| Charms & Hexes

Charms and Hexes are the magic of Witches. They involve copious amounts of
| spell ingredients and painstaking incantations but they can be devastating
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A faint anra extends from the Witch's body. All who are touched by it feel |
| warmth and vitality flowing through their veins. e N
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All friendly models within 6" of the Witch have a single wound healed. In
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addition any stunned or knocked down models may immediately stand up.
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