by ey

e @ CENIATIO-

shards of wvrdstone e throughowt the doomed oy, but
rumaors abound that the largest deposits by far fie near the
arca known as the Pt the site where the meteor landed.
Warbands who dare venture nacar the Pt risk discovery by the
servants of the Shadowlond, and even those that escape the
arrention of these foul denivens find thar the proximiny of so
much wyrdstone can have a strange effect on realin
the Pit can warp both

Extended periods of time spent near
mind and body and those foolish enough o search these
areas freguently fd themselves sinking into madness or
mtsEion. Even short periods of ume spont in these arcas can
b Iarardows, while dabblers in magic find thar the presence
of large amounts of wvrdstone can make casting spells
more difficult, and their incantations can sometimes have
unexpected resales

terrain
Each plaver takes it in turn to place & prece of terrain, either
4 ruined building. ower, or other similar em. W suggest
that the terraimn is scr-up within an area roughly 4'x4 or 4
forr miti-plaver games,

rarbanss

Fow Basic (one-on-one) games, cach plaver rofls a dice.
Whowver rodls highest chooses which able edae o set
up o, placing ali of s warniors within 8" of that
cdge. His opponent then sets up within 8™ of the
opposite cdge In mudti-plaver games, plavers use
the normal set-up rules (see “Scing up the
Warkdamls' in the nmbti-plaver siles ffom WD242

starting tfie qame
Each plaver rolls 3 D6, The plaver rolling aghess
has the fimt ., and order of play proceeds
clockwise around the mable (based on where
plavers placed their warbands) from there

ending (e game
The game cnds when all warbands but one have
Lriled their Rour wst. The routcrs automatically
lise, H ome or more warbands have allied. they may
choose o share the viciory and end the 2ame

wprPstone
e o the large quantities of wyrdsione nearbs, all
warbands add + 2 shards 1o the number found ar
the end of the zame.

erperience
+1 Survives. ¥ a2 Hero or Henchman
group survives the bantle they szin
+ I Experience

+1 Winning Leader, The leader of
the winning warband gains
+1 Experience

41 Per Encemy Gl of Action.
Any Hero carmns + 1 Experience
for cach enemy he puts o
of cegTfeore

wiﬁ magic e i)

speciafl rufes
Each time & wizard wants o cast 2 spell. nominate the speil
(arad target) as normal, but before rolling to sce if the spell is
successful, roll on the following chan o determing whai
¢ffeais the targe deposits of wyrdstone nearby have on his

spelicasting

2D Effect

2 e wizard is overdoaded wich power and may case
o spells this uen

| + 1 Difficuioy on any spell anempied this ourm

4 Fhe range of any spell that the wizard casts this
rirn i habved, Note thar this has noe offec
on a-spell that doesn’t have 1 range (like a
spell pentered on the caster)

5 Ihe spell is cast as normal, but i is weak
and may be resistedd. IF the rargec's controlfer
wishes, the taneet may resist the spell by making a
Ld test on 2D6 I the test is passed, the spell has
no effect. Note that resssting the spell 15 an opiion:
some spells may help the targer and he man
therefore nof want i prevent their effea

L Fhe spelicaster has inadvertently created some
sort of effect in addition o the spell. Resolve the
spell as normal (rolling againse the spell’s
Difficulty, etc), and then roll on the Ransdoms
Happenings chart, printed in White Dwart 240, to
see what added effect the spelicasier’s inept
dabblings have created. Il the plavers do not have
the rules for Random Happenings, the
randomness of the spell has imjured the caswer
Rl anee on the Injury table 1o dewermine whan
happens 1o the spellcaster

Role reversal! If the spell is nommally cast on a
friendly maodel, it is cast on the closest enemy
maondel within 127 instesd (resolve any offecrs bke
extra mewernent or altacks during the enemy
playver’s trn}. Cosversely. if the spell & normall
cast on an enemy model, of s cast on the closest
fricodly model widhin 127 instead

8 -1 Difficuly on any speil armempied chis turm

9 The range of any spell which the wizand casts this
turn is doubled. Note thar thes has no effect on a
spell thar docsn't bave a ra
coentered on the CASICT ).

nge {like a spel

L e wirard may direct his spell at two targets

in range mstead of one. Spells that affect the
caster nmay be directed at another fricndly model
within 6 as well,

11 Ihe speill is auromatically successful: there s no
nevd 1o make a Spell Difficulty: roll

12 The caster is filled with magcal power! IF the
spelicasier has more than one spell. he may attempt
e cast rooo spwells this rm Noge that the secomd
spell must be differens than the first: he may nos
choose 1o cast the same spell wioe in one (um



