
Zürchheim Alchemists‘ League (ZAL) 

Suggested Rule Changes for second half of Season 4 

 

1) Wizard – Amendment of the price and the terms of use: 

According to the current rules, every team, except Dwarves, Halflings, Undead, Necromantic and Khemri, may 

permanently recruit a Wizard for 50 K Gold.  He may at any time, even during the opposing team’s turn, actively 

intervene in the game by shooting a lightning bolt onto a specific player within reach of the sidelines (approximate 

maximum distance from sideline to last column of central zone, Hit on a 2+ on a D6), or throwing a fireball onto a 

square of choice anywhere on the pitch, which will affect all the squares around it equally (Hit on a 4+ on a D6).  

Halflings may recruit a Masterchef, who may roll a D6 at the start of each half and attempt to steal 1, 2 or 3 of the 

opposition’s Re-Rolls.  Dwarves may recruit an Alchemist for only 30 K Gold, who will give them and additional 1D6 

Gold at the end of the match. 

Suggested new Rule:  Costs for the Wizard/Alchemist/Masterchef to be adapted to 150 K Gold, which will 

immediately affect all Teams and their Team Value/Team Rating. The Masterchef may continue to attempt to steal 

between one and three RR at the start of each half.  The Alchemist may continue to roll a D6 at the end of the match 

to gain additional gold.  The Wizard may now only be used during one’s own team turn, either right at the beginning, 

or as the last action.  He may still not be recruited by Dwarves, Halflings, Undead, Necromantic or Khemri.  He 

continues to have access to the Lightning Bolt from the Sidelines, or the Fireball onto a square of choice.  

Possibility: Reintroduce the Toad Spell? 

 

2) Introduction of FAME – in order to make the Kick-Off Rolls for additional Re-Reolls fairer? 

Current Rule: FAME is not used. 

Suggestion: Fan Factor will continue to be used to determine the number of fans at the game (which also affects the 

Winnings after the match).  In order to determine FAME, both players roll 2D6, the one with the higher value has +1 

FAME, should the result be more than twice as high than that of the opponent, he gains +2 FAME.  Thus Dice Rolls to 

determine the outcome of Kick-Off Results will no longer be “1D6 + Fan Factor”, but will be “1D6 (or 1D3, dependant 

on Kick-Off Result) + FAME”. 

 

3) Journeymen Players – Debate about introduction of this player type? 

According to the current rule, a team must have at least 11 players at the start of the season and for the rest of the 

season, may only play with legally purchased players, or freebooters/mercenaries recruited for half price at the 

beginning of a match, which will leave the team at the end of the game, unless they are bought for full price. 

 Option:  Introduction of the Journeymen as a possibility for a struggling team, which at the beginning of the 

match (BEFORE rolling for Niggling Injury), cannot field 11 players, to improve its chances.  The Journeymen 

will be recruited from the lowest options of each Team Category – usually Linemen or their equivalents – 

and will have their usual skills plus “LONER” – which will only allow them access to a Team ReRoll on rolling a 

4+.  A Journeyman will cost as much for the Team Rating, as a usual player of his class would cost. 

Our second thoughts to date about using the Journeymen:  Possible Access to Journeymen could tempt the 

player to put as many top players as possible into the starting lineup, which could be an advantage against the 

weaker teams. 


