Warhammer Quest


Battle Magic Spells

At the start of each Monsters Phase, a Battle Wizard may cast one or more of the following spells, depending on his Magic Rating.  Roll the relevant number on 2D6 to determine which spells are cast.

2 Hold Fast:  One random Warrior may do nothing for the entire next turn.  The victim is considered to have a WS of 1 while affected by the spell.

3 Blast:  One random warrior is struck by a blast of magical power.  Roll 1D6, a roll of 1-3 causes 1D6 Str 5 hits and a roll of 4-6 causes 1D3 Str 10 hits.

4 Shield:  All Monsters can ignore all incoming missile fire on a 4+ on a 1D6.

5 Heal:  The Wizard automatically heals 1D6 Wounds.  If the Wizard is already completely healed then a different wounded monster heals 1D6 Wounds.

6 Fireball:  The Wizard flings 1 Fireball per Magic Rating.  Each Fireball strikes a random Warrior for a single Str 4 hit with no modifiers allowed for armor.

7 Curse:  One random Warrior suffers a penalty of –1 to hit for the duration of the next Warriors Phase.

8 Teleport Self:  The Wizard teleports as far away from the Warriors as possible while still being able to see them.  If the Wizard is not in hand to hand combat then re-roll this result.

9 Bless:  All monsters gain a bonus of +1 to hit for the duration of the Monster Phase.

10 Net:  One random warrior may not move, shoot, or attack in hand to hand combat for the duration of the next Warriors Phase.

11 Destruction:  Each Warrior suffers 1D6 Str 4 hits with no modifiers allowed for armor.

12 Protect:  All monsters can ignore incoming attacks on a 4+ on a 1D6.

