Warhammer Quest


Jade 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 Re-Roll:  Roll 2D6 and consult this table again.

3 Flesh to Stone:  The Wizards T and S are doubled to a maximum of 10, his M is halved, and he gains 3 points of Armor for the duration of the Monsters Phase.  If the Wizard is not in hand to hand combat then reroll this result.

4 Mist of Duthandor:  The Wizard is surrounded in a thick green mist for the duration of the Monsters Phase. During this time, the Wizard may not be targeted by missiles, magic, and hand to hand attacks.  If the Wizard is not in hand to hand combat then re-roll this result.

5 The Cloak of Dain:  During the next Warriors Phase, the Wizard may ignore 1D6 wounds and gains a Magic Resistance of  4+.

6 The Green Eye:  One random Warrior is stuck by a glowing green orb which causes 1D3 Str 4 hits.

7 Spiral Stair:  The Wizard climbs a misty spiral staircase high above the Warriors.  For the duration of the next Warriors Phase he affected by the Levitate spell.

8 Peace:  One random Warrior must make a Will Power test or be overcome with serenity.  For the duration of the next Warriors Phase the Warrior may not move, shoot, attack, or cast spells.

9 Emerald Pool:  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.

10 Drain Life:  One random warrior feels his life being drained away and suffers 2D6 wounds with no modifiers allowed for armor.

11 Earth Blood:  This Wizard vanishes from the board to bath in the earth’s blood.  At the start of the next Monsters Phase he will reappear on the board completely healed and will cast another spell immediately.  If the Wizard is already completely healed then re-roll this result.

12 The Jade Casket:  A random Monster that has been killed in this battle will be restored to full wounds, appearing next to the Wizard.  Magic Items are not retained, spells may not be cast, and the recipient may be destroyed by a Dispel Magic spell.

