
of Oqre power) in the second rank. You have 3 rounds lo d.efeal
Tlte beasls belore the caII goes out for reinforcements. you qain
50 XP for this quest.

Bonus: \our opponent qains 20 XP if lhe secrel of Th,e wasle.
lands is protected.

IERRAIN

Battle comes Io you, and the decision on wIterc it will hap-
pen isn't always yours. A Ieffai:n is used To represenl llte loca-
tion of a specific battle; it alTers lL.le normal. game in some
fashion. TIte tercain tn effect is not known by the players
altead, of time, so lh1ey ca:n:nol a\Ter lheir deck to avoid possible
penal|ies. League orqanizers can determine in which fashion
they will use Terrain Of at aID, andLtow it will change each
week. Terrain ellects lhe league in The lollowinq way:

permanent: A random Iefiain is in effecl Tot enlire week. AII
qames being played durinq This time are under the effects of
llte same Terraifi.

Temporary: Before any ba|Il,e, one playet rolls a d20. If the
roII ls 5 or less, lkten only TL'Le crrrre:n| game is under lhe effecT
oÏ a random tercain. OTherwise it acts as permane:nl leftai:n.

TenainI-DwarvenCaves
The batlle raqes wilLtin The a:ncianT caves of Tlte dwaryes.

Shoulder-to-shoulder you stand with your comrades, forcinq
yoùr way to the front line. Howeyer, IL1,e narrow passaqes
restrict yout movemenl.

Rules: Armies may never be more than 5 cltaraclers wide aI
any poinl durinq The ba|tle (cltaracters may not moye forward
or be brough| into play if this would make the army 6 widù.

Terrairr- 2 - Nothrogr Swarnps
Lying before your matclinq army is alarge dismal swamp.

Within,its mack your next baIIIe awails. Your steeds Lake lonq
carelul steps to avoid slipping.

Rules: Sleeds may :nol be spenl as an aclion To rnove for-
ward or backward a rank.

Terrain3-HighWinds
The winds ltave suddenly picked up with tremendous force,

driving dust and dirt into youî army's eyes. \our archers
sTrugqle to focus on their Tarqels.

Rules: AII ranged allacks suffer a -I penalty.

Terrairt lt - Open Fields
Belore you lay fietds of qo1d, soon to be stained crimson

with the blood of your enemies. Your troops ltave an easy Time
seeing Th.e enemy before Them and making lactrcal maneuvers.

. Rules: Charactets may moye an additional rank wlten
spending to moye. Normally this will allow a clraractet Io
move up to two ranks by spending. Some cltaracters such as

Orazhuk may move 3 ranks, with his specra\ abiliTy.

Terrain 5 - Mountain Pass
Ïhe greal rocks tower aboutyour army as it progresses

down throuqLt Tlte mounlain pass. \our generals have a diffi-
cult time coordinating their forces.

Rules: Pl.ayers may :nol play morc lhen 2 characlers eaclt
lurn durinq thls battle.

Terrain 6 - Strange Voices
A slrange mist rises from The qround,, surrounding you and.

your troops. You swear lhat you hear ih.e voices of your aîces-
tors calling to you, and lL:teir a:ncie:nT wisdom LteIps your army.

Rules: AIl difliculty checks Ilnat players roll for are mad.e
with a +2 to the roll.

Terrain 7 - lltission of Death
\our army has its disposal a klller, lrained, in the arts of

assassination. She is on a sinqle mission Io d.eslroy your
enemy, knowing full well IhaT she wlII neyer relur]n.

Rules: Once per qame, any player may dlscard, a card, from
Ihelr Ltand to use as alevel5 classless action with the follow-
ing IexI:

React: Pl,ay before this ch-aracler makes a melee slrtke roII
tarqetlng a spenl opponent. The strike roll is considered a
"naTural 20" or"naluralIg" (player's choice), and inflicts an
additional wourd

Terrain 8 - Foq of Forgetfulness
The site of ïhe current baIIIe is an ancient burial qround,

unbeknownst to either of ll:re armies involved. As the fiqht
taqes o]f, a sïrange mist envelops the participants. The fog
prevents yovr atmies from temembering their special Trai:ni:ng.
They must concentrale simply on sTayinq alive.

Rules: AII cLlaracters, except for your Warlord are consid-
ered To Ynve Blank TexI boxes, wlTh the exceplrcn of those wlth
Facllonal a\lgnmenl (This may acIually benefit some ch,aracTers
such as the lirerid-ge Cyclopù.

Terrain 9 - Support ofthe Guilds
The quilds Itave many resources, lhe leasl of which is addi-

tional bodies to help your cavse.
Rules: AI Ilrc beqi:n:nt:ng oI The game (a|Ter IIte players' in1-

tral armies are revealed), each player may add two additional
Ievel 1 cLt aracters and one addilional leyel 2 cltaracïet to his or
her army from their deck.

Terrain lO - The Generals
Your Warlord's commands on tlle balTlefleld must be car-

ried out without question. Tltere ate those of qrcaler experT-
ence within yovr army to help these orders reach |heir desli-
nation.

Rules: At llte beginninq of Ihe game, wltile players are
revealing their starting armies, each player may sTarl with a
l,eveI 3 cLtaracler, in the third rank, lo represenl this additional
knowledge oI baTTTe. Choose your general wisely.

Terrain ll - Uh Oh-..
Something l:Las gone terrlbly wrongl One of Ikre wizard.s in

the current batTle Ltas had his spelir backflre. Inslead, ol sharp-
eninq his arcny's weapons, it has instead dul1ed them! The
effecls are far reachinq, and the miscast spell reaches both
arsenals equally.

Rules: For thls battle, only one wound is inflicted wilIt eaclt
melee s|nke, rcgardless of other effects. Spells are not affecled,
by this Ierrain.


