A Dream of Pestilence -Campaign Event

Background:  The Bloodwind Spoils is a chaos-infused space, like the rest of the Eightpoints, and odd events tend to happen.  Today is one of those days!  Your warband is resting, in between it’s perilous quest and the dangers lurking around you; you thought you were safe.  Physically, you are, but unfortunately for you all, Nurgle’s influence has bled into this area of the Bloodwind Spoils and you are now in A Dream of Pestilence.
Warband:  Pick up to 5 models from your warband roster, with a total of no more than 500 pts.  May not include Allies or Monsters.  For this event, no artifacts or command traits will be in effect -you are only dreaming.
Board: One board.  If playing with more than 6 players, consider using 2 boards side-by-side per multiplayer games.
Terrain:  Will be setup – but heavy terrain setup as a ruined city.  
No Twist – Zombies are enough!
Deployment:  Organizer will determine deployment based on the number of players, but will allow for evenly distributed warbands when possible.  In generally, strive to have each warband separated by the same distance and within 3” of a point on the board edge.
Objective:  You and members of your warband are in a dream – at least you are as sure as you can be in the Eightpoints.  A pervasive mist envelopes the city you have found yourself in and the stench of death hangs in the air.  Not the stale smell of old death, but the cloying sickening sweet smell of rot and decay.  You hear moans and the shuffling of feet and see plague zombies wandering the streets and crawling from the ruins of the buildings.  You are not alone, as other warbands are also trapped amongst the dead.  You wonder why you are here, but a deep chuckle rumbles across the sky and rattles the buildings and you hear a kind grandfatherly voice state, “Welcome children!  Which of you will last the longest?  Only one can be the most resilient!”.
1. Be the last one to survive the zombie onslaught and battle amongst your rivals for a blessing from Grandfather Nurgle!

2. Skulls for the Skull Throne!  Lucky for you, Khorne has taken a side-interest in this dreamscape and your models will be rewarded for killing the most zombies/players as well!  You score 1 point for every zombie slain and 3 points for every enemy player model slain – keep tally for each of your models and then compare the total at the end of the game.  The model with the most points is favored by Khorne.


Zombies:   Use stats for skeleton with hand weapon and shield or card created (see last page).  Zombies are considered another “player” and are controlled by the organizer.  If playing without an organizer, alternate the player who activates a zombie once all the human players have activated a model or have everyone move zombies closest to them.  All zombies activate after every player has activated a model.  Zombies will attempt to reach the closest enemy model and have 1 action/activation for Turns 1 and 2 and then 2 actions/activation for the duration of the game.  Zombies will roll initiative dice (only for Ability use) and have access to generic Abilities (suggest only doing this if an organizer or non-player is handling zombies). Zombies have the following priority:
1. If within 1” of an enemy – will attack with each action until all models within range are dead.  
2. If not in combat, will move to the closest model (vertical or horizontal distance) and attack.  If still not in range to attack, will double-move.
3. All zombies which killed an enemy model in its previous activation must roll a D6.  On a roll of a “1”, the zombie spends 1 action to eat the fallen!  If a zombie feasts on a fallen model, it instantly returns to full health. 
4. Additional rules:  If 5 or more zombies are within 1” of the same terrain piece at the start of the Zombie activation phase and enemy models are on an upper level, the zombies will attack the structure and tear it down!  All models on the upper levels fall and roll for impact damage as normal.  As models are “falling”, place them 2” towards the closest zombie (in base contact if possible) and adjacent to as many zombies as possible.  The damaged structure is removed from play and may be replaced with an area of difficult terrain if available.
5. Note:  When zombies begin outnumbering players substantially, you may decide to activate more than one zombie at a time or share responsibility of activation to ensure the game continues on-pace.
Zombie Horde Deployment:
Pre-Battle Placement:  At the beginning of the game, roll D3 for each player in the game and total the dice.  That value represents how many zombies start within 6” of the center of the battlefield.
Subsequent Turns:  
1. Players roll for Initiative and once the order is established, each player rolls dice to determine how many zombies will be placed to represent the rising/replenishing Horde!  Each player will roll D3 (Turns 1-4) or D6 (Turns 5+).  Then each player will place their zombies on the board in Initiative order before players start their turn, as close as possible to enemy models (including base-to-base). See below for zombie deployment rules.
Zombies Added:  Zombies will start in the center, but then the waves only come in from the board edges.
· Beginning of Turn 2, zombies will rise within 3” of the board edge, as close as possible to enemy models (including base-to-base).  Divide each board edge in half (so a board will have 8 deployment edges) and a player may place their zombies from a board edge of their choice.  No zombie deployment edge may be chosen more than once/turn.    

· [bookmark: _heading=h.gjdgxs]Every following turn, add 3” to the zombie deployment distance, i.e. Turn 3 they rise within 6” of the edge, Turn 4 they rise within 9” of the edge, etc.

End:  Game ends when only one model from a single warband remains on the board (this means that if multiple models from the same warband remain, they must fight each other until only one model is left! – have opponents take over models in this case).   If you are limited on time, set a turn limit and whoever has the most models remaining and/or has killed the most models are the winners.  Note:  No model may be blessed by Nurgle and Khorne.
Rewards:  All warbands receive 3 Glory for participating in the event and may roll to see if your participating models receive Destiny Levels -even if they were taken out of action.  (Feel free to adjust rewards as you wish)



Organizer Only:  
1. Mark of Nurgle:  The most resilient model has impressed Grandfather Nurgle and has received his Mark – that model has +1 T for the campaign -but if that model is taken out of action – roll 2D6 and on a roll of 8+ you have lost the Mark– the gods of Chaos are fickle.

2. [bookmark: _GoBack]Mark of Khorne:  The model with the highest kill-tally points has impressed Khorne and has received his Mark – that model has +5 Temporary Health for the campaign -but if that model is taken out of action – roll 2D6 and on a roll of 8+ you have lost the Mark– the gods of Chaos are fickle.
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