
REALM OF BATTLE

AQSHY 
THE REALM OF FIRE



REALMSCAPE FEATURE

The region is parched and arid, but there are no 
obvious hazards in view.

This realmscape feature has no effect on the battle.

1 – SCORCHED LANDSCAPE
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REALMSCAPE FEATURE

As missiles hurtle through the air they suddenly 
ignite, burning with magical flames which inflict 
terrible searing wounds.

Improve the Rend characteristic of Missile 
weapons by 1 while the range from the attacking 
unit to the target unit is more than 12".

2 – FLAMING MISSILES
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REALMSCAPE FEATURE

The battlefield in this region is wreathed in smoke 
and steam.

A model cannot see another model if a straight 
line drawn from the centre of its base to the 
centre of the other model’s base passes across 
a terrain feature other than open ground and/
or hills.

3 – CLOUDS OF 
SMOKE AND STEAM
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REALMSCAPE FEATURE

The very moisture in one’s body seems to drain 
away, and every step taken feels like a league 
marched in full battle-gear.

If a Run roll is 6+, or a Charge roll is 10+, then 
you can either say that the unit will not run or 
charge after all, or you can move the unit but it 
suffers D3 Mortal Wounds immediately after 
the move is completed.

4 – EVERY STEP A LEAGUE
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REALMSCAPE FEATURE

The skies are wreathed in flames that will burn 
those that approach too closely.

In the Movement Phase, if an enemy unit can fly 
and moves more than 6", roll a D6.
On a 4+ the enemy unit suffers 1 Mortal Wound.
On a 6+ it suffers D3 Mortal Wounds instead.

5 – BURNING SKIES
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REALMSCAPE FEATURE

Scattered across the battlefield are bubbling 
pools of boiling blood that can erupt into geysers 
of sanguinary death.

At the start of each of your Hero Phases, roll a D6.
On a 6+, a geyser explodes.
If it does so, pick a point on the battlefield and 
roll a D6 for each unit within 6" of that point.
On a 4+ that unit suffers D3 Mortal Wounds.
On a 6+ the unit suffers D6 Mortal Wounds 
instead.

6 – GEYSERS OF 
BOILING BLOOD
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COMMAND ABILITY

The parched kindling surrounding a piece of 
terrain is set alight. In moments, the area is 
engulfed in flames.

You can use this command ability at the start of 
your Movement Phase.
If you do so, pick a terrain feature that is within 
12" of a friendly Hero and within 3" of another 
friendly unit, and roll a D6.
On a 4+ the terrain feature is set alight.
If a terrain feature is set alight, for the rest of 
the battle, any unit with models in or on it at 
the end of their Movement Phase suffers D3 
Mortal Wounds.
In addition, a model cannot see another model if 
a straight line drawn from the centre of its base 
to the centre of the other model’s base passes 
across this terrain feature.

FIRESTARTER
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Realmsphere Magic
SPELLS OF AQSHY

The wizard claps their hands, conjuring a small 
orb of flame that they hurl at the foe. As the 
flame travels through the air it grows in size 
until it becomes a blazing ball of fire that explodes 
amongst the ranks of the enemy.

If successfully cast, pick an enemy unit within 
18" of the caster that is visible to them.
If the enemy unit consists of one model it suffers 
1 Mortal Wound, if it has two to nine models 
it suffers D3 Mortal Wounds, and if it has ten 
or more models it suffers D6 Mortal Wounds.

Casting Value: 5

FIREBALL

Wizard
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Realmsphere Magic
SPELLS OF AQSHY

Reaching into the minds of nearby warriors, the 
wizard amplifies their aggressive tendencies.

If successfully cast, pick a friendly unit within 
12" of the caster that is visible to them.
Add 1 to To-Wound rolls and Charge rolls for 
that unit until your next Hero Phase.

Casting Value: 6

STOKE RAGE

Wizard
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Realmsphere Magic
SPELLS OF AQSHY

The wizard imbues his allies’ weapons with flame, 
burning everything they touch.

If successfully cast, pick a friendly unit within 
12" of the caster.
Add 1 to the Damage characteristic of Melee 
weapons used by that unit until your next Hero Phase.

Casting Value: 6

INFERNO BLADES

Wizard
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Realmsphere Magic
SPELLS OF AQSHY

Gathering fiery energies, the wizard projects them 
forwards to explode among the foe.

If successfully cast, pick a point on the battlefield 
within 18" of the caster that is visible to them.
Roll a D6 for each unit (friend or foe) within 3" 
of this point.
On a 4+ that unit suffers D3 Mortal Wounds.

Casting Value: 7

FIERY BLAST

Wizard
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Realmsphere Magic
SPELLS OF AQSHY

Their eyes turned to burning coals, the wizard’s gaze 
falls upon an enemy warrior, reducing them to ash.

If successfully cast, pick an enemy unit within 
9" of the caster that is visible to them.
Roll a D6; if the result is higher than the unit’s 
Wounds characteristic, a model from that unit 
is slain.

Casting Value: 8

GLARE OF VULCATRIX

Wizard
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Realmsphere Magic
SPELLS OF AQSHY

The wizard superheats the air around the enemy 
until they are so dehydrated they can barely lift 
their weapons.

If successfully cast, pick an enemy unit within 
18" of the caster.
That unit must halve its Move characteristic 
until your next Hero Phase.
In addition, roll a D6 each time that unit completes 
a Charge move until your next Hero Phase.
On a 5+ the unit suffers D3 Mortal Wounds.

Casting Value: 6

PARCH

Wizard
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Realmsphere Magic
SPELLS OF AQSHY

Speaking words of power, the wizard’s body turns 
into incandescent liquid rock, blinding their 
enemies with their radiance.

If successfully cast, subtract 1 from To-Hit rolls 
for attacks that target the caster until your next 
Hero Phase.

Casting Value: 6

INCANDESCENT FORM

Wizard
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