ARENA OF BLOOD

: by Gav Thorpe
This month we've got a real treat for all our readers - a
free game! This gladiator-style game features deadly
Dark EIf Wyches fighting to the death in the arena. Just
punch out the counters, make the stand-up card
warriors and unfold the battleground poster, and you're

ready to get playing.

“The Wyches are a powerful -arganisation
within Dark. Eldar society. - They fight. .
gladiatonial batlles in front of bloodthirsty
crowds,. honing their fighting skills and
striving for fame and: glory. The Wyches
specialise in a particular fighting style, with
fitual - weapons. Life is often bloody ‘and
shorl for a Wych. but.thoss that prosper can
earn great prizes and the-adulation of the
Mas5es. ]

A successtul Wych can eam great physical
rewards as wall as fame. The arenas are
the scene of much gambling, with
exiravagant wagers. being made on- the
outcome of a particular fight. Thousands of
slaves, the fate of worlds, power and
favours are all gambled on a fighter's skill at
ams. If the Wych performs wall and eams .
their sponsor much weaith and power, they
will in tumn gain many skaves and riches for
themsaives.

In Arena of Blood each player takes the part

Making your
card Wych warrior

First fold the card Wych
warrner in the middle so
that both sides are
back o back. Mext fold
the two shor tabs
outwards.,

Finally fold the long
nexagonal tab

under the two

tabs to make a

base and glue it with
Supergiue. Your card
Wych is now ready to
do battle in the arana
(of coursa, you can use
your own painted Wych
miniatures if you prefer)!

of a Wych, fighting in an arena of the hellish
city of Commorragh for the pleasure of their fellow
Dark Eldar. It is a brual and bloody affair, and each

weaknesses. There are no rules, the fighters will
use any means possible to defeat their foss. Victory
is simple - the last Wych left standing is tha

Wych has their own particular strengths and

Winner. ..
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Woundsfdctions points:
The number of things a
Wych can do in their tum is
datermined by their Action
Points. The number of
actions points a Wych has
relates to the number of
Wounds they have
remaining. A Wych reduced

s remaved from the game

THE FIGHTERS
Each of the, Wyches has a
game card which -details
how thizy fight in the dreng.
The Tcard shows
fellowing informatian,
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Special Rules:
Any special rules
that apply

STARTING PLAY
Bafore  setting up . their
Wychas, the players must
design the -amena. Each
player rolls a dice.
Starting with the highest
scering player- and working

clockwise around the table:

each _playar takes jt-in fwn fo

place one of the murder stakes

counters in a hax in the arena. Only one countar is

placed in-each hex, but other than this there are no
restrictions. Onade allof the murder stake couniers
have been placed, you are ready 1o stant fighting.

Each player selects one of the Wyches at random ta
sea who they will fight as. The' players all then roll a
dice; with the highest scorng player satting up first
and then working clockwise around the players. A
Whch must be set Up in a hex on thie edge of the
board, no-closer than six hexes to another Wych, The
players-theq roll off again to determine whao goes first,
with play proceeding clockwizse frofm the first player.

- The front of ‘avery Wych mﬁiﬁr'mmi face towards

ona of the hexsides. A Wych -has-an ‘attack arc’ as
shown in. the diagram above. A Wych can only makea .
attacks against, and react 1o, an enemy whao is within
this attack arc. Wyches can change facing freely
during their tum. but may not change their facing onee
the player has finished completing . their tirm
(exception: see Knockback and Murder Stakes
balow).

ACTION POINTS
In their tum Wyches
can move and attack.
The  amounts~ of
movement ~and
altacks they can make
Is regulated by their
Action Points (AP). The number ol AP Wyches have
each tumn is determined by their Wounds value, as
mdmaladnnﬂmgarn-acardsfhﬂmtmﬂkn!vwr
warmor's wounds with the Wound marker)

" Ieosls one AP o mave Into an'empty Hex; only oni

Wych may otcupy a hex atany time’ i an ensmy
Wych iz in an adiacent hex within tha Wych's altack
arc, they may make one or more atacks. The cost of

aWych's attacks is shown on their game card. Wych's

may comiing mavement and Sttacks inany order they
wish. For exampla, they could move-attack-move,
attack-move or even attack-move-attack-move. Thera
is no Jiml o the-number 'of AP that can beSpent on
moving and-attacking, within the number of AP the
Wych has for the tum: A Wych could also attack
sevoral ‘different foes. during their um if they have
sufficiert AP ;

MAKING ATTACKS
As noted above, 8 Wych who has anenamy in an

- adjacent hex and within their attack arg.can make one
or more attacks, Each ttack on the. Wych's game

gard lists.a To Hit ralt and a To Wodnd roli. These are
the seores required: 1 hit the target and inflict &
wolind. The procedure for making an atack is as
follows: d

1. Roll to-hit. The player rullaf-a dice.and must-scons
equal to or more than the req.l.ured To Hit rofl. If they
score less then the-atlack has miﬁsad.

2, Roll io wound: Having suecessfully hit, the player
must score equal o moke than the indicated number
of one dice. If they fall then their atfack has only
inflicted a scralch, small cul-or otherinjury which doas
niot impair thair opponent's fighting ability in any way.

~ '3, Make armour save. If a target is hit and wounded,

they may make an armour save, They must roll equal
1o ar.ovar their armour value on & single dice. if they
succeed then the wound has no-effect. If thay fail; their
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and the Harget, hmﬁndlﬂ@ - moves, into Your Wyth's altack are, but. .
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sbiccessiul they roll to wound'and: ﬁq!r r_r[aEe " cannot beé reacted to, but you do gel to react-if they
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Ranged &l‘tat:iss must be.made within the attack are Bl A, ' MURDER STAKES :
a Wych, like any ofher attack. Here, Druath is'shodling” ~ Some hexes are filed with murder stakes - vicious ©
at Kohriiek. Kahriigk,i& 4 hexes away fom Dt s " " parbs and blades that rend flash and break bones.
b will g e '“l"“- & 57 Ao note that the outside of the arena is lined with
R L ‘-.';"mmrﬁnkmmmlhmdelmaﬂumpﬂmma
Example of 5 e i‘mgfmh‘ﬂ.ﬂﬂﬂr Etakasmaqlacus'tmEAF' and moves
J " into tha hiex or the direct opposile side of the murder
ranged altacice ' stakes, However, roll a dice, and on & score of a 1,
tha Wich takaa‘t hit as thay make the jump and
‘must make an dMmour save of lose-a Wound.

Wmn a Wyich jumps over mlrder stakes, they must
. ./ end'their moveéin the hex on the exact opposile side,

- Dnly one hex:of murder stakes can be jumped over
a! 8, ﬂma

o i Cnrrect jumping
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as = polsoning tlﬁair :
enemies " rather . thar
wounding them. The
procedurs is the same
as:fora nommal- a_rur'._.t'
but-nstead of-the
down “ona place Hf Tﬂllmrmﬁam i)
‘Poisoned!t. marker ‘is “at the bottom. of their. .
Wound track. At the start'ol a poispned Wych's tum. -
roli @ dive- On a scoreol a 1, the Markermoves down:
mammamm-. If itis already af the bottom, then
it s removed. Ifthe roll I8 & B the marﬁ.gnlsnwmﬁme
place 'up b tack. I the poison avar reaches the
Wycl's wounds marker, the Wych mumba to the

- Ioxins-coursing thiaugh s veins and is rqmnl.rqd asa
pasbaliys Sl "

Soma mat:ksﬂn{nﬂ-c: Knockbiack — thrusts ;n:;nlaba
that can send.an‘opponent reeling from:ine bietw-If a
knockback attack’ hits” its, target, you, can-foll ' for
kniockback. in addition to' rolling for wounds. Roli ona
dice andtry 10 5Cor8 equal to or more than the aftack’s
kfgckbackqumber. If successiul the target is knockad
back. A knooked back Wych is moved one hax directly
away from their aftacker, and tumed 10 face them. The
attacker may follow up into. the’atated hex for Ag-AP R
cost and no enemy may Make & reaction dgainstthem -~ I a model mvoluntanly efters & hex with murder
during this free move. f-a Wych li-hbﬂhad'ﬂm:.h'ﬁﬁ}‘ ' slakes in — by & knockback, for example - they must
a hex occupted by ancther h’ch. IHB‘SBGﬂﬁd 'i"-’-_.?é'n is" - make an amour save-or lose as wound as above: In
ralan knocked bﬂm il addﬂﬁ'l, they move olt of the hax immediataly in-a
random direction. Number the hexsides 1-6 and roll.a
duﬁw ummh direction they move in. The Wych
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Example of play

ARENA OF BLOOD

will finistithis move facing-away frofm the
milrder stakes. Models dannol move oft
the. board for any reasen, il a madet is
knacked-off the bodrd: the Wych iakesa
_hit'as nnnmi bt they are ot namrmii

-EXAMPLE OF PLAY

It b= Mordrakha's e hhrdmrma hes 2

Wounds remaining ‘and <o hag 6 Action

Points. He ?d’s ‘3 Action Painits

.. mayving next fo Driath As. Mordrekha

Has moved: mtoa hey, adpcent-o Druath and ‘within

-<his-attack Arcl Druath can make a reaclion. Druath ©

elects to shool wilh fis. splinterpistol. He'must rolla'2

ormore to hit Mordrekha, and susceeds. However; His)

4. or more roll to poison his enefy fails. Wardnekkia
can now continue wilth-his dm.

. STAKES
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i
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Mordrekha decides 10 atfack, -and pends 2 Action
Points togo into g frenzy. He rolls a chea and seores

4, which means he can'fake 4 attacks: The attacks-

need @ or more to hif, and Mordrekha folls'a 2 3. 5
and 6. Jndicating two hits. He then molls to wound,
ming‘twu 4a; which is 2 wounds, Druath has'a 5+

saving throw, and rolis 2 thee, scoringa 1 and a 6, 50

. ghe wound Ts-saved and he loses one wound,

"'?u'-h:hrl:lrekha' then"

uses - hig/ - Jast
remaining actian I:I'Jtl'lt to ﬁtﬂﬁ '.‘I‘FETBBH:

g amifﬁ'::lm Druath.

LINKING YOUR GAMES

IF"wou “wish, you can play several

games of Arena al Blood and link them

together, with surviving Wyches getting: -

maore skilled as IHEH continue, This ig

called a campaign. Each player stars

with ong Wych ‘feam’, that consists of

one of each of the Wyches (i's a good idea if you've.
got-a copy.of the cards aach, n caza WD of moma

- players want to field the same Wyeh in a fight). You'll®

need some paper o note down the status of yolr
Wych team over the course of the campaign.

At.the start of each fight, each player selacts one of -
thiir Wychas fo take part. The game (hen procesds
as normal. Wyches that are killed are remowved fram
your team and cannot be used again (although see
the ideas about buying in new fighters below)

FAME [I'M GONNA LIVE FOREVER!)

A'Wych wha kills an enemy gains +1 'fame’; nole this
dowr. If 2 Wych kills an enemy with a higher tame
rating. then their cwn, they gain an additional +1
fame. If a Wych survives the fight, each point of fame
they have alldws them o re-roll one dice a lum. A re-
roll is just what it sounds like — you can: pick op the
dgica and roll it again. No single dice roll can be re-
ralied more than once.

Your team also has a fame rating, which is egqual to

~the: amount of fama samed by'ils hghtm (whether

they survive or not),

ENDIMNG THE CAMPAIGN

There -are several different ways o end thn_.
campaign;

Fixed length: Fight a set number of games (say six
or seven). The team with the hlghusl fama rating at
the and. is - the ‘winner. If there is & draw, ‘the
comesting teams have one final fight to detemﬂna
the ovarall winmner,

Survival of the fittest: Keep fighling games wunfil
only one feam has any Wyches laft. These are the
-mnnars

Glory: Set a target for team fame. {555.' ten fame

S points). The first tearm to achigve this level of fame Is

the winner (worked ot affer a fight has finished, not

. during a fight)s IFboth teams pass the polnt alter the

same fight, thel team With- the highest lotal wins,
otherwiza fight a fie-braaker a5 in Fixed Lengih

ACQUIRING NEW FIGHTERS

You may like 1o have teams gain’new fighters (and
replace dead Wyches!) during yout. eampaign. If you
wish 1o do this, deduct -1 from your leam's fame
rating and: nominala the tips of Wych Yol wish.1o-
recruil, Holl a dice and eompare it to the Scores notad
below. If you canegual or beal the required scor,

-~ then that type of Wych has joimed your team. You can

make any number of moils afier a fight, but must
deduct 1 team fama for every roll,

Beamaster ar Hellion: 5+

. Any other Wych: 4+
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