NECROMANCER

In the realm of Warhammer, as in all realms, there are those who choose to spend their lives researching life, death, and immortality.  Among this group of people are the Necromancers-sorcerers who have devoted themselves to the animation of bodies after death.  The world’s first Necromancers released the curse of undeath on the living world.  While Necromancers at this time are few and far between, they nonetheless exist.    

   The study of undeath is generally shunned by the populous of the realms, and too in the realm of Warhammer Quest, although there have been times when Necromancers have actually been the saviors of adventuring parties.  While it is generally accepted that Necromancers are evil, adventurers are often willing to look beyond that and accept them into their parties because of the skills they possess.  Necromancers can protect the party from attacks by the undead; also, Necromancers have also been known to call forth great legions to fight alongside the warriors. 

   Another reason warriors like having Necromancers in their parties is because Necromancers do not have a hunger for gold.  They are quite selfish, but where warriors seek gold, Necromancers seek the souls of their prey.  Necromancers will join a party on the condition that they get the souls and carcasses of the party’s victims-a small price to pay for most warriors.

STARTING AS A NECROMANCER

Any player may start the game as a Necromancer rather than one of the Warriors in the Warhammer Quest box.  All of the rules for creating a new Warrior apply unless stated elsewhere in this Warrior pack.

The Profile of the Necromancer is as follows:

Wounds
D6+7


Move
4

Weapons Skill
2

Ballistic Skill
6+

Strength
3

Toughness
3

Initiative
4

Attacks
1

Damage Dice
1

Pinning Roll
4+

EQUIPMENT

Necromancers start with a Staff of Souls.  This staff stores the souls of monsters slain for use in casting spells.  Whenever a monster is slain by the Warriors in the same tile as the Necromancer, roll a D6.  On a 4+ this creature’s soul is taken by the Staff and can be used to cast spells. The Staff of Souls starts play with 1 soul in it from the Necromancer’s Wandering.  The most souls a Staff of Souls can carry is 6 (at Battle-Level 1), but as soon as monsters are slain nearby it refills up to this number automatically with successful dice rolls.

Transfer Life Essence: The Staff of Souls may be used to attempt the healing of the wounds of the Necromancer and those of his fellow warriors. (target must be within SIX squares range)

The Necromancer points his Staff of Souls at his wounded comrade and a ghastly greenish mist is sent over them. His comrade gasps, grunting and grimmacing with the strange feeling of the life essence of departed souls seeping into his being.... 

The transfer of life may be attempted with or without the use of magical power (from the current turns' Power Phase). For each wound the Necromancer attempts to heal, he expends one soul from the Staff of Souls. Roll 1D6 for each wound he is attempting to heal. 

On a natural 1 - the transfer goes awry and the target instead loses 1 wound (no modifiers)*. 

On a roll of 2 - the soul is wasted providing no healing. 

On a roll of 3+ - the target is restored 1 wound. 

The Necromancer may augment the transfer of souls by spending current magic power, 1 power point per soul. For each soul augmented by 1 power the dice roll for that wound only fails on a natural 1. 

*Yes, the target may be taken below ZERO Wounds by this failed attempt to heal him. As usual, the target must be restored by some means to 1 or more wounds (above Zero) in order to avoid death at the end of the turn.

The Necromancer receives 5 gold/experience for each wound he restores upon another warrior by this means.

In addition to the Staff of the Souls, the Necromancer starts play with the Scroll of Summoning.  This scroll summons one Wight to battle along with the Warriors.  It moves in the Warrior phase at its initiative of 3, and fights alongside the Warriors.  Monsters the Wraith kills do not generate Gold for the Warriors, and it attacks the nearest creature to it, and continues killing everything it can reach until there are no more monsters.  Then it vanishes in a rattling moan and a swirl of funeral cloth.  If attacked, the Wight immediately becomes a monster and is out of the control of the Necromancer.

WEAPONS

The Necromancer may attack with the Staff of Souls.  It does D6 damage, but for every 2 souls in the staff, the staff does +1 damage, up to a total of 3 extra damage.  Strength does not add to the damage the Staff of Souls does.

ARMOR

Necromancers start with no armor, nor may they wear any armor at all if they wish to cast any spells.

SPECIAL RULES

Regeneration 1 – At the end of each turn the Necromancer regenerates 1D6 wounds up to his Starting Wounds. This regeneration ability will not work if the Necromancer is on Zero or less Wounds.
Spell Casting

Necromancers are able to cast spells, using dark, necromantic magic and bending the stuff of life and of death to their will.  Unlike the Wizard, Necromancers are not as subject to the winds of Power, instead are more reliant on the souls they harvest and gather with their soul staff and personal ability.  Although the Power die is still used for spells, the souls captured also are used, and thus no personal POW is stored nor used by the Necromancer. 

The Necromancer starts play with three spells, magic that they can use for survival with in the dangerous world of Warhammer Quest.

SOUL DRAIN (3 POW, 1 Soul): The Necromancer chooses one target and inflicts 1D6 wounds to it with no modifiers for Armor or Toughness.  For each wound the Necromancer causes with this spell he is healed one wound (if it does 2 wounds and kills the target for example, the Necromancer only heals 2 wounds regardless of the number rolled on the die).

SUMMON SKELETONS (2 POW, 1 Soul): The necromancer summons one skeleton with this spell, rising a dead body to life in his servitude, climbing out of the ground to its rattling feet.  This skeleton will fight for the Necromancer but has neither mind nor free will, and cannot be used to carry items, set off traps, etc.  It serves only as a combat unit and is placed on the tile with the Warriors.  The Necromancer may only have one such Skeleton in play at one time, and it acts as a normal skeleton, with fear, acting on the Monster Phase with initiative 2.  The skeleton attacks the nearest creature and will only attack if told to by the Necromancer.  If the skeleton is killed or the Necromancer is reduced to 0 wounds, the skeleton crumbles to dust.  Monsters the skeleton kills do not generate gold for the warriors.

NECROPOTENCE (1 POW, 1 Soul): The Necromancer gains an aura of undead power about him that causes weapons and spells and other damaging effects to be less destructive.  All dice of damage are reduced by 1 wound by this Necropotence (for example, the Minotaur does 2D6 of damage with his attack, and the Necropotence would reduce this by a total of 2 wounds, 1 from each die).

Each necromantic spell has a cost of POW and souls, they can only be cast with Power from the winds of power that sweep through the world and with the use of souls stored in his staff.  Each time a soul is used up with a spell, it reduces the number stored in the staff.  Once there are no souls in the staff, it cannot be used to cast spells with.

ADVANCED RULES

In the advanced game, you can keep your Necromancer from game to game, building up his character as he progresses from adventure to adventure.  This section of the rulebook gives you all the rules for taking your Necromancer right up to battle-level 10, including special rules for visiting Settlements, training, and more.

 The Necromancer starts at battle-level 1 as a Novice – you will find his Battle Level Table later in this pack.  All the rules for Warhammer Quest still apply in the advanced game, unless specifically stated otherwise.

EQUIPMENT

The Staff of Souls is only able to store souls that are released by killing monsters, and as such is not affected by (will not store a soul from) any undead or chaos daemons that are slain.  The Staff can store an additional 6 maximum souls for each level past the first (at level 2 the Staff will store 12 souls, at 3rd it will store 18, etc).  The chance of success increases as the Necromancer does in levels:


Novice
4+


Hero
3+


Champion
2+


Lord
2+

Any roll of 1 is an automatic failure to store a soul.  The Necromancer should keep track of souls stored in the Staff at the end of an adventure; they will stay there indefinitely until used between adventures.

ARMOR

Necromancers can wear any magic robes that act as armor and items that give toughness, but not any armor of any kind.


WEAPONS

The Staff of Souls will do an additional 1 wound for each 2 souls stored in it, up to a total of +6 damage.  Strength does not add to the staff’s damage.

SPECIAL ABILITIES

The spells are adjusted as the Necromancer increases in levels:

SOUL DRAIN (3 POW, 1 Soul): The Necromancer chooses one target and inflicts 1D6 wounds to it with no modifiers for Armor or Toughness for each Battle-Level he has achieved (at BL 3 the Soul Drain would do 3D6 damage).  

SUMMON SKELETONS (2 POW, 1 Soul): The necromancer is able to summon one skeleton at a time, but may summon up to his Battle-Level of skeletons at once.  Thus a Battle-Level 5 Necromancer may summon up to 5 skeletons at one time. 

It should be noted that in general, Necromantic spells cost less than Wizard’s spells of an equivalent power.  This is because the necromancer not only has no personal POW, but must expend souls to cast spells with.

NECROMANCERS AND GOLD

The fact that Necromancers very seldom deal with merchants gives them little reason to desire gold.  When a Necromancer makes a kill, he ignores the gold left by the enemy (he would still take treasure, though).  Mark on the Necromancer’s sheet the amount of gold the creature was worth (for leveling) but leave the actual gold there for another warrior to pick up (this often leads to interesting quarrels between warriors).  

  It is assumed that any party member would willingly make a purchase or give any money to a Necromancer that he needs-whether to pay for a campaign event or make a purchase, because of the gold they get from his kills.  If this does not come to pass, the Necromancer typically moves on or turns his awful powers upon the other Warriors.

NECROMANCERS IN SETTLEMENTS

Because of a Necromancer’s sinister appearance, most people will stay far away from him.  For this reason he gets a settlement event only once for every third day he is there.  Necromancers do not appear to ever eat, drink, or sleep.  Necromancers never pay living expenses.   If a Necromancer wishes to visit a shop, it is very unlikely that the shopkeeper would be willing to deal with him.  To attempt to visit any settlement location, roll a D6.  On a 1-5, the shopkeeper slams the door in your face.  On a roll of six, he is so terrified he lets you have any item at half price.  For the reason that he is seldom allowed in any establishment, a Necromancer will often ask a warrior to make the purchase for him.

The Necromancer may enter any special location except the Temple, but is very unlikely to receive any service.  He may enter the Mage Guild and have consultations, the Wizards are less impressed with his dark arts, and all prices apply as normal.  They will not allow him access to the Font of Power, however.  If the Necromancer somehow loses his Soul Staff he is able to gain a new one automatically when he arrives, handed it by a secretive agent of Sithis.

TRAINING

If a Necromancer raises a value of gold that meets level-raising requirements, he gains that level

Immediately without having to visit a settlement.  It is assumed that a Necromancer studies the carcasses of those whom the party has killed, and communed with his dark gods each night.   Like the Wizard, Necromancers gain spells each level that they achieve, chosen from the list given below.  Roll 1D6 for each battle-level in the same manner as Wizards for the spells learned.

NECROMANTIC SPELLS

SUMMONING UNDEAD 

Necromantic magic is concerned with the control and manipulation of dead or Undead creatures. Necromancers can summon and control Undead. A Necromancer does not have to dig up corpses, the casting of a Summoning spell will cause the dead bodies to burst through the ground ready to serve the Necromancer.

CONTROLLING UNDEAD 

Skeletons and zombies lack motivation and need to be directed by a friendly controller. Necromancers can act as controllers over any friendly Undead (summoned by themselves or an ally) within 2 board sections of their persons.  This is not a spell, but an innate ability of Necromancers, though they may use spells to do away with the need to have a controller.  However, controlled Undead must always be within the controller's line-of-sight, irrespective of any Magic in operation. 

   Intelligent Undead will obey the Necromancer and act on their own, attacking the nearest creature until it dies (choosing the most dangerous foe first).  These undead will not rebel nor attack the Necromancer, it is their lot to obey the servants of Sithis.

   Controlled Undead will continue to do the last thing they have been commanded to do until either killed, control is lost, or the Necromancer is rendered unconscious or dead.  The controlled undead act on the Warrior phase, at their initiative, cannot be used to carry items, set off traps, etc.  But one undead can be controlled for each Battle-Level he has attained, but they may be of any mixture.  Any Monsters that the controlled undead kill do not generate any gold for the Warriors.
CASTING NUMBER 1 

All of the following spells have a casting number of 1, and therefore require 1 power to cast.

BANISH (1 POW, 1 Soul)

Undead are kept ‘alive’ by the powers of the Necromancer which controls them.  If this bond is broken, the undead creature will cease to exist.  Roll a D6 for each undead monster you wish to target, up to a number equal to the Necromancer’s Battle-Level, and compare the number rolled to the Undead creature’s Initiative.  If the roll is greater, then the creature is destroyed, otherwise the spell has no effect. In addition to the Initiative text, Magic Resistance may work against this spell.

HAND OF DEATH (1 POW, 1 Soul) 

This spell endows the caster with the ability to cause Wounds simply by touching a target. The caster rolls to hit and any hit automatically causes 1D6 Wounds to the target, ignoring Toughness and normal armor in addition to any normal. Each successful touch costs a further 1 POW. The Necromancer may not use a weapon while this spell is in effect, only his touch.  The Necromancer may maintain this spell indefinitely, paying 1 POW a turn (but no souls) to maintain it, but if he is wounded the Hand of Death is dispelled

NECROPOTENCE (1 POW, 1 Soul)

The Necromancer gains an aura of undead power about him that causes weapons and spells and other damaging effects to be less destructive.  All dice of damage are reduced by 1 wound by this Necropotence (for example, the Minotaur does 2D6 of damage with his attack, and the Necropotence would reduce this by a total of 2 wounds, 1 from each die).

SOLIDIFY (1 POW, 1 Soul) 

Any one ethereal creature is forced to material form with this spell, making it vulnerable to normal weapons, and losing any Chill special ability it may have (damage done is affected by armor and toughness as normal).  This affects any one Monster on the same tile as the Necromancer, and lasts one turn.

CASTING NUMBER 2 

All of the following spells have a casting number of 2, and therefore require 2 power to cast.

DESTROY UNDEAD (2 POW, 1 Soul) 

This spell can be cast against any Skeletons, Tomb Guardians, Zombies, or Ghosts on the same tile as the Necromancer, and will affect 1D6 of the group. The creatures may make a test against Will Power to avoid either crumbling to dust or (in the case of Ethereal Undead) simply vanishing. Undead which successfully make the test are unaffected by the spell. 

SUMMON SKELETON (2 POW, 1 Soul)

The necromancer summons one skeleton with this spell, rising a dead body to life in his servitude.  The Skeleton arrives in the same tile as the Necromancer, and  is controlled in the usual manner by the Necromancer (see above).

SUMMON ZOMBIE (2 POW, 1 Soul)

The necromancer summons one Zombie with this spell, rising a dead body to life in his servitude.  The Zombie arrives in the same tile as the Necromancer, and  is controlled in the usual manner by the Necromancer (see above).

CASTING NUMBER 3 

All of the following spells have a casting number of 3, and therefore require 3 power to cast.

CONTROL UNDEAD (3 POW, 1 Soul) 

This spell may be cast against any single undead monster on the same tile as the Necromancer. The target may make a test against Will Power to resist the effects.  Individual Undead which fail their Magic test are taken over by the caster.  These Undead are now controlled directly by the caster, subject to the usual control restrictions for Undead creatures.  As the Necromancer grows in power, the Willpower check is more difficult to succeed at:


Novice
--


Hero
-1


Champion
-2


Lord
-3

This spell enables Necromancers to take over and control Undead. There is no limit to the number of Undead that may be controlled in this way, but a separate spell is needed for different groups.

MUDDLE (3 POW, 1 Soul)

Some Necromancers have used their knowledge of minds control of the undead and twisted it for use against live things.  You may target a number of creatures equal to half your battle level, rounded up.  Each target takes an initiative test; if it fails, that creature’s mind is numbed and the creature is immobile, stultified for a turn (cannot move nor fight, is +2 to be hit this turn). Cannot be used against undead or Daemons. 

SOUL DRAIN (3 POW, 1 Soul)

The Necromancer chooses one target and inflicts 1D6 wounds to it for each BL, with no modifiers for Armor or Toughness.  For each wound the Necromancer causes with this spell he is healed one wound (if it does 2 wounds and kills the target for example, the Necromancer only heals 2 wounds regardless of the number rolled on the die).

WIND OF DUST (3 POW, 1 Soul)

The Necromancer gestures at a foe, and swirling dust wraps about the enemy, withering and aging them for 1D6 wounds per Battle-Level of the Necromancer.  Only magic armor defends against this, and it ignores all ignore pain, dodge, parry, and similar effects.

CASTING NUMBER 4 

All of the following spells have a casting number of 4, and therefore require 4 power to cast.

DARKNESS OF THE TOMB (4 POW, 1 Soul)

This spell engulfs the Tile in darkness that no creature can see through.  This murk allows all creatures to move at half speed, ignoring pinning, but none can attack until next turn.  No attack spells can be cast, nor can any attack items be used.

DECAY (4 POW, 1 Soul)

Before Necromancers are able to bring the dead back to life, they must first kill the living.  Most Necromancers are well versed in destructive magics.  Nominate any enemy within 4 squares of the Necromancer.  This monster takes D3 wounds (unmodified for toughness/armor) each turn until it dies.  The Necromancer may use other skills in subsequent turns while damage is still being dealt.    

SUMMON TOMB GUARDIAN (4 POW, 1 Soul)

This spell is used to summon a single Tomb Guardian which appears on the same tile as the Necromancer. The Tomb Guardian is controlled in the usual way.

ZONE OF LIFE (4 POW, 1 Soul)

This spell creates a magical field that fills the same tile as the Necromancer.  This zone prevents any undead from entering it, and any undead in the Zone will break pin and flee it immediately.  If they cannot escape the Zone, any undead in it suffer D6 wounds with no modifiers of any kind at the end of each turn.  No undead may regenerate while in the Zone of Life, nor may any necromantic spells be cast while it is in place.  The Zone of Life lasts one turn per Battle-Level of the Necromancer, or until it is dispelled or willed to end.

CASTING NUMBER 5

All of the following spells have a casting number of 5, and therefore require 5 power to cast.

DEATH CHILL (5 POW, 1 Soul)

The Necromancer summons a wind which bites at the enemies and saps their strength and weakens them. All non-undead enemies in the same tile suffer a -2 on their toughness and a -2 on their strength until the end of turn.  Any Monster that has its toughness or strength reduced to 0 or lower with this spell dies immediately

SUMMON GHOUL (5 POW, 1 Soul)

This spell is used to summon a single Ghoul, which appears on the same tile as the Necromancer. The Ghoul is controlled in the usual way.  Ghouls are self aware and intelligent creatures and can act on their own.

CASTING NUMBER 6
All of the following spells have a casting number of 6, and therefore require 6 power to cast.

SUMMON GHOST (6 POW, 1 Soul)

This spell summons a Ghost, which appears on the same tile as the Necromancer.  This Ghost is controlled in the usual way as given above.  The Necromancer can control but 2 ghouls for each 3 Battle-Levels he has achieved.

CASTING NUMBER 7

All of the following spells have a casting number of 7, and therefore require 7 power to cast.

SUMMON MUMMY (7 POW, 1 Soul)

This spell summons a Mummy, which appears on the same tile as the Necromancer.  This Mummy is controlled in the usual way as given above, and is intelligent.  The Necromancer can control but 1 Mummy for each 2 levels he has achieved.

CASTING NUMBER 8 

All of the following spells have a casting number of 8, and therefore require 8 power to cast.

SUMMON WIGHT (8 POW, 1 Soul)

A Wight is summoned to the service of the Necromancer with this spell.  It shows up on the same tile as the Necromancer, and but 1 per 5 Battle-Levels can be controlled at once.  Wights are intelligent and self aware, and are controlled as above.

CASTING NUMBER 9 

All of the following spells have a casting number of 9, and therefore require 9 power to cast.

SUMMON WRAITH (9 POW, 2 Souls)

This Spell summons a Wraith to serve the Necromancer, arriving on the same tile as the Necromancer.  The Necromancer can control but one Wraith at a time, and it is intelligent, under the same control as shown above.

WIND OF DEATH (9 POW, 1 Soul) 

This spell causes a swirling, black wind of death to blow over the entire dungeon. The wind sucks the life energy from all living creatures, causing D6 Wounds (regardless of Toughness and armor) on every living creature it passes over, including the caster.  Any creatures not yet revealed are assumed to have avoided this effect somehow.

CASTING NUMBER 10 

All of the following spells have a casting number of 10, and therefore require 10 power to cast.

BAT SWARM (10 POW, 2 Soul)

This spell summons a horde of bats, which swoop through the tile and attack every monster on it.  Each monster suffers D3 hits of D6 damage each, each one of which they get Toughness and Armor against.  If the bats do any wounds to a target, it is so engulfed by the creatures that they are unable to act on the next turn.

SUMMON WIGHT LORD (10 POW, 2 Souls)

This Spell summons a Wight Lord to serve the Necromancer, arriving on the same tile as the Necromancer.  The Necromancer can control but one Wight Lord at a time, and it is intelligent, under the same control as shown above.

CASTING NUMBER 11
All of the following spells have a casting number of 12, and therefore require 12 power to cast.

ANNIHILATE UNDEAD (11 POW, 3 Souls) 

This spell affects all Undead on the same tile as the Necromancer.  Any such creatures must make a test against Initiative or be destroyed, this roll being adjusted by the Necromancer’s power:


Novice
--


Hero
-1


Champion
-2


Lord
-3

CASTING NUMBER 12 

All of the following spells have a casting number of 12, and therefore require 12 power to cast.

CURSE OF UNDEATH (12 POW, 3 Souls) 

This spell may be cast against any creature on the same tile as the Necromancer. The victim may make a test against Initiative at -2 to avoid the effects.  If this is failed, the victim begins to be transformed into an Undead creature. At the beginning of each subsequent turn the victim loses one point of Strength, and if this reaches zero the victim becomes a Zombie under the permanent control of the Necromancer.  This spell can only be used against sentient humanoid creatures, and has no effect on undead, Chaos Daemons, nor non-thinking creatures. It can be used only on individual creatures under 10 feet of height. 

NECROMANCER BATTLE LEVEL TABLE

	BL
	Gold
	Title
	Wnds
	WS
	BS
	STR
	T
	Dam
	ATT
	Init
	Will
	Luck
	Spells
	Pin

	1
	0
	Novice
	1D6+7
	2
	6+
	3
	3
	1D6
	1
	4
	4
	0
	3
	4+

	2
	2000
	Hero
	2D6+7
	3
	6+
	3
	3
	1D6
	1
	4
	4
	0
	2D6
	4+

	3
	4000
	Hero
	2D6+7
	3
	5+
	3
	3
	1D6
	1
	4
	4
	1
	3D6
	4+

	4
	8000
	Hero
	3D6+7
	3
	5+
	3
	3
	2D6
	1
	4
	5
	1
	4D6
	4+

	5
	12000
	Champion
	3D6+7
	4
	5+
	3
	3
	2D6
	2
	4
	5
	1
	5D6
	4+

	6
	18000
	Champion
	3D6+7
	4
	5+
	3
	3
	2D6
	2
	5
	5
	1
	6D6
	4+

	7
	24000
	Champion
	4D6+7
	4
	4+
	3
	4
	2D6
	2
	5
	5
	2
	7D6
	3+

	8
	32000
	Champion
	4D6+7
	4
	4+
	3
	4
	2D6
	2
	5
	5
	2
	8D6
	3+

	9
	45000
	Lord
	5D6+7
	4
	4+
	3
	4
	2D6
	2
	6
	6
	2
	9D6
	3+

	10
	50000
	Lord
	5D6+7
	4
	4+
	3
	4
	3D6
	3
	6
	6
	2
	10D6
	3+


