
L
igh

t of T
ru

th
         C

ast on
 10+

(S
ign

atu
re S

p
ell)

L
ight of T

ruth is an A
u

gm
en

t spell that 
does not have a range. T

he C
aster's arm

y 
im

m
ediately gains a L

ight point as detailed 
in the event pack m

issions. T
he w

izard 
m

ay choose to boost this spell; if he does 
the spell is changed to H

ex. T
he enem

y 
arm

y im
m

ediately loses a D
ark point, and 

the caster's arm
y im

m
ediately gains a 

L
ight point. If he does so, the spells casting 

value is increased to 18+
. 

W
ord

s of P
rotection

          (L
ore A

ttrib
u

te)
W

henever a spell from
 this lore is successfully

cast (and not dispelled) the caster rolls a D
6.

O
n a roll of a 5+

 the spell's caster gains +
1

toughness until the start of the casters next 
m

agic phase.

1. B
lessin

gs of A
lb

ion
C

ast on
 5+

B
lessings of A

lbion is an A
u

gm
en

t spell 
w

hich targets a friendly unit w
ithin 18". 

T
he target unit im

m
ediately gains the 

M
agic R

esistance (1) special rule. T
he 

w
izard m

ay choose to boost this spell; if he 
does the spell confers the M

agic R
esistance 

(2) special rule and the casting value is 
increased to 10+

. T
he w

izard m
ay choose 

to boost this spell even further; if he does 
the spell confers the M

agic R
esistance (3) 

special rule and the casting value is 
increased to 15+

.

W
ord

s of P
rotection

          (L
ore A

ttrib
u

te)
W

henever a spell from
 this lore is successfully

cast (and not dispelled) the caster rolls a D
6.

O
n a roll of a 5+

 the spell's caster gains +
1

toughness until the start of the casters next 
m

agic phase.

2. S
h

rou
d

 of th
e O

gh
am

 S
ton

es
C

ast on
 6+

Shroud of the O
gham

 Stones is an 
A

u
gm

en
t spell that targets the caster and 

their unit. T
he caster and their unit is -1 to 

hit in close com
bat until the start of the 

caster's next m
agic phase.

W
ord

s of P
rotection

          (L
ore A

ttrib
u

te)
W

henever a spell from
 this lore is successfully

cast (and not dispelled) the caster rolls a D
6.

O
n a roll of a 5+

 the spell's caster gains +
1

toughness until the start of the casters next 
m

agic phase.

3. A
n

cien
t W

isd
om

C
ast on

 8+

R
em

ains in play. A
ncient w

isdom
 is an 

A
u

gm
en

t spell that your arm
ies general. 

W
hilst under the effects of this spell the 

range of your generals 'Inspiring P
resence' 

is increased by 6".

W
ord

s of P
rotection

          (L
ore A

ttrib
u

te)
W

henever a spell from
 this lore is successfully

cast (and not dispelled) the caster rolls a D
6.

O
n a roll of a 5+

 the spell's caster gains +
1

toughness until the start of the casters next 
m

agic phase.

4. P
ath

s of th
e O

gh
am

 S
ton

es
C

ast on
 10+

P
aths of the O

gham
 Stones is an A

u
gm

en
t 

spell that  targets a friendly unit w
ithin 24". 

T
he unit im

m
ediately m

akes a m
ove as if 

it w
as the rem

aining m
oves sub-phase. 

T
his m

ove m
ay not bring the unit into 

contact w
ith enem

y m
odels.

W
ord

s of P
rotection

          (L
ore A

ttrib
u

te)
W

henever a spell from
 this lore is successfully

cast (and not dispelled) the caster rolls a D
6.

O
n a roll of a 5+

 the spell's caster gains +
1

toughness until the start of the casters next 
m

agic phase.

5. G
lyp

h
s of th

e O
ld

 O
n

es
C

ast on
 12+

G
lyphs of the O

ld ones is a H
ex w

hich 
targets one enem

y m
odel w

ithin 24". T
his 

m
ay be a character in a unit. U

ntil the start 
of the casters next m

agic phase the chosen 
m

odel cannot use any m
agic w

eapons 
w

hich they m
ay posses. Just treat them

 as 
a m

undane version of that w
eapon: i.e. a 

m
agic sw

ord is treated as a hand w
eapon.

W
ord

s of P
rotection

          (L
ore A

ttrib
u

te)
W

henever a spell from
 this lore is successfully

cast (and not dispelled) the caster rolls a D
6.

O
n a roll of a 5+

 the spell's caster gains +
1

toughness until the start of the casters next 
m

agic phase.

6. G
rip

p
ed

 b
y th

e F
en

s
C

ast on
 18+

G
ripped by the F

ens is a H
ex spell that 

targets one enem
y unit w

ithin 18" of the 
caster. T

he target unit cannot m
ove for any 

reason until the start of the casters next 
m

agic phase. If the unit is in com
bat they

becom
e W

S
 1 and cannot reform

, flee, 
pursue or overrun. P

lease note that this 
does not prevent a unit from

 fleeing; it just 
m

eans that they do not m
ove as a result of 

fleeing, they are still treated as fleeing for
the purpose of enem

y units m
aking contact 

w
ith them

,etc. 

W
ord

s of P
rotection

          (L
ore A

ttrib
u

te)
W

henever a spell from
 this lore is successfully

cast (and not dispelled) the caster rolls a D
6.

O
n a roll of a 5+

 the spell's caster gains +
1

toughness until the start of the casters next 
m

agic phase.
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