Magic Flux
Often the battles fought in the Warhammer world take place in locations of strange power, whether because of ancient power sources of the Old Ones, vast underground veins of warpstone, the buried remains of a powerful Daemon Prince, or some other weird source of magics.  The energies in these (un)hallowed places often fluctuate wildly, and a wizards who cast spells there are even less sure than normal about what level of power they will receive from the Winds of Magic.
DEPLOYMENT

Roll off to see which player chooses the half of the table they will deploy in.  The opponent will deploy in the other half.  Players then take it in turns to place units on the table, using the alternating units method of deployment described on page 142 of the Warhammer Rulebook.

Units may be placed anywhere in their half of the table that is more than 12” from the centre line.

Players must exchange army lists with their opponents, either before or after the armies are deployed.

FIRST TURN

Roll after deployment to see which player receives the first turn.  The player with more wizards in his army adds +1 to his roll.
GAME LENGTH

The game ends at the end of the 6th game turn.

VICTORY CONDITIONS

Use victory points to determine the winner of the game (see page 143 of the Warhammer Rulebook).

SCENARIO SPECIAL RULES

Power Foci: On a battlefield like this, spellcasters pulse with varying levels of magical energy, and act as beacons for even the least magically-adept warrior on the field.  Each wizard that is dead or has fled the table by the end of the game awards the opposing player an extra 50 victory points.
Power Flux: During each magic phase, after rolling for the Winds of Magic and after all Channeling rolls are made, each player rolls all the dice in his Power/Dispel Pool.  Each D6 that comes up a ‘1’ in this roll is handed over to the opponent and added to his Pool.  Remember that the Power Pool may never exceed 12 dice, so if this dice exchange results in a higher number than this, the extra dice are discarded as normal. 
BATTLE POINTS
Loss (VP total over 100 pts less than opponent's total - 5 pts
Draw (VP total within 100 pts of opponent's VP total) - 10 pts
Minor Victory (VP total between 101 and 300 more pts than the opponent's VP total) - 14 pts
Major Victory (VP total over 300 pts more than opponent's VP total) - 17 pts
Accomplishing your Objective for this round: +3 pts
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