Scenario 666 – Cursed by the Gods

The Gods have cursed each warband, and have threatened to continue the curse until the other warband(s) are destroyed.  This Scenario can be used as a final battle for a campaign, otherwise, the effects of the curse are negated after the battle unless you voluntarily rout (read: Ending the Game).  
Multiplayer (3+ warbands)
Each warband is preparing to fight a specific opponent in this Scenario, and as such, each warband must choose one enemy warband that the Gods have selected to meet their demise.  Each player rolls a D6, with the winner selecting their enemy warband that is ‘Chosen by the Gods’.  No warband may be selected twice.
Terrain
Each player takes it in turns to place a piece of terrain set up within an area roughly
4’ x 4’ or 4’ x 6’ for multiplayer (suggested). 
Setup
All players take turns deploying one hero or henchman group at a time, as each warband arrives at the same time to fight to the death to rid themselves of their God’s curse.  
Special Rules
The Curse: Each Recovery Phase, every hero and henchman group must roll a D6.  On a 1-5, the curse eats away at their stats.  On a 6, the curse is dormant for that turn.  Decide before the game if you want to choose the stats that are eaten away (longer game and benefits some warbands more) or randomized on the table below (shorter game and benefits other warbands more), regardless, whichever stat that is chosen is reduced by 1.

1 – Movement
2 – Weapon Skill AND Ballistic Skill
3 – Strength
4 – Toughness
5 – Initiative AND Leadership
6 – Attacks

If a stat is already at 0 (even if it is one of the 2 stats affected above), roll again (or choose a different stat if not randomizing).

Starting the Game
All players roll a D6 and add this to their leader’s initiative.
Ending the Game
Final Campaign Game: The game ends when one warband that is ‘Chosen by the Gods’ is eliminated completely.
Normal Scenario: Rout tests can only be taken if leaders are taken OOA.  Voluntary routs are punished by the Gods with the Curse effects lasting for each affected characteristic until the player rolls a 4+ in a Recovery Phase.  
Experience
+1 Survives: If a Hero or Henchman group survives the battle they gain +1
Experience.
+1 Winning Leader: The leader of the winning warband gains +1 Experience.
+2 Per Enemy Out Of Action: Any Hero earns +2 experience for each enemy he puts
Out Of Action.
+1 Experience to each member of the warband if they are able to take every Chosen enemy hero OOA.
