Warhammer Rules
1. Hero Phase
	a. Wizards can cast spells
		i. Roll 2d6: if the total is higher than the casting value, the spell is cast
ii. Any enemy wizard with 18” can attempt to unbind the spell: roll 2d6; if the total is 
higher than the roll to cast the spell, it is unbound and fails
[bookmark: _GoBack]	b. Heroes may use command abilitiesBASIC SPELLS
ARCANE BOLT
Casting Value: 5
Range: 18”
If successfully cast, the target suffers d3 mortal wounds.
MYSTIC SHIELD
Casting Value: 6
Range: 18”
If successfully cast, the wizard or another unit within range has a +1 bonus on all save rolls.

2. Movement Phase
	a. Each unit may move up to its Move characteristic
	b. May not move within 3” of any enemies
	c. Units may run: add 1d6” to its move
	d. Units which fly may pass over others
3. Shooting Phase
	a. Units may fire whatever missile weapons they have
	(See the rules for attacking in the Combat Phase below)
	b. May not shoot if they ran or retreated this turn
4. Charge Phase
	a. Any unit within 12” of an enemy may charge it
	b. Roll 2d6”, if it is enough, the unit charges the enemy
	c. If it’s not enough, the unit does not move
5. Combat Phase
	a. Pile in: models in combat move up to 3”
	b. Attacking: each unit attacks with whatever melee weapons it has
i. Roll one dice for each attack; if it equals or beats the To Hit characteristic of the weapon, the attack succeeds.
ii. Roll one dice for each hit; if it equals or beats the To Wound characteristic of the weapon, the attack succeeds.
iii. The opposing player must now roll an Armor Save for each wound suffered; if it equals or beats the Save characteristic of the wounded model, the attack fails
iv. Models in cover (entirely within a terrain feature) receive a +1 bonus to save
v. Mortal Wounds ignore armor saves
vi. Some attacks do extra damage; this is now resolved
6. Battleshock Phase
	a. Roll d6 and add the number of models from that unit that were slain this turn
	b. For each point that this total is higher than the unit’s bravery, 1 model flees
	c. The player who controls the unit gets to choose.
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