Morale Check against magic.  

     For each failure, the unit will 

immediately turn and fire its 

Ranged Weapons at a unit of the 

spell caster’s choosing.

     Target  loses awareness of their 

surroundings and drift in a random 

direction.  

     If this brings them into physical 

contact with an enemy, they will now 

be engaged in melee combat against 

that unit.

     The distance moved is related to the 

magic points used to cast the spell.

Details in 18:9.12 of Book Ten. 

This spell has a variable cost depending 

on the target:  

1 magic point for every:   2 cavalry, 4 

infantry, or 2 vitality.
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COUNTER-MAGIC FAERY MAGIC

    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.

18.9.13

18.9.10 18.9.11 18.9.12


