‘Asvanced Bules: Onigue Spefls v. 0.8

Gaining Spells

Wizards start with one random spell from their
list and may randomly generate a new spell
instead of choosing a skill. If you roll a spell that
you already have, you may roll again, or lower
the Difficulty by 1 (choose which).

Casting Spells

Spells are cast in the Shooting Phase. To cast a

spell, the wizard must roll equal to or greater

than the spell’s Difficulty on 2D6. If he fails, he
cannot cast a spell that turn.

o If successfully cast, spells automatically hit
their target.

e All spells require line-of-sight, except where
otherwise noted.

e Spells can be cast while the Wizard is
involved in close combat.

e Wizards may move and cast spells.

e Wizards cannot cast spells and fire missile
weapons the same turn. (Pistols fired in
close combat are exempt from this.)

e Wizards cannot cast spells if they are
wearing armour.

e Each Wizard may only attempt to cast one
spell per turn.

Magic Missile Spells

Some spells are marked with the words ‘Magic
Missile’. Such spells are subject to the following
rules:

e Wizard must target the closest enemy,
but may ignore enemies knocked down
or stunned.

e When casting from a position elevated
2” or more above ground level he may
fire at any visible target unless there is a
visible enemy within 3”. (In which case
he must target the closest enemy.)

e Magic Missiles may be cast into close
combat involving friendly warriors. If
successfully cast, they will automatically
hit their intended target.

e If the wizard is engaged in close combat
he must target one of the enemies he is
fighting.

Damage
Where spells cause damage, the following rules
apply:

e Spells never cause critical wounds,
except where otherwise noted.

e Enemies always take armour saves as
normal unless the spell specifically
notes otherwise.

e |f an enemy makes a successful save
from the effects of a spell, other
warriors may still be affected.

Prayers

Prayers are treated in exactly the same way as

spells with the following exceptions:

e Priests may wear armour and cast prayers.

e Prayers are not spells; things that protect
from or bolster spells do not protect or
bolster prayers and vice versa. (Power
Scrolls, Talismans, and the ‘Arcane Lore’
skill have no effect on prayers.)

e Priests suffer Fatigue in the same manner
as Wizards.



BHedge Nagic

Decree of Burning Iron

D7+

Speed of Shemtek D 6+

Range: 6” or caster
Effect: Target gains +1 Strength on profile.
e All hits he inflicts are flaming.

e All wounds he inflicts are critical.

Lasts until: The beginning of your next turn.

Range: 6” or caster

Effect: Warrior may immediately move up to
8”. (He may climb or charge as opportunity
permits, taking climb tests as normal.)




Sorcery of Rbhuin

Vermintide D 6+

Ritual of the Horned Rat D 9+

Range: 6” radius

Effect: Friendly Giant Rats gain +1 WS on profile
and their attacks are poisonous.
(Poisonous attacks may re-roll
natural 1s ‘to wound’.)

Lasts until: The beginning of your next turn.

Range: 6” radius (also affects caster)

Effect: Friendly warriors within 6” of caster gain
+1 Initiative on profile.

Lasts until: Caster is knocked down, stunned or
taken out of action.




Little Baaagh!

Brain Bursta D 6+

Mork Save Uz! D 10+

Range: 3” radius

Effect: All enemies within 3” of caster take one
S3 hit. (Friendly warriors are also affected,
excluding caster.)
® \Wizards and Priests take one S6 hit
instead.

Range: 6” radius

Effect: All missile fire targeted at caster and
friendly warriors within 6” suffers -1 Strength.
e (An S3 shot becomes an S2 shot etc.)

Lasts until: Caster is knocked down, stunned or
taken out of action.




Chaos Rituals

Word of Command D 6+ | Mind Twist D7+
Magic Missile Magic Missile
Range: 6” Range: 6”

Effect: Target may not fight back in Close
Combat this turn.

e No effect on Undead, Daemons or
Monsters.

Effect: 2 Strength 4 hits.

e Heroes successfully wounded by this
spell loose all skills, spells and prayers
for the remainder of this battle. (Special
Rules are not skills.)




iecyomancy

Whispering Wind D 9+

Call of Vanhel D 6+

Range: 6” radius

Effect: Enemies suffer -1 Leadership on profile.

Lasts until: Caster is knocked down, stunned or
taken out of action.

Range: 6”

Effect: One Dire Wolf, or up to two target
Zombies may immediately move again.
(They may climb or charge as opportunity
permits, taking Climb tests as normal.)
(Animals never leave ground level.)




Vrapers of Higmar

Halo of Light D 8+

Shield of Faith D 6+

Range: 6” radius (also affects caster)

Effect: Friendly warriors become Immune to fear
and panic.
e |n addition, caster causes fear.

Lasts until: Caster is knocked down, stunned or
taken out of action.

Range: 6” radius (also affects caster)

Effect: Warriors, both friendly and hostile, are
unaffected by spells.
e (Prayers are not spells.)

Lasts until: Caster is knocked down, stunned or
taken out of action.

Post-game Injuries: A Priest with this Prayer
always adds +2 to his post game injury rolls.




