
 

 

Union Command Presents 
 
 

MAGIC 
ITEMS 

A Supplement For No Quarter by Matt Lyon 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

The Fantasy Battles Miniatures Wargame 
 
 



 

Magic Items in Genayria 
 
Genayria is swathed in magical energies and filled with 
creatures whose powers extend beyond the mundane. 
Small wonder then that there is high demand for the ser-
vices of those who can manipulate these energies. Most 
magic users are content to use magic as a means to an 
end, creating fireballs from thin air, strengthening the 
weak, creating walls of air, etc. But these are all tempo-
rary uses quickly abandoned once the desired effect is 
achieved. A small percentage of magic users however are 
dedicated to making magic that lasts by imprinting it onto 
or into everyday items. Most are dismal failures, some 
few are successful but are never-the-less mundane (such 
as Master Thangorim’s ever-burn candles). Those items 
of war which are imbued with magic are highly sought 
after and jealously guarded. As a result only the most 
powerful creatures and wealthiest nobles are likely to own 
even minimally magical items. Truly potent items are 
likely only to be found in the hands of mighty kings or the 
most ruthless warlords. 
 

Magic Item use in No Quarter 
 
The magic items presented on the following pages are 
experimental and should only be used if both players 
agree to it. To use them, simply print out, cut and fold 
each card, then glue both halves together. For added 
strength, print onto cardstock or glue onto Bristol board 
before folding. 
 
Magic Items are divided into the following types: Weap-
ons, Armour, Shields, Items, Potions and Banners. Ban-
ners may only be purchased to replace the Army Banner, 
not individual unit banners. 
 
Each player may have one set of magic items. While play-
ers may have the same magic items as their opponents, 
they may not have more than one of each magic item in 
their force (ie each player may have a model armed with 
The Jealous Blade but may not have more than one Jeal-
ous Blade within their own force). 
 
Magic items are extremely rare and as such may only be 
carried by Individuals or Leaders. Named Characters may 
not be equipped with Magic Items. Each Individual or 
Leader may only be armed with one magic item regard-
less of cost unless players agree otherwise. In this case, 
models may not carry more than one magic item of each 
type (ie only one weapon card, only one armour card, 
etc).  
 
Magic Items are purchased as part of the overall cost of 
the army. Alternatively, players may agree to a “magic 
items bonus”, a set number of points to be spent over and 
above the total points value of the army. Players taking 
this option are recommended to limit this budget to 10-
20% of the total army value (ie 200-400 points for magic 
items for a 2000 point army.  

Most of the items listed function in a fairly straightforward 
manner and act immediately. Unless otherwise stated, 
players are not required to use magic items (ie items 
which dispel magic do not need to employed against the 
first spell cast against that character unless the owning 
player so chooses). If needed, players may wish to em-
ploy markers or pointers of some sort to remind them-
selves about the status of certain items. Magic Items with 
a single use should be put to one side after being ex-
pended to avoid confusion. 
 
On occasion, certain magic items may come into contact 
with other magic items which have an apparently contra-
dictory or otherwise confusing effect. Players are re-
minded to use common sense whenever possible. Care-
fully re-read the card’s description and consider the order 
of actions. If problems still arise, each player should de-
clare their interpretation and roll a dice. The opinion of the 
player who scores lowest will be taken as granted in this 
instance and applied. If a similar problem arises in a fu-
ture game, roll off again. Alternatively, roll off as above 
but note down the point of contention and discuss it after 
the game. Create a house rule based on your conclusions 
for future use. 
 
If you have any comments about the items presented 
here or suggestions for additional magic items, post your 
ideas on the No Quarter Message Board (http://
pub46.ezboard.com/fwargameschatfrm3) 
 
 
 



T
his 

ancient 
blade 

has 
been 

used in over a hundred battles 
and is filled w

ith the rage and 
bloodlust 

of 
w

ar. 
A

 
m

odel 
equipped w

ith the Sw
ord of 

Fury m
ay m

ake one additional 
attack w

ith no A
C

 deduction. 

Sw
ord of Fury 

O
ne Free A

ttack 
U

C
4  ST

+1   

10 Points 

O
nce draw

n from
 it's scabbard, 

the bearer of this w
eapon is 

slow
ly driven m

ad w
ith blood-

lust. 
A

 
m

odel 
carrying 

the 
Sw

ord of the Berserk is as-
sum

ed 
to 

autom
atically 

pass 
any C

O
 test. A

dditionally, it 
M

U
ST

 follow
 up if it is able 

to do so. 

Sw
ord of the Berserk 

A
uto Pass C

O
 tests  

M
U

ST
 follow

-up    U
C

4 ST
+1   

20 Points 

A
rm

our of Resistance 

Finely crafted arm
our designed 

to w
ithstand far m

ore punish-
m

ent than one w
ould expect. 

T
his arm

our functions exactly 
as norm

al w
ith an A

R4 but if 
the save is failed, a second roll 
m

ay be m
ade at A

R3 but ignor-
ing A

M
 and  PM

 m
odifiers. 

A
R 4 and A

R 3 
U

nm
odified 

10 Points 

H
elm

 of Volkan 

Forged in the depths of a 
volcano, this helm

 thirsts for 
flam

e! 
A

ny 
heat-based 

at-
tacks (including m

agic spells, 
tem

plate attacks, w
eapons or 

explosives) against a m
odel 

carrying 
this 

item
 

are 
re-

solved at A
R 8 unm

odified. 

A
R 4 (A

R8 vs fire) 

15 Points 



Scream
ing Blade 

T
his 

w
eapon 

resonates 
with the scream

s of those 
it 

has 
slain. 

A
 

warrior 
arm

ed 
with 

Scream
ing 

Blade causes fear[0] as de-
scribed in the abilities sec-
tion of the N

Q
 rulebook. 

U
C

 4  ST
+1  Fear [0] 

11 Points 

A
rm

our of Fortune 

T
hrice blessed by priests and 

anointed w
ith sacred oils, the 

w
earer 

of 
this 

arm
our 

is 
guarded 

by 
divine 

protec-
tion. A

 m
odel equipped w

ith 
this arm

our m
ay re-roll a 

failed save, even on a natural 
10. T

he second roll stands, 
even if it is w

orse. 

A
R 5  +Re-roll 

20 Points 

A
rm

our of D
efiance 

Finely 
crafted 

arm
our 

in-
scribed w

ith runes of protec-
tion and endurance. T

his ar-
m

our functions exactly as nor-
m

al w
ith an A

R5 but if the save 
is failed, a second roll m

ay be 
m

ade at A
R4 but ignoring A

M
 

and PM
 m

odifiers. 

A
R 5 and  

A
R 4 U

nm
odified 

15 Points 

A
xe of Pow

er 
U

sed by the barbarian w
arlord 

K
honan, 

this 
w

eapon 
is 

de-
signed for slaughter. A

ny tar-
get struck by this w

eapon w
ill 

take 2 w
ounds dam

age and suf-
fer a PM

 -2. A
 target w

ith only 
one w

ound is slain and the sec-
ond w

ound is w
asted. 

U
C

 4  ST
+1  PM

 -2   
2 w

ounds 

20 Points 



10 Points 

15 Points 

25 Points 

15 Points 

Strength Potion 

Brew
ed from

 foul m
ixture of 

potent roots and O
gre blood, 

this 
potion 

grants 
im

m
ense 

physical 
pow

er 
to 

w
hoever 

drinks it. T
he potion m

ay be 
drunk at a cost of 1A

C
 and con-

fers a ST
+3 (up to a m

axim
um

 
of 10) bonus until the m

odel's 
next activation. 

U
C

 2  ST
+3  

for one turn 

T
hreads of Fate  

T
his m

agical tw
ine is sew

n 
into the clothes of it's ow

ner 
on the eve of battle. T

hey 
are tied into the fabric of the 
universe and as such allow

 
their bearer lim

ited control 
of his fate. A

ny failed saving 
throw

 m
ay be re-rolled. T

he 
second roll stands.  

Re-roll any failed save 

Shattered A
rrow

 

A
 m

agical arrow
 m

ade of glass. 
O

nce fired from
 it's bow

, it 
shatters 

in 
m

id-air 
and 

each 
shard becom

es a new
 arrow

. 
A

fter nom
inating a target and 

checking range, roll D
5x3 to 

determ
ine 

the 
num

ber 
of 

shards. Roll for each to hit as 
norm

al.  D
iscard after use. 

D
5x3 arrow

s ST
 4   PM

 -1  
U

se once then discard 

Shield of W
arding 

Em
blazoned w

ith sigils of the 
four w

inds, this shield  protects 
it's bearer from

 m
issile w

eap-
ons 

(even 
cannons!). 

A
gainst 

hand w
eapons the shield counts 

as A
R +1 per norm

al. A
gainst 

m
issile 

w
eapons, 

the 
m

odel 
counts as A

R 10.  
N

orm
al m

odifiers apply. 

A
R 10 vs m

issile w
eapons 



15 Points 

10 Points 

20 Points 

15 Points 

M
obius A

m
ulet 

Bestow
ing upon it's bearer 

lim
ited 

clairvoyance, 
the 

M
obius A

m
ulet is a pow

er-
ful charm

. O
nce per gam

e, a 
m

odel 
w

earing 
the 

am
ulet 

m
ay re-roll a single failed 

dice roll and either add or 
subtract 1 from

/to it. 

Re-roll +1/-1 

Blade of Shatokk 

A
 dagger w

ho's hilt is shaped 
like a cobra, the Blade of  Sha-
tokk carries the crippling prop-
erties 

of 
it's 

likeness. 
A

ny 
m

odel w
ounded by this w

eapon 
w

ill lose 2A
C

 for the rest of 
the gam

e. T
he effective is cu-

m
ulative. A

 m
odel reduced to 

0A
C

 
is 

killed 
regardless 

of 
rem

aining w
ounds. 

U
C

3  PM
-1  A

C
-2 

Sw
ord of the M

aster 

A
 rem

arkably light w
eapon 

that seem
s to m

ove on it's 
ow

n w
hen used in com

bat, 
actively deflecting otherw

ise 
lethal blow

s. T
he w

ielder of 
this sw

ord m
ay autom

atically 
parry one attack per com

bat 
round m

ade against it, includ-
ing w

eapons w
hich hit auto-

m
atically. 

U
C

 4  ST
+1  A

uto Parry 

Ring of Talos 
T

his deceptively plain ring is a 
potent defense against m

agic. 
A

ny 
spell 

cast 
against 

the 
w

earer of this ring (and any 
unit he is w

ith) w
ill be can-

celled on a D
10 score of 4 or 

less. T
his w

ill only w
ork once 

per gam
e turn how

ever, so a 
second or subsequent spell w

ill 
effect the w

earer as norm
al. 

C
ancels m

agic on 1-4 



30 Points 
20 Points 

30 Points 
20 Points 

Sacred Blade 
T

he Sacred Blade w
as forged 

to 
drive 

back 
the 

Living 
D

ead. 
A

ny 
Living 

D
ead 

m
odel hit by this w

eapon 
receives 2 w

ounds autom
ati-

cally. 
N

o 
save 

is 
granted 

even for ethereal creatures. 
A

gainst live opponents, the 
sw

ord has no special pow
ers. 

U
C

 4   ST
+1   2 w

ounds 
 no save vs. Living D

ead 

Vam
pyre Blade 

U
C

4 ST
+1 Victim

's  

A
rm

our of the Sun  

G
olden arm

our polished to an 
unm

atched level of brilliance. 
A

 w
arrior equipped w

ith this 
arm

our is hard to fight, ow
ing 

to the blinding reflections it 
m

akes. A
ny m

odel fighting the 
w

earer of the A
rm

our of the 
Sun suffers a C

C
-2 penalty for 

the duration of the com
bat. 

A
R 5  Enem

y C
C

-2 

Banishm
ent Scroll 

Inscribed in the ancient language 
of M

al'Ek, the Banishm
ent Scroll 

is one of the best m
agic defenses. 

O
nly a m

agic using m
odel m

ay 
carry this item

. It w
ill autom

ati-
cally nullify any spell cast against 
it or any unit it accom

panies. It 
m

ay alternatively be used cancel 
any tem

plate effect spell w
ithin 

LO
S. O

ne use only. 

A
utom

atic dispel   O
ne use 

only   M
agic U

sers O
nly 

Like the beast for w
hich it is 

nam
ed, this w

eapon drains the 
very life from

 it's victim
s. A

ny 
m

odel w
ounded by the V

am
-

pyre Blade w
ill also suffer ST

-1 
for the rest of the gam

e. T
he 

effect is cum
ulative. A

 m
odel 

reduced to ST
 0 is killed re-

gardless of rem
aining w

ounds. 



30 Points 
20 Points 

20 Points 
10 Points 

T
his m

agic rod w
as im

bued 
w

ith great energies in tim
es 

long past. O
ne acquainted w

ith 
the w

ays of m
agic can exploit 

them
. A

 m
agic using 

m
odel 

equipped w
ith the Sceptre of 

Pow
er m

ay cast one spell per 
activation w

ith no difficulty 
test required. U

C
 cost per spell 

as norm
al 

Sceptre of Pow
er 

A
uto Spell casting   U

C
 cost as nor-

m
al M

agic U
sers only 

A
rctic Blade 

Forged 
over 

m
agically 

cold 
fires, the A

rctic Blade chills 
the blood of those it cuts. A

ny 
m

odel w
ounded by the A

rctic 
Blade w

ill also suffer T
-1 for 

the rest of the gam
e. T

he effect 
is cum

ulative. A
 m

odel reduced 
to T

 0 is killed regardless of 
w

ounds rem
aining. 

U
C

4 ST
+1 Victim

's  
T-1 if w

ounded  

C
irclet of M

esm
os  

T
his silver band features a large 

opal in it's centre. A
nyone w

ho 
looks directly at it w

ill becom
e 

m
esm

erized. A
 m

odel w
ishing to 

attack the w
earer of the C

irclet of 
M

esm
os m

ust pass a C
O

 test other-
w

ise they w
ill becom

e transfixed. 
A

ny blow
s struck against transfixed 

enem
ies w

ill hit autom
atically. T

he 
target m

akes a new
 test each tim

e it 
is activated to see if it can break the 
spell. If it passes, the circlet no 
longer has any effect on it. 

C
row

n of K
hane 

K
hane w

as a w
arrior king w

ho 
sw

ore he w
ould strike back at 

those w
ho slew

 him
. H

is crow
n 

w
as thus filled w

ith his need for 
vengeance. If a m

odel w
earing the 

C
row

n of K
hane is killed, the 

jew
els on the crow

n w
ill shatter. 

Place a 2" tem
plate centered over 

the casualty. A
ny m

odel under the 
tem

plate w
ill be hit at ST5 PM

-1. 

2" blast ST
5 PM

-1 upon 
death of w

earer 



30 Points 
15 Points 

50 Points 
20 Points 

Blade of Fools 
A

 w
eapon that steals the very 

w
its from

 it's victim
s as surely 

as it draw
s their blood. A

ny 
m

odel 
w

ounded 
(but 

not 
killed) by the Blade of Fools 
w

ill becom
e C

O
N

FU
SED

 as 
described in the traits section 
of the N

Q
 rulebook on a D

10 
roll of 8+. 

U
C

 4  ST
+1   V

ictim
 

becom
es C

O
N

FU
SED

 

A
xe of  C

ruelty 
T

he A
xe of C

ruelty seem
s to 

pulsate w
ith m

alice. A
ny hits 

scored 
in 

com
bat 

w
ith 

this 
w

eapon count as tw
o hits and 

tw
o rolls to w

ound are m
ade 

separately. If the first w
ound 

kills the opponent, the second 
hit is w

asted. 

U
C

4   ST
+1   PM

 -1 
hits x2 

Scroll of D
estruction 

M
agic U

ser O
nly  

O
ne U

se O
nly 

Blade of D
eception 

Forged of irons draw
n from

 a 
m

eteorite, the uncanny sharpness 
of this w

eapon is beyond belief. 
A

ny 
m

odel 
struck 

by 
this 

w
eapon receives no saving throw

. 
If the target w

ears m
agical ar-

m
our, it receives the base saving 

throw
 

but 
discounts 

any 
non-

m
agical elem

ents (such as shields 
and barding).  

U
C

4   ST
+1   N

o save vs. 
N

on-m
agic A

rm
our 

T
he Scroll of D

estruction is deadly to 
m

agic users. O
nly a m

agic using m
odel 

m
ay carry this item

. It w
ill autom

ati-
cally nullify any spell cast against it or 
any unit it accom

panies. It m
ay alterna-

tively 
be 

used 
cancel 

any 
tem

plate 
effect spell w

ithin LO
S. A

dditionally, 
the caster of the defeated spell m

ust 
take a C

O
 test. If they fail,  that spell 

is erased from
 their m

ind and cannot 
be cast again this gam

e. 



30 Points 
20 Points 

30 Points 
30 Points 

T
he Serpent's Tongue 

A
 curved dagger that strikes like 

lightning, the Serpent's T
ongue 

is alm
ost im

possible to defend 
against. A

ny m
odel arm

ed w
ith 

the Serpent's T
ongue hits auto-

m
atically in com

bat, no roll to 
hit is necessary, sim

ply proceed 
to 

w
ound 

rolls 
and 

saving 
throw

s (if applicable). 

U
C

 3  PM
-1   

H
its A

utom
atically 

Blade of A
hkla 

A
hkla w

as a deadly assassin. 
H

is expertise at dispatching 
opponents w

as m
agically trans-

ferred to his trusty dagger upon 
his death. A

 m
odel arm

ed w
ith 

the Blade of A
hkla m

ay re-roll 
any m

issed attacks once. T
he 

second roll stands. 

U
C

3  PM
 -1 

re-roll m
isses 

N
ectar of Life 

T
his pungent broth is em

pow
-

ered w
ith the very spark of life 

itself. A
 m

odel carrying the 
N

ectar 
of 

Life 
m

ay 
drink 

from
 it at any tim

e except 
w

hen engaged in com
bat. O

nce 
drunk, this potion restores all 
w

ounds to the m
odel (up to 

their original m
axim

um
). 

U
C

2  Restores Lost 
w

ounds U
se once, then  

discard 

N
ightm

are Blade 
T

his w
eapon resonates w

ith the 
scream

s of those it has slain 
and ghostly faces reflect in it's 
blade A

 w
arrior arm

ed w
ith the 

N
ightm

are Blade causes fear[2] 
as w

ell as gaining the U
nw

aver-
ing ability as described in the 
abilities 

section 
of 

the 
N

Q
 

rulebook 

U
C

 4  ST
+1  Fear [2] 

becom
es U

nwavering 



30 Points 
40 Points 

30 Points 
45 Points 

Shield of Reflection 

Polished w
ith quicksilver, this 

shield has a m
irror-like finish 

that confounds m
agic. A

gainst 
hand w

eapons the shield counts 
as A

R+1 per norm
al. A

gainst 
m

agic attacks the shield w
ill 

nullify the spell on a roll of 5 
or less. A

gainst tem
plate-using 

m
agic, the spell is not cancelled 

but is autom
atically deflected 

2D
10" in a random

 direction. 

C
odex of U

r 
T

his w
eighty tom

e resonates w
ith 

otherw
orldly energies and contains 

alm
ost everything know

n of m
agic 

in G
enayria. T

he carrier of the C
o-

dex m
ay cast one additional spell 

per turn from
 A

N
Y

 spell group 
(U

C
 as norm

al). H
ow

ever, before  
attem

pting to cast, a test m
ust be 

m
ade. O

n a roll of 9 or 10, the book 
vanishes and the m

odel takes one 
w

ound autom
atically w

ith no save.  

M
agic U

sers O
nly 

A
m

ulet of Resurrection 

Intoned w
ith dark sorcery, this 

am
ulet grants lim

ited im
m

ortality 
to it's w

earer. If a m
odel w

earing 
the am

ulet is reduced to 0 w
ounds, 

it is not killed but is im
m

ediately 
m

oved back to it's table edge and 
restored 

to 
full 

w
ounds. 

T
he 

A
m

ulet 
of 

Resurrection 
only 

w
orks once per gam

e. 

Restores A
ll W

ounds 
 U

se then D
iscard 

Scim
itar of the Liche  

C
rushed bones w

ere used in the 
forging of this foul w

eapon. O
nly 

a Living D
ead character m

ay carry 
this w

eapon. A
ny m

odel w
ith 1 

w
ound 

that 
is 

killed 
by 

this 
w

eapon 
is 

autom
atically 

turned 
into a Skeleton (see Living D

ead 
A

rm
y List). It m

ay be joined to an 
existing unit or form

 a new
 unit 

around the holder of the Scim
itar. 

U
C

 4  ST
+1  

victim
 becom

es Skeleton 



30 Points 
50 Points 

50 Points 
50 Points 

T
he C

rystal Skull 

A
 m

ysterious object of unknow
n 

origin, the C
rystal Skull shim

-
m

ers w
ith ghostly light. A

 m
agic 

user carrying the C
rystal Skull 

m
ay attem

pt to cast one spell per 
activation for 0U

C
 and at diffi-

culty +2 (to a m
axim

um
 of 9). 

Each tim
e the C

rystal Skull is 
used roll a D

10. O
n a roll of 9 or 

10 it is exhausted and crum
bles to 

dust. M
agic U

sers O
nly 

Blade of Fangs 
H

eavily serrated and dipped in a 
poison 

that 
never 

runs 
dry, 

the 
Blade of Fangs is one of the deadli-
est 

w
eapons 

ever 
forged. 

A
ny 

m
odel sustaining a w

ound from
 the 

Blade of Fangs that fails it's saving 
throw

 
receives 

D
5 

w
ounds. 

A
ll 

w
ounds are directed against a single 

target, so if the target is killed the 
excess w

ounds are w
asted. 

U
C

 4  ST
+1  

inflicts D
5 w

ounds 

T
he Jealous Blade 

N
arcissism

 incarnate, this sw
ord 

cannot tolerate the presence of 
other m

agic item
s. If a m

odel 
arm

ed w
ith the Jealous Blade is 

in com
bat w

ith another m
odel 

carrying a m
agic item

, the en-
em

y m
odel m

ust pass a test each 
tim

e it takes a w
ound. O

n a D
10 

score of 1-3 the enem
y m

odel's 
m

agic item
 is destroyed.  

U
C

 4   ST
+1  D

estroys 
M

agic Item
s on roll of 1-3 

Sw
ord of the H

ydra  

T
his 

w
eapon 

seem
s 

to 
thrash 

about w
ith a life of it's ow

n and 
only the m

ost skilled w
arrior can 

w
ield it. If a m

odel arm
ed w

ith 
this w

eapon scores a hit in com
bat 

it becom
es D

5 hits. Roll to w
ound 

for each separately. A
ny C

C
 bo-

nuses or penalties apply. A
ll extra 

hits m
ust be directed against a 

single enem
y. If it is killed, excess 

hits are lost. 

U
C

 4  ST
+1   D

5 hits 



50 Points 
75 Points 

50 Points 
80 Points 

O
bsidian Talism

an  

M
ade of highly polished vol-

canic glass, the O
bsidian T

alis-
m

an protects it's carrier for all 
m

anner of harm
. A

ny attacks 
m

ade 
against 

this 
m

odel 
w

ill 
suffer a penalty (C

C
-1 for close 

com
bat, RA

-1 for m
issiles). A

d-
ditionally, any m

agic spell cast 
against the holder of this item

 
w

ill be nullified on a roll of 1-3 

C
C

-1/RA
-1   D

ispels on 1-3 

T
he Reaper 

T
his w

eapon is death incarnate. Few
 

m
ay even touch it w

ithout being 
horribly crippled or even killed. 
T

hose few
 the Reaper perm

its to 
carry it are virtually unstoppable. 
A

ny m
odel w

ounded by the Reaper 
is killed autom

atically, regardless 
of num

ber of w
ounds. N

orm
al sav-

ing throw
s apply. M

agic arm
our 

only counts it’s A
R value against 

this w
eapon. 

A
uto K

ills 

Spell Swallow
er 

T
o the ordinary eye, this shield is 

blank. T
o the eyes of a m

agic user, this 
shield 

is 
a 

vicious 
m

aw
, 

constantly 
hungry. In com

bat, this shield confers 
the usual A

R+1. A
ny m

agic cast against 
a m

odel arm
ed w

ith the Spell Sw
al-

low
er w

ill be autom
atically dispelled. 

A
dditionally, the enem

y m
agic user 

m
ust pass a C

O
 test. If he fails, the 

spell is erased from
 his m

ind and m
ay 

not be cast again for the rem
ainder of 

the gam
e 

A
uto D

ispel   Spell  
destroyed if C

O
 test failed 

T
hieving Blade  

T
his w

eapon feeds on other m
agic w

eapons 
as a V

am
pire does the living. A

ny m
odel 

carrying a m
agic w

eapon that is in com
bat 

w
ith a m

odel arm
ed w

ith this w
eapon and 

is w
ounded m

ust take a test.  O
n a score of 

1-3 it becom
es a norm

al w
eapon of it's 

type. T
he m

odel carrying the T
hieving 

Blade m
ay now

 use that w
eapon's pow

er. 
O

nly one test is m
ade per com

bat. W
eap-

ons w
hose pow

ers cannot be used by the 
m

odel carrying the T
hieving Blade are still 

rendered inert. If the m
odel enters another 

com
bat 

w
ith 

a 
m

agic 
w

eapon 
bearing 

m
odel, the first pow

er is lost and replaced 
by the new

ly leeched pow
er. 

U
C

 4  ST
+1   Leeches M

agic 



75 Points 
75 Points 

100 Points 
50 Points 

Sw
ord of the Slayer 

T
he w

eapon of heroes of legend, this 
sw

ord has slain dem
ons, dragons and 

all m
anner of unspeakable horrors. If 

a m
odel arm

ed w
ith the Sw

ord of the 
Slayer is attacking a LA

RG
E (or 

V
ERY

 LA
RG

E) target, the m
odel 

gains an additional ST
+2 and causes 

D
5 w

ounds w
ith PM

-2. T
he m

odel 
also 

becom
es 

U
nw

avering 
as 

de-
scribed in the N

Q
 rulebook. 

U
C

 4  ST
+1  (ST

+3  PM
-2  

D
5 w

ounds vs Large T
argets) 

H
am

m
er of Justice 

Im
bued 

w
ith 

furious 
retribution, 

the H
am

m
er of Justice sm

ites all 
w

ho oppose it's w
ielder. A

ny m
odel 

hit by the H
am

m
er of Justice is 

w
ounded 

autom
atically. 

N
orm

al 
Saving throw

s do not apply and 
m

agical arm
our is counted for it's 

A
R value only, any additional m

agi-
cal properties are discounted. 

U
C

 4  ST
+1  A

uto W
ounds 

 N
o Saves for  

N
on-m

agical arm
our 

Banner of Slaughter 

T
his 

banner 
radiates 

savagery. 
A

ny m
odel or unit engaged in 

com
bat w

ith a unit carrying the 
Banner of Slaughter w

ill suffer an 
additional D

5 w
ounds autom

ati-
cally. T

he w
ounds are distributed 

random
ly throughout the targeted 

unit. N
o save is perm

itted for 
norm

al arm
our but m

agic arm
our 

w
orks as usual. 

A
dditional D

5 w
ounds in 

com
bat w

ith no saves 

M
alakia's Pendant 

T
his m

agical jew
el holds trem

en-
dous energies w

ithin itself. Before 
the gam

e begins, a m
odel carrying 

M
alakia's Pendant takes one spell 

card at random
 from

 any m
agic 

deck available to that arm
y. T

he 
spell 

w
ithin 

M
alakia's 

Pendant 
m

ay be cast at any tim
e for 0A

C
 

and no difficulty test is required. 
O

nce cast the Pendant is drained, 
discard this item

 and the spell card. 

A
uto C

ast one Random
 Spell 



50 Points 
75 Points 

100 Points 
75 Points 

Scroll of O
dun  

T
he silvery ink inscribing this scroll 

is alm
ost im

possible to read for all 
but the m

agically inclined. O
nce per 

gam
e, the carrier of the Scroll of 

O
dun m

ay read it, unleashing a Light-
ning Bolt spell (see Light M

agic in 
the N

Q
 rulebook). T

he spell is cast 
autom

atically and needs no difficulty 
test. M

agic U
sers only. D

iscard after 
use. 

A
uto C

ast Lightning Bolt 
O

ne use O
nly  

M
agic U

sers O
nly 

D
ragon Standard 

T
his totem

 is shaped in the like-
ness of a m

ighty dragon. W
hen a 

unit carrying this standard is acti-
vated it m

ay cast a FIREBA
LL, 

w
ith the effects and properties of 

the spell listed in the Fire A
spect 

in the M
agic section of the N

Q
 

rulebook. T
he spell costs U

C
0 

and requires no difficulty test. 

A
uto C

ast FIREBA
LL  

w
hen activated 

Banner of Fortitude 

A
 unit carrying this standard 

is filled w
ith a sense of duty 

and m
artial pride. T

hey w
ould 

rather die than flee the field 
in disgrace. A

ny unit bearing 
the Banner of Fortitude be-
com

es 
U

nw
avering 

as 
de-

scribed in the abilities section 
of the N

Q
 rulebook. 

U
nit Becom

es U
nw

avering 

W
and of Storm

s 

T
he W

and of Storm
s can com

m
and 

the very heavens them
selves, causing 

great w
inds to how

l, and hail to fall 
from

 skies that w
ere clear but m

o-
m

ents before. W
hen activated, the 

W
and of Storm

s prevents A
LL m

od-
els w

ith the FLY
IN

G
 trait from

 
doing so and they are lim

ited to 
ground 

m
ovem

ent 
only 

until 
the 

m
odel carrying the w

and is slain or 
until that m

odel's next activation. 

U
C

 6  D
enies FLY

IN
G

  


