
B
rin

g th
e D

ark
         C

ast on
 10+

(S
ign

atu
re S

p
ell)

B
ring the D

ark 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 D

ark 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 L
ight point, and the 

caster's arm
y im

m
ediately gains a D

ark 
point. If he does so, the spells casting 
value is increased to 18+

. 

1. S
tren

gth
 of th

e G
ian

ts 
C

ast on
 7+

Strength of the giants is an A
u

gm
en

t spell 
w

hich targets a friendly unit w
ithin 12". 

T
he target unit gains +

1 strength until the 
start of the casters next m

agic phase.

2. T
h

e m
ists of A

lb
ion

C
ast on

 7+

T
he m

ists of A
lbion is an A

u
gm

en
t spell 

that targets the caster and their unit. T
he 

caster and their unit gain the F
ear special 

rule and are -1 to hit w
ith shooting attacks 

until the start of the caster's next m
agic 

phase.

3. D
ark

 F
u

ry
C

ast on
 11+

D
ark F

ury is an M
agic M

issile w
ith a 

range of 24". D
ark F

ury inflicts D
6 

strength 6 hits. 

4. T
h

e D
ark

n
ess of th

e D
eep

w
ood

C
ast on

 12+

T
he D

arkness of the D
eepw

ood is a H
ex 

spell that targets one enem
y unit w

ithin 18" 
of the caster. U

ntil the start of the casters 
next m

agic phase the target unit m
ust roll 

3D
6 for any leadership tests they take,

discarding the low
est dice. 

5. C
orru

p
tion

 of th
e E

m
issary

 

C
ast on

 15+

C
orruption of the E

m
issary is a H

ex w
hich 

targets one enem
y unit w

ithin 18" of the 
caster. U

ntil the start of the casters next 
m

agic phase the chosen unit loses O
N

E
 of 

the follow
ing special rules; chosen by the

caster:
- A

lw
ays S

trikes F
irst

- F
renzy

- H
atred

- D
evastating C

harge

6. R
eality S

h
red

C
ast on

 18+

R
eality Shred is a M

agical V
ortex w

hich uses 
the sm

all round tem
plate. T

o determ
ine how

 
m

any inches the tem
plate m

oves roll an artillery 
dice and m

ultiply the result by 3. A
ny m

odel 
touched by or passed over by the tem

plate m
ust 

take a toughness test. If the test is passed the 
m

odel suffers no ill effects, how
ever if the test is 

failed the m
odel im

m
ediately takes a strength 10 

hit w
ith M

ultiple W
ounds (D

3). 
If the result of the artillery dice is a m

isfire place 
the tem

plate on the casters head and roll a D
6 

and the scatter dice. T
h

e tem
plate m

oves a 
num

ber of inches equal to the result of the D
6 

in a direction show
n on the scatter dice. If a H

it! 
is rolled do not scatter the tem

plate. 
In subsequent turns the tem

plate m
oves in a 

random
 direction, a num

ber of inches equal to 
the result of an artillery dice. If a m

isfire is 
rolled the spell collapses in on itself and is 
rem

oved from
 play. 
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