War of the Rings

Background

For most, the Sashelon race is nothing but a legend that exists only in children’s fairy tales.  But to the more learned, they are far more.  For Eons this race of elusive creatures have existed in obscurity keeping to themselves with only rare excursions to the outside world. Even then, their excursions were short and only to the nearest kingdoms where they could find particular trade goods.  Their physical appearance is similar to tall, skinny elves with one major exception.  Mysteriously, their skin glowed blue. 

Some scholars suggest that these beings are from the stars, others, that they are from another plane of existence, and even others claim that they are actually magical creations of an unknown but powerful magic user.  Whatever their origins, it is generally agreed that they can manipulate the flows of magic better than all other races in the world combined.  There is but one rumored city of Sashelon, it is referred to as the Celestial City.  The city is supposedly located deep in a forest and jealously guarded, though the Sashelon rarely harm any but the most dangerous, relentless trespassers.  Because rumors of its existence have circulated wildly, treasure seekers and mercenaries alike have often ventured to seek out and loot the fabled riches of the Sashelon.  But through the centuries, every known expedition has either returned empty handed after wandering aimlessly throughout the Celestial Forest, as it had came to be known, or has disappeared from the face of the world never to be heard from again.  

The few times Sashelon sightings have been reported have been the rare occasions that they have traveled to nearby cities to trade for items that they seem unable to make for themselves.  On these trading trips, it has been reported that the only thing the Sashelon have ever offered in trade are magic rings.  These rings are wondrous items that only the Sashelon seem able to create and they rarely have difficulty in securing most of everything they require by trading a single ring to a willing, often zealous merchant.  On few occasions have the Sashelon on these trips ever been molested, for all attempts of harming them or stealing from them has never ended well for the perpetrator.  Over the years, the kingdoms located near the Celestial Forest have acquired several of these rings, and they are considered highly prized artifacts.   Wars have been waged over the acquisition of a single ring.  

Then, a day not long ago, a Ranger appeared in a disreputable border town with folk of many kingdoms within it and told a tale of how the Celestial City had been abandoned.  This rumor spread faster than a great windstorm, and soon a multitude of kingdoms had sent scouting parties of increasing sizes to determine if the city was indeed located and abandoned.  Soon reports returned that not only was the city abandoned, but also great treasures and wondrous magic had been left behind.  The treasure was being found in the city itself, and in a newly discovered catacomb that sprawled underneath the city.   All kingdoms that border the Celestial Forest immediately laid claim to the city and it treasures and sent forces to make good on their claim.  So Started the War of the Rings.

As the preliminary battles were fought between the competing kingdoms, it quickly became apparent that no single Kingdom could prevail as the others would ally against whichever Kingdom began to gain the upper hand.  So the wiser kings began to form more permanent partnerships with other kingdoms.   Soon, the weaker kingdoms either withdrew from the War, or were destroyed.  Currently, only three alliances remain, and all are making a play to secure the Celestial City, or at least plunder its riches.

Objective:

You and your ally have been sent here to follow up scouting parties already sent into the city.  Your orders are to recover as many magic rings as you can, and kill as many interlopers as possible in the process.  Do not forget to recover magic rings from the dead (friend or foe).

Forces:

Each Team has two players, the City Player and the Dungeon Player.  Each player brings a total of 1000 points of troops.  The team members decide between themselves which will be the City Player, and which will be the Dungeon Player.  These are only names to distinguish the players and have nothing to do with game or what they are allowed to do.

City Player

Force 1: 500 points (Max).  Deploys in the city.  Must be in designated sector and within 18” of the center but not closer than 12” (movement distance, not “as the crow flies” distance).

Force 2: 500 points (Min). .  Deploys on flanks of Main force.  Flank deployment boxes are 12” x 6”.  A minimum of 150 points must be in each of the two Flank areas

Dungeon Player 

Force 3: 750 points (Min).  Deploys in the Main Deployment area.  Must be in designated sector.

Force 4: 250 points (Max).  Deploys in Dungeon.  Must deploy in designated area in the dungeon.

Each Player must use normal force structure rules when constructing their total 1000 points with the following additions:  A player may not have more missile capable MODELS then non-missile capable models.  Each player may have up to one individual more than the number of warbands.  No more than one magic user per Player (includes Shamans, Alchemists etc).  When splitting the 1000 points into the different forces, it is acceptable to split squads across more than one force.  When doing this however, it may become difficult to remember which models go with which squads, so they must be adequately marked.  Also, since the all the warband is still activated at the same time, forgetting to move a model when the warband is activated may become a problem, and cannot be un-done.

Forces must be deployed in the following order: Force 4 (Dungeon), Force 1 (City), Force 2 (Flanking forces), and finally Force 3 (Main Force).

Game Completion

The game must finish at least four turns.  At the end of the fourth turn and at the end of every turn thereafter, a vote is taken to end the game.  If two teams vote to end the game, then the game is over.  Any Team completely wiped out automatically votes to end the game.  A team must vote and a team is allowed only one vote so the team members must come to an agreement.

Points

· Points are scored for the Team, so both team members get the same number of points at the end of the game no matter what.

· 1 point for every full 300 points of enemy models killed (Summoned troops are worth twice the cost of the spell divided by the number summoned). For every Magic Ring a team retains at game end counts as 150 points of kills (this means each team starts the game with 600 points of kills).   Models killed by something other than enemy actions do not count towards the point total for any team.  Any models panicked at the end of the game count as killed by what every enemy caused them to panic.

· 1 Bonus victory point is given to the team who has the most Magic Rings at game end. If it’s a 2-way tie, then 1 point goes to each team, if its a 3-way tie then no points are awarded.

· 1 Bonus victory point is given to the team with the most kills (not counting rings).  Any teams within 50 points of kills of the leader counts as having tied.  If it’s a 2-way tie, then 1 point goes to each team, if its a 3-way tie then no points are awarded.

Special Rules:

· If a player forgets to invoke some special ability or power, then only the very last roll or action may be un-done.  Actions previous to that cannot be un-done unless it is found that a model was thought (and played) to have MORE ability that it really had.  Even then, it cannot be undone on a different turn.

· Magic Users may only be in Forces 2 and 3.  

· No pre-game spells

· Models may never deploy within 3” of a ring marker (even with infiltration).

· Squad coherency rules are suspended for this game (that Should be interesting).  However, the Hail of Arrows special ability may only be used by models within normal squad coherency of the leader, and any warband member that infiltrates must deploy within normal coherency of the warband leader (after the initial deployment, the model is no longer required to stay in coherency).

· There is lighting in the dungeon, but it is poor.  Therefore all ranges (CR and MR) are halved and the MW of the firing model suffers a –4 penalty when the target is in the dungeon.  For Dwarves, the MW penalty is only -2.

· Size 3 models and flyers may not go in the Dungeon, all other models must be able to physically fit (the model itself) comfortably through a door to pass through it (I.E. WYSIWYG)

· Every Player may pick two magic rings from the list.  No magic ring can be duplicated between the two players on a single team.  (I.E. they need to coordinate their items).

· Each player gets 3 general wound markers.  At any time during the game when model of his takes a wound, he may expend a wound marker rather than take the wound.  This represents the fact that all forces taking part in this battle are especially battle hardened.  Markers may never be used for a allied model.  The three Extra Wound markers each player has, must be expended on three different models (i.e. a model may never receive more than a single “free” wound).

· An un-panicked model leaving the table does not count as a casualty, and any magic items it was carrying count as recovered magic items for the model’s player.  If a panicked model leaves the table it counts as a casualty for the closest enemy player and any items the model had are lost.

· Mounted and Flying troops may run, but a flying model that “runs” may not drop a height band for free.  Chariots may still not run.

· The Infiltration special ability cannot be used to infiltrate models into the dungeon.  Models in Force 4 may not infiltrate.

Board Setup

The Center of the board is dominated by a city (lots of towers and buildings, everything we can get).  Under the city is a dungeon that will be on a separate table, the dungeon is not considered an underground/subterranean environment and instead is treated like buildings.  Surrounding the City are lots of forest pieces (every forest piece we can get).  Three Portals are between players, one in the center of the city, and three in the dungeon.  Ring markers will be scattered through the Dungeon and city and perhaps even some in the forest.  When a model recovers one of these markers, he checks to see what it represents by rolling on the Magic Ring Table.   If it something useful, he may immediately begin using its powers.  A rough concept of the board is shown below:
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The Dungeon will hopefully be supplied be Chris and his Dwarven Forge stuff.  The Actual layout of the Dungeon will have to wait until game day but this is the basic concept:
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Portals

A model may not use portals more than once per turn.  Portals may be entered from either direction and exited in either direction.  Portals cannot be destroyed by anything and template and spell affects cannot pass though them (they act as a wall, even their “see-though center acts as a wall.  Portals block LOS (even their “see-though centers”).  When using a portal roll on the Portal table below.  Note that rolls are made on a per model basis and not a per unit basis.  Model may not “charge” out of a portal, but may enter combat but with no charge bonuses.

	D20 Roll
	Effect

	1
	Exit from Portal A

	2
	Exit from Portal B

	3
	Exit from Portal C

	4
	Exit from Portal D

	5
	Exit from Portal E

	6
	Exit from Portal F

	7
	Exit from Portal G

	8-18
	Exit from Portal of your Choice

	19-20
	Lost in Limbo, place model to the side, they may attempt to exit again on their next activation.


Magic Rings

The number of Ring markers in the game and placement will be:  

a. Three above ground but not in the city, 

b. Four above ground in the city

c. Eight in the dungeon

d. One additional Ring marker will be in the dungeon witch is a fake

Each player prior to the game may select two magic rings from the list below and assign them to a model of their choice as long as the following rules are followed:

· The two players on a team may not duplicate rings.  I.E. the four rings belonging to a single team must all be unique.

· No model may start the game with more than a single ring.

· Models with magic rings must be clearly marked, and which ring the model has is public knowledge.

· A model may never wear more than 2 magic rings, though it may carry any number.

· All rings owned by a team must start the game assigned (i.e. a model cannot be just carrying it)

· Once a ring is assigned to a model, the model may use its powers. The powers of a ring start working at the end of the activation in which it is assigned.

· Once a ring is assigned to a model, the ring may not change hands unless the model is killed

· A model may carry a ring without assigning the ring, but then the powers may not be used.  

· Unless stated otherwise, the ring’s powers affect the entire model.  The Exception is stat increases.  The owning player may choose which stat is increased if there is more than one for a model.  For Instance there are multiple “sub-models” on a Chariot each with its on ST stat.  If that model is given the Ring of Strength, then the owning player may choose to give the strength bonus only to a single “sub-model”.  The owning player may only shift the bonus to another “sub-model” if the first one dies. (Does not cost an action to do this)

· All rings and their powers are disclosed at the start of the game.

· A ring may be retrieved at a cost of 1” of normal movement (per ring) and cannot be retrieved on the run or charge.  Flying models must land before retrieving a ring. Chariots and mounted models must expend 3” of normal movement instead of 1” (per ring).  Any model may retrieve and use a ring.  A ring may be recovered from a body or from a marker in the same manner.

· If a model is only carrying a ring and wishes to give it to another model, the models must be in base-to-base, and BOTH models must expend the same movement as if recovering a ring.

· Assigned a ring does not take an action.

· When a treasure marker is recovered, the model may immediately roll on the magic ring table to determine what king of ring he found. Any powers of a retrieved ring (if the ring is worn) start working at the end of the activation of the model that retrieved it.

Table of Magic Rings

	Roll
	Name of Ring
	Act Roll
	Brief Description of powers
	Note

	1-3
	Ring of Skill
	NA
	+2 to CC
	

	4-6
	Ring of Accuracy
	NA
	+2 MW
	

	7-9
	Ring of Power
	NA
	+2 PW
	

	10-12
	Ring of Command
	NA
	+2 LD
	

	13-15
	Ring of Action
	NA
	+1 AC
	

	16-18
	Ring of Hardiness
	NA
	+1 W
	

	19-21
	Ring of Strength
	NA
	+2 ST
	

	22-24
	Ring of Speed
	NA
	+2 MV
	

	25-27
	Ring of Toughness
	NA
	+2 A
	

	28-30
	Ring of Deflection
	NA
	-2 Def
	

	31-32
	Ring of Polymorph
	NA
	-1 S (does not work for size 1 models)
	

	33-34
	Ring of Regeneration
	10(6)
	Expend actions to attempt to heal self. 
	1

	35-36
	Ring of Transport
	13
	Expend actions to attempt to transport self in up to 15” jumps.  
	2

	37-38
	Ring of Damage
	NA
	Increase damage of Primary Weapon 
	3

	39-40
	Ring of Fear
	NA
	User causes horror (same as cause fear but fear tests are made with at a –4)
	

	41-42
	Ring of the Forest
	NA
	Gives user Forrest warrior capability.
	

	43-44
	Ring of the Ram
	NA
	Gives user a Ram attack of Damage 10
	

	45-46
	Ring of the Gazelle
	NA
	Gives user the Leap Special ability
	

	47-48
	Ring of Bravery
	NA
	Makes user immune to Panic and fear
	

	49-50
	Ring or the Wraith
	NA
	Gives user he Hide special ability
	

	51-52
	Ring of Combat
	NA
	Gives user the Feint Special ability
	

	53-54
	Ring of the Dead
	NA
	Makes user immune to missile weapons
	

	55-56
	Ring of the Hunt
	NA
	Give user the Hunter Special Ability
	

	57-58
	Ring of Luck
	NA
	Re-roll any single die roll once per turn
	4

	59-60
	Ring of the Lion
	NA
	Gives user the Ferocity special ability
	

	61-62
	Ring of the Void
	NA
	Makes user immune to magic spells. 
	5

	63-64
	Ring of the Flame
	NA
	Makes user immune to fire based attacks
	

	65-66
	Ring of Ice
	NA
	Makes user immune to cold based attacks
	

	67-68
	Ring of the Hawk
	NA
	Gives user the Eagle Eye Special ability
	

	69-70
	Ring of the Dragon
	NA
	Once per turn user may spend an action to breath flame.  
	6

	71-72
	Ring of Ethereal
	15
	User may attempt to move through terrain and obstacles without penalty.
	7

	73-74
	Ring of Phasing
	NA
	Any hit to a model has a 25% of passing through it doing no harm.  
	8

	75-76
	Ring of the wolf
	NA
	Passes all spot checks automatically.  Still needs to expend actions to spot.  
	

	77-78
	Ring of Magic Missile
	NA
	User may fire magic arrows from its finger (one per action) as if the model had a long bow (normal shooting rules, not an auto hit).  Model Does not count as a missile capable model.  CR:18 MR: 24 RM –3 DAM:9
	

	79-80
	Ring of Vanity
	NA
	All enemy models within 6” are –2 to their LD due to the enchanting aura of the user.
	

	81-82
	Ring of the Chameleon
	NA
	User gets the Chameleon special ability
	

	83-84
	Ring of Rage
	NA
	User gets the Berserk special ability
	

	85-86
	Ring of Healing
	13
	User may attempt to heal one wound as in the Breath of Life potion.  To succeed, user must roll a 13 or less.  The Attempt costs one action.
	

	87-88
	Ring of dispelling
	14 - Level
	User may spend one action per turn to try and dispel any magic spell that leaves something on the board (summoned troops, templates etc.).  To be successful, the user must roll equal to or less than 14 minus the level of the spell.
	

	89-90
	Ring of Initiative
	NA
	Adds +4 to the initiative roll at the start of each turn.
	

	91-92
	Ring of Sex
	NA
	User’s love life is improved ten fold
	9

	93-94
	Ring of Joy
	NA
	User never gets violent or stupid when drunk
	9

	95-96
	Ring of Agreement
	NA
	User always finds a way to accept all arguments raised against him
	9

	97-98
	Ring of Propriety
	NA
	Words leaving users mouth are censored so that stupid or crude things are never said.
	9

	99-100
	Ring of Vanity
	NA
	User looks real pretty and can pick up chicks with ease.
	9


Note 1: 
May try to heal self once per turn at a cost of one action per roll.   Must roll a 10 or less to heal a wound, may continue to make rolls as long as the rolls are successful.  If in base-to-base with an enemy, must roll a 6 or less.  All actions spent to heal must be spent without interruption (may not do heal-move-heal).  A failed attempt results in the loss of the action.

Note 2: 
Expend actions to attempt to transport self up to 15”.  May not transport into base-to-base contact with an enemy.  Attempt is successful on a roll of 13 or less.  If successful, user may make further attempts in the same turn.  All actions spent to transport must be spent without interruption (may not do transport – fire - transport).  A failed attempt results in the loss of the action.

Note 3: 
The chosen Weapon (must choose which weapon, it will not change) gains a x1 to the damage (i.e. normal goes to x2, x2 goes to x3 etc.).

Note 4: 
Once per turn user may re-roll any single die roll he is forced to make (must be something directly affecting that particular model)

Note 5: 
Makes user immune to magic spells. Only effective on the turn spell is cast and includes potions, pods and such.  For spells that leave something on the table, user is effected normally after the turn in which it was cast.

Note 6: 
Use the Soul Flayer Template and rules.  Damage is 10.

Note 7: 
Must roll a 15 or less to be successful.  If successful the model may move normally (may not run or charge) through any kind of terrain, walls etc. without penalty.  May continue to make attempts in same turn until an attempt is unsuccessful.  Vertical movement still counts normally.  If model ends movement inside an obstacle, it is automatically killed.

Note 8: 
It a weapon has a x2 or more modifier, only a single roll is made to see if they all hit, or all miss.

Note 9: 
This ring has no real value in the game (no matter what) but still counts as a magic ring for victory purposes.
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