NoQuarter Homerules

No Quarter Skirmish Expansion [last update 20/07/2004]



NoQuarter Skirmish Expansion 

Introduction


This rulesset addition is designed to play Campaigns with the NoQuarter Rules by Chris Gilders, the skirmish rules by Tim Gittins and Colin Matthews.
This Additional rulesset can easily be used to play in the Morheim setting by Games Workshop
Movement

In a skirmish Game you have a Warband consisting of heroes andskirmish troops. because each model acts more or less indipendently, the movement rules have been expandet. Your models can now jump over gaps or make diving attacks.
Open Ground


The tabletop surface, floors of buildings, connecting overhangs, ladders and ropes are all considered to be open ground and will not affect movement even if the model is charging. It can also go through doors and hatches without slowing down.
Difficult Ground


Difficult ground includes steep or treacherous slopes, bushes and the angled roofs of buildings. Models move at half speed over difficult terrain.this means 2 Actionpoints per 1“ movement.
Walls and Barriers


Walls, fences, ditches and other similar obstacles are referred to as terrain barriers. Although they will not stop a model from moving, additional effort is required to traverse the obstacle. As long as the terrain barrier is not taller than the active model, it may be crossed for 1 actionpoint (AC).

Climbing


Often the ruined buildings do not have stairs or ladders, so your warriors will have to climb to reach the upper floors of buildings.

To Climb a model must be touching what he wants to climb. After a passed CO test the model can climb 1“ per 2 Actionpoints. If he has not enough AC Points to reach to next surface he cannot climb that turn.

If the CO test is failled the model cannot climb, und he loses half of the remaining AC Points.

To climb down the model must pass a CO test then he can descend with normal movement ( 1“ per AC Point) if the CO test is failed the model will fall and take faling Damage
Falling Damage


A falling Model takes a hit with strength equal to the height in inches. No Armour saves are allowed.

Flintch the thief tries to escape from the roof of a two story building. He slips on the edge and fails his CO test. He falls from a height of 6 inches therefore, he takes a hit with ST 6 against his thoughness
Jumping Down


Your warrior may jump down from high places (up to a maximum height of 8") such as walkways and balconies.

Take an Comand test before jumping down.
If he fails the tests, the model falls from the point where he jumped, takes damage (see Falling Damage) and may not spend any more AC Points.
If successful, the model can continue his turn as normal (jumping down does not use up any of the model’s AC Points).

Jumping over Gaps


Models may jump over gaps (up to a maximum of 3") and streets, (eg, from the roof of a building to another). To successfully jump over a gap the Warrior has to pass a CO test or he will fall and Take damage (see Falling Damage)
Diving Charge


You may charge any enemy troops that are below a balcony or overhang, etc, that your model is on. If an enemy model is within 2" of the place where your warrior lands, he may make a diving charge against it.

Take an CO test like a normal jump. If your model has fallen he suffers falling damage

If he succeeds, the model gains an extra  +1 Strength bonus and +1 to hit bonus but only during the following hand-to-hand combat attack.
Knocked Down


If a warrior is knocked down or within 1" of the edge of a roof or building, there is a chance that it will slip and fall off. Take an CO test. If the test is failed, the model falls over the edge to the ground and takes damage as detailed below.

Combat in the Ruined City
Combat is resolved almost the same as in the official NQ rules except for that a model who is wounded will not automaticaly be removed from play. 

To determine if a model is removed from play after taking a wounding hit, the attacking player should make an Casualty roll as outlined below. 

Casualty rolls are only ever made when a wounding hit takes a model to below 1 remaining wound point. 

Casualty Roll

Each time a model on 1 wound takes a wounding hit the attacking player should consult the following table to see if the Model is removed
	Cause of Wound
	D10 roll required to remove model from play

	Support Weapon
	1-6

	Hand Weapon from Mounted Troop
	1-5

	Double handed hand to hand 
	1-5

	Hand to Hand Weapon (Single Handed) 
	1-4

	Any Other
	1-3


If a wounding hit fails to put down the model then the model is classed as injured and the figure should be place prone on its back (a result of being  struck by the weapon i.e. The controlling player will have to pay 3 AC during the models next activation for it to get up).  The model should also be marked as injured, for the rest of the Battle. 

The following modifiers apply to the Casualty Roll

+1 Model Prone

+1 Model Marked injured

Models which are removed as casualties should be put aside to determine the state of their injuries at the end of the game. 

Psychology

A player must make a Rout test at the start of his turn if a quarter (25%) or more of his warband is out of action. For example, in a warband that has twelve warriors a test is needed if three or more are out of action. Even warbands who are normally immune to psychology (such as Undead) must make Rout tests. If the Rout test is failed, the warband automatically loses the fight. The game ends immediately and surviving warriors retreat from the area. A failed Rout test is the most common way in which a fight ends.
Routing

Routing is the way to win the game but not necessarily the campaign. A rout test (= Comandtest) has to be made when 25% of your Warband is taken out of action. Take the leaders CO value. If the leader is killed take the model with the highest CO value in your Warband.

See the following table: 

#Models

#Models killed before routtest
3-4

1 Model
5-8

2 Models
9-12

3 Models
13-16

4 Models
17+

5 Models
If you fail your comandtest the whole Warband will flee from Battlefield.

Forcing your enemy to rout as soon as possible will avoid damage to your men and give you valuable experience points. Don't make the mistake of fighting on to the bitter end, except in one off games where winning the battle or securing a particular objective is the be all and end all. 
In a campaign knowing when to quit is as important as knowing when to fight on. Don't be afraid to rout, a good rule of thumb is when you have lost 2+ heroes or 3+ henchmen or some combination thereof. 
If you start out with 5 heroes this will still leave you with 3 for exploration and income generation irrespective of whether or not they survive. If you lose them they are expensive to replace and a major setback. Henchmen aren't cheap but they are less of a setback and less likely to suffer debilitating damage. 

Routing and Comand Value go hand in hand, low Comand means that more likely to rout higher means less likely. 

Minimise the need to take rout tests by having at least 9 models in your warband. This will require that 3 go OOA before you need to test whereas with 8 or less you only have to lose 2 or 1 if you are really mad and only have 4 models in your warband. Early on in the game numbers will win over quality in most games, so the more models the better. This will also prevent your opponent from ganging up on individual models so easily. 

Voluntary Rout


Once two or more of the warband are out of action, a player may voluntarily abandon the battle at the start of any of his own turns.

 Campaigns

A campaign gives your warband the chance to gain experience and new skills, as well as the opportunity to hire extra warriors as its fame and fortune increases.

Experience is expressed as Model Advancement points which Heroes and Henchmen groups receive for surviving each game, winning a scenario and wounding Enemies. 
When a Hero or a group of Henchmen has sufficient MAP's they can buy an advance. An advance might improve a warrior’s characteristics profile, adding to his RA, CC, ST etc, or he might gain a special skill.

After each game the warriors collect Treasures. This is recorded on the warband’s roster sheet, and can later be sold for gold, used for trading, etc. You can recruit more warriors or buy new weapons from traders. 
post battle sequence


After the battle is over, both players work their waythrough the following sequence. You do not have to work through it all at once (try to do the first three parts straight after the battle – you maywish to consider further purchases later) but any dice rolls must be seen by both players or a neutral third party.

1 Serious Injuries

Determine the extent of injuries foreach warrior who is out of action at the end ofthe game. See the Serious Injuries.

2 Allocate Model Advancement Points (MAP)
Heroes and Henchmengroups gain MAP's for surviving battles, winning Scenarios and Wounding Enemies.

3 Roll on the Exploration chart

See the Income section for details.

4 Recruit new warriors

Add extra manpower to yourwarband and buy newequipment as described inthe Trading section.

5 Update your warbandrating

You are now ready to fight again.Experience Points

disbanding warbands


You may disband your old warband at the end of any gameand start again with a new one.All the warriors in the original warband and any equipment and other benefits they acquired arelost. You can also dismiss any warrior in your warband at anytime.
death of a warrior


When a warrior is killed (Hero or Henchman) all his weapons and equipment are lost. This is very important, so be clear about it from the start. It is not possibleto reallocate a warrior’s weapons or equipment once he is dead.
death of a leader


If the leader of the warband is slain, the Hero with the next highest Leadership value takes command. He can use the Equipmentlist available to the leader. If there is more than one Hero eligible to assume command, the warrior with the most MAP points becomes the leader. In the case of a tie decide the new leader.

Serious injuries


During a game some warriors will be killed and removed from play. At that time it doesn’t matter whether the warrior is dead, unconscious, injured or just playing dead – in game terms he is no longer capable of fighting in the battle which is all that matters. 

When you are playing a campaign it matters a great deal what happens to warriors who have been removed from play! They might recover completely and be ready to fight in the next battle, or they might have sustained injuries. Worst of all they might die, or be so badly injured that they have to retire. 
When a Henchman receives a serious injury it is treated differently than if a Hero received one (this is to represent the greater effect that losing a Hero would have on your warband). 
HENCHMEN WITH SERIOUS INJURIES


Henchmen who were removed during battle have to roll on following table.If you roll 8-10 on a D10 the model is removed permanently from the roster sheet. They have either suffered severe injuries, died of their wounds, or decided to quit the warband..
	D10 Roll
	

	1
	Full Recovery

	2
	Full Recovery

	3
	Full Recovery

	4
	Full Recovery

	5
	Full Recovery

	6
	Miss a Game

	7
	Miss a Game

	8
	Dead

	9
	Dead

	10
	Dead


HEROES WITH SERIOUS INJURIES


Heros who were removed during battle have to roll on following table.
	D10 Roll
	

	1
	Full Recovery

	2
	Full Recovery

	3
	Full Recovery

	4
	Full Recovery

	5
	Full Recovery

	6
	Miss a Game

	7
	Miss a Game

	8
	Serious Injury

	9
	Serious Injury

	10
	Serious Injury


If 8-10 is rolled then the player must roll 2D10 (results added together)and look up on the serious injury table as defined below what happends to the Hero. 
Heroes’ Serious Injuries chart


2-5 
DEAD

The warrior is dead and his body is abandoned in the dark alleys of Mordheim, never to be found again. All the weapons and equipment he carried are lost. Remove him from the warband’s roster. 

6 
MULTIPLE INJURIES

The warrior is not dead but has suffered a lot of wounds. Roll D6 times on this table. Re-roll any ‘Dead’, ‘Captured’ and further ‘Multiple Injuries’ results.

7 
ARM WOUND

Roll again: 1-2 = Severe arm wound. The arm must be amputated. The warrior may only use a single onehanded weapon from now on. 3-10 = Light wound. The warrior must miss the next game.

8 
MADNESS

Roll a D6. On a 1-5 the warrior suffers from confused (NQ Rules page 56); on 6 -10 the warrior suffers from Bloodlust (NQ Rules page 51) from now on.

9 
SMASHED LEG

Roll again: 1 = The warrior uses 2 AC per 1 Inch movement. 2-6 = The warrior misses the next game.

10 
CHEST WOUND

The warrior has been badly wounded in the chest. He recovers but is weakened by the injury so his Toughness is reduced by -1.

11 
BLINDED IN ONE EYE

The warrior survives but loses the sight in one eye; randomly determine which. A character that loses an eye has his Ranged Combat reduced by -1. If the warrior is subsequently blinded in his remaining good eye he must retire from the warband.

12 
OLD BATTLE WOUND

The warrior survives, but his wound will prevent him from fighting if you roll a 1 on a D10 at the start of any battle. Roll at the start of each battle from now on.

13 
NERVOUS CONDITION

The warrior’s nervous system has been damaged. His CO is permanently reduced by -1.

14 
HAND INJURY

The warrior’s hand is badly injured. His Close Combat Skill is permanently reduced by -1.

15 
ROBBED

The warrior manages to escape, but all his weapons, armour and equipment are lost.

16 
FULL RECOVERY

The warrior has been knocked unconscious, or suffers a light wound from which he makes a full recovery.

17 
CAPTURED

The warrior regains consciousness and finds himself held captive by the other warband. He may be ransomed at a price set by the captor or exchanged for one of their warband who is being held captive. Captives may be sold to slavers at a price of D10x4 Gold pieces. Captives who are exchanged or ransomed retain all their weapons, armour and equipment
18 
HARDENED

The warrior survives and becomes inured to the horrors of Mordheim. From now on he is immune to fear(o).

19 
HORRIBLE SCARS

The warrior causes fear(0) from now on.

20 
SURVIVES AGAINST THE ODDS

The warrior survives and rejoins his warband. He gains +1 MAP.
Model Advancement Points
As warriors take part in battles, those who survive become more experienced, and improve their battle skills. This is represented in campaigns by Model Advancement Points or MAP's. 
This takes the form of an increased characteristic or a new skill. MAP's can also be used to adjust the rolls on the injury table (See Using Model Advancement Points below) Warriors who survive long enough may progress to become great Heroes, with many skills that they have picked up during their long and glorious fighting career. 

Gaining MAP's

MAP's are gained each time a model inflicts a wounding hit on an enemy model. In NQ skirmish an additional roll called the casualty roll (see below)  can affect the amount of MAP points awarded for a wounding hit. 
Only one map award is gained for a single wounding hit. Choose the appropriate MAP award from the following table. MAP's are always allocated to the Hero or the whole skirmish troop which caused the wounding hit. When a Hero or Skirmish troop  has enough MAP points, it can use them to purchase profile advancements (see below)

	Award Type
	Detail

	Wounding an enemy skirmish troop
	Each wound inflicted on an enemy troop model scores 1 MAP

	An enemy skirmish troop removed as a casualty
	Putting Down an Enemy troop model scores 2 MAP's. 

	Wounding a specialist model
	Wounding an Enemy specialist model scores 2 MAP's. 

	A specialist model removed as a casualty
	Putting Down an Enemy specialist model scores 3 MAP's. 

	Wounding a Leader
	Wounding an Enemy leader model scores 3 MAP's. 

	The enemy Leader model removed as a casualty
	Putting Down an Enemy leader model scores 4 MAP's. 


Heros using Model Advancement Points

When a hero has 10 MAP's or more, the controlling player may use them to purchase a roll on the Hero Advancement table for a model. Alternatively a hero may use 10 MAP's to adjust a dice roll by +/-1 when rolling on the advancement tables. Each roll may only be modified once, i.e. You cannot spend 20 MAP's to modify a roll by +/-2. Note as the injury table is an advancement table a model can avoid serious injuries by spending MAPs.

If a model rolls an ability or spell they do not wish to have then the player may pay 5 MAP's and does not record the spell/ability on the models profile. Serious Injuries cannot be avoided in this manner.  

Skirmish Troops  using Model Advancement Points


When a Skirmish troop has collected 10 MAP's or more, the controlling player may use them to purchase a roll on the Skirmish troop Advancement table. the effect will be applied to all model in that troop. Alternatively a player may use 10 MAP's to adjust a dice roll by +/-1 when rolling on the advancement tables. Each roll may only be modified once, i.e. You cannot spend 20 MAP's to modify a roll by +/-2. Note as the injury table is an advancement table a model can avoid death by spending MAPs.
Skirmish troops never add more than +2 point to any of their initial characteristics. skirmish troops are limited to maximum 2 Abilitiys. If the dice roll indicates an increase in a characteristic which has already been increased, roll again. All warriors in the group gain the same advance.

Spell Casting

Models which are spell casters may choose from the spell tables instead of the abilities table. 

A model may have many spells on its profile and may use any of these during a skirmish battle.

The number of spells a magic user model can cast during its activation is limited to the spell casters level e.g. A third level spell caster can cast three spells during its activation. 
The Advancement Tables

	D10 Roll
	Hero Advancement table

	1
	Stat Increase

	2
	Stat Increase

	3
	Stat Increase

	4
	Stat Increase

	5
	Stat Increase

	6
	Stat Increase

	7
	Ability or Spell

	8
	Ability or Spell

	9
	Ability or Spell

	10
	Ability or Spell 


	D10 Roll
	Skirmish troop Advancement table

	1
	+1 CO

	2
	+1 CO

	3
	+1 CO

	4
	+1 ST

	5
	+1 CC or +1 RA

	6
	+1 CC or +1 RA

	7
	+1 AC

	8
	+1 T

	9
	Ability

	10
	1 of the skirmish troop becomes a Hero*


* One model in the group becomes a Hero. If you already have the maximum number of Heroes, roll again. He can immediately make one roll on the Heroes Advance table. The remaining members of the Henchmen group, if any, roll again for the advance that they have earned, re-rolling any results of 9-10.

	D10 Roll
	STAT INCREASE

	1
	+1 CO

	2
	+1 ST

	3
	+1 T

	4
	+1 RA

	5
	+1 CC

	6
	+1 CC

	7
	+1 RA

	8
	+1 CO

	9
	+1 AC

	10
	+1 WOUND


Combat Skills


Strike to Injure
The Warrior adds -1 to the Casualty roll, when wounding an enemy.

Combat Master
When fighting against several opponents at once, he gains an extra attack in addition.

Weapon Master
The Warrior may use any close combat Weapon, not just those in his equipment options.
Dazzle
A model with this ability can dazzle the enemy with his or her impressive swordplay. Any enemy models in close combat cannot parry attacks by a model with ability.

Parry
A model with this ability may attempt to deflect an incoming close combat attack. The model attempting to parry does so immediately after the attacking model has successfully hit. The parrying model must roll under the attacker dice roll to parry the blow. If the parry fails, the model is struck as normal. If the parry is successful, the attack is deflected and has no effect. 

Ranged Attack Abilities

Extra Shot 
Some archers, crossbowmen, musketeers, etc. have the ability to load their weapons and fire with great speed, enabling them to get shots of a much faster rate than their enemies. Models with this ability roll 2D10 when firing at a target, but they will be at RA –1 on both of their dice rolls to hit the enemy. Both shots must be made at the same target. This ability may not be combined with any other Ranged Attack Ability
Eagel Eyes
The archer's eyes are exceptionally keen. he adds +6" to the range of the missile weapon he is using
Trick Shooter
The warrior is an expert at aiming therfore he ignores all modifiers for cover when using a missile weapon.
Sure Shot
This model has been trained from infants to use the bow, crossbow, musket etc and their skills are infamous throughout their race. A unit with this ability may re-roll any missed ranged attacks once per activation. A natural roll of 10 (a fumble) may not be re-rolled. This ability may not be combined with any other Ranged Attack Ability
Knife-Fighter
This warrior has been trained to use throwing weapons, such as knifes, stars or throwing axes. he can shoot up to 3 of these missiles as a ranged attack and may divide his shots between any target
Academic Abilities


Sorcery
This ability is only for magic users. a warrior with this skill gains a -1 modifier to his spell roles.

Streetwise
This warrior has good contacts amongst the traders and merchants. He may add +2 to the roll that determines his chances of finding such items.
Haggle
The warrior knows all tricks of haggling.He may deduct 1D10 Goldpieces from the price of any single item he buys (down to a minimum of 1)

Arcane Lore
Any warrior with this ability can learn lesser magic if he own a tomb of magic.

Tresure Hunter
This warrior is trained to serach for valuables. he may reroll one dice when roling on the exploration chart. The second result stands.

Strenght Abilities


Mighty Blow
The warrior with this ability has either great strength or is so well trained in the art of death that they can kill a man with one blow.
Any model with this ability can use double the use cost (UC) of their weapon to attack with one mighty strike. If the attack hits on a roll of a 1, 2 or 3 then the figure is removed as a casualty, with no armour save allowed (except for magic saves) and no roll to wound required.

When using this ability, it must be declared before any close combat dice are rolled. This ability may not be combined with any other Strenght Ablity.
Pit Fighter
This Warrior is used to fight in enclosed spaces. He adds +1 to his CC value and +1 to the casualty roll
Resillient
The warrior is covered in battle scars. he gains +1 natural armour. Not cumulative

Fearsome
Such is the reputation of the warrior that he causes fear in opposing models. cumulativ up to Fear (2)
Strongman
The warrior is capable of great feat of strength. he may use two-handed weapons with one hand
Unstoppable
When this warrior charges he an additional adds +1 to CC 

Bloodlust 
A model with this ability may make one additional 2” follow up move during close combat. This means the model may make up to two follow up moves instead of the normal one.
Speed Abilities


Leap
A model with this ability may launch into the air using it's ability. 
Before rolling for the distance travelled, a direction must be selected. The distance travelled is D10+5” and requires that 5 actions (AC) be used. The full distance must be travelled. 
The leap may cross any intervening obstacles as long as they are no more than half the distance travelled in height ((D10+5”) ÷ 2). If the leaping model lands on another model, the victim will take a hit at the leaping models basic strength (ST) value. If the victim survives, place the model at the edge of the leaping models base.
Double Time 
Models with the double time ability may spend 2 actions (AC) to move 3”. Restrictions for crossing terrain features will still apply.
Acrobat
The warrior is incedebly supple and agile. he may fall or jump from a height of up to 12" without taking dammage if he passes a command test. further he can reroll failed diving charge rolls, but he still can only make diving charges from a height of up to 6"

Jump up
the warrior can regain his footing in an instant, springing to his feet immediately if he is knocked prone. the model does not have to pay 3 ac to stand up. but his ac are still halved after a successful wounding
Dodge
This warrior has such quick reflexes so that he can quite often get out of the way of impending danger. Any model that attacks a model with the dodge ability will be at RA–1 and CC–1 to hit them. This ability has no effect against any attack that uses a template.
Scale sheer surface
A warrior with these ability can climb up or down 1" per 1 ac and he does not have to make an command test when climbing
Income

At the end of each battle, a warband may roll on the Exploration chart. This is done as soon as a game is over so that players can witness each other’s dice rolls. As you can see from the chart, a warband that is just starting out has little chance of finding the more obscure places in the Ruins. However, a warband will make more discoveries as it goes along thanks to its better equipment and accumulated skills. Roll a D6 for each Hero in your warband who survives without being removed from the battle. This represents the warband’s efforts to unearth Treasures. Do not roll for any Heroes who hab been removed during the battle; they are taken back to the warband’s encampment to recuperate instead. So, for example, if your warband includes four Heroes who all survived the last battle, you can roll four dice. If you won your last game, you may roll one extra dice. Add the results of the dice together and consult the Exploration chart to see how pieces of treasury your warband has found. 

Do not roll for Skirmish troops. This does not mean that they don’t search the ruins, but instead represents the efforts of the Heroes in coordinating the search parties. 
Exploration procedure


1. Roll 1D10 for each of your Heroes who survived the battle and one extra dice if you won, plus any extra dice allowed by skills or equipment. Note, however, that you must pick a maximum of six dice out of all the dice you roll, even if you are allowed to roll seven dice or more.

2. Some things, such as skills and equipment, (like the Map) may allow you to re-roll dice.
3. If you rolled any doubles, triples, etc, you have found an unusual location in the ruins. Consult the Exploration chart to see what you find.

4. Add the results together and consult the chart on the next page to see how many Treasures you have found. Mark down the amount of Treasures on your warband’s roster sheet.

NUMBER OF TREASURES FOUND

Dice Result
Treasures Found

1-8
1

9-19
2

20-30
3

31-40
4

41-50
5

51-60
6

61+
7

selling treasure


You do not have to sell all your Treasures immediately after the battle – you may want to hoard it and sell it later, as selling treasure in smaller quantities will increase demand and raise the price. Unfortunately, the demands of running a warband often mean that you will have to sell most of your treasures as soon as you find it.

The more models there are in the warband, the more it costs to maintain and the higher the level of any profits made that must be shared between the men. The number indicated on the following chart is the profit in gold crowns earned after deducting the warband’s maintenance costs. The profit is added to warband’s treasury.

	
	Number of Warriors in warband

	No of treasures sold
	
	1-3
	4-6
	7-9
	10-12
	13-15
	16+

	
	1
	45
	40
	35
	30
	25
	20

	
	2
	60
	55
	50
	45
	40
	35

	
	3
	75
	70
	65
	60
	55
	50

	
	4
	90
	80
	70
	65
	60
	55

	
	5
	110
	100
	90
	80
	70
	65

	
	6
	120
	110
	100
	90
	80
	70

	
	7
	145
	130
	120
	110
	100
	90

	
	8+
	155
	140
	130
	120
	110
	100


Exploration Chart


Doubles

1 1
Well

2 2
Shop

3 3
Corpse

4 4
Straggler

5 5
Overturned Chart

6 6
Thieves
7 7
Welps Nest
8 8
Blessed Water
9 9
Rats Nest
0 0


Triples


1 1 1
Tavern

2 2 2
Smithy

3 3 3
Prisoners

4 4 4
Fletcher

5 5 5
Market hall

6 6 6
Returning a Favour

7 7 7


8 8 8


9 9 9


0 0 0


Four of a Kind


1 1 1 1
Gunsmith

2 2 2 2
Shrine

3 3 3 3
Townhouse

4 4 4 4
Armourer

5 5 5 5
Graveyard

6 6 6 6
Catacombs

7 7 7 7


8 8 8 8


9 9 9 9


0 0 0 0


Five of a Kind


1 1 1 1 1
Moneylenders House
2 2 2 2 2
Alchemist Laboratory

3 3 3 3 3
Jewelsmith

4 4 4 4 4
Merchants House

5 5 5 5 5
Shattered Buildings

6 6 6 6 6
Entrance to the Catacombs

7 7 7 7 7


8 8 8 8 8


9 9 9 9 9


0 0 0 0 0

Doubles


(1 1) Well
Choose one of your heroes and make a co roll if succesfull he found one treasure at the bottom of the well. if the roll fails he swallos tainted water and misses thenext game throgh sickness.

(2 2) Shop
Your Hero finds a abandoned shop. you will find loot worth D10 goldpieces. if you roll a 1 you will find a lucky charm

(3 3) Corpse
Your hero finds a still fresh corpse with a dagger sticking out of his back. roll D10 to see what possession the dead man has
D10
Result

1-2
D10 Goldpieces

3-4
Dagger

5-6
Axe

7-8
Sowrd

9-0
Suit of light armour (AR 2)

(4 4) Straggler
Your Warband encounters one of the survivors, who has lost sanity along with all his possesions. by interogateing the man you can discover new hiding places. roll one dice more the next time you roll on the exploration chart.

(5 5) Overturned Cart
You find an overturned cart. roll D10 to see what loot remained

D10
Result

1-3
Map (see Equipment)
4-6
A purse with 2D10 Goldpieces

7-9
A jewelled Dagger. Can be sold for 1D10 goldpieces

0
Rope and Hook (see equipment)
(6 6) Thieves
Yourwarband encounters a band of thieves. roll 1D10 on a roll of 1-8 you can catch the thievs an take their loot worth 1D10 Goldpieces. on a roll of 9-0 the thieves will steal 1D10 Goldpieces from your purse.
(7 7) Welps nest
Your hero finds a nest of trapped dog welps. add a hound to your warband.
(8 8 ) Blessed Water
You find a vial of blessed Water. you can throw the vial making a roll an Ranged attack. the max rang is the same as for throwing weapons. if the vial hits it will cause automatcally wound any undead creature and make the casualty roll with a +1 modifier.
(9 9) Rats nest
While searching for loot you stumbled over a swarm of rats. roll D10
D10
Result

1 - 2
The Rats attack and wounds one of your heroes. he will miss the next game.

3 - 5
The Rats attack and wounds one of your Henchman. he will miss the next game.

6 - 8
The rats just dissapear into the darkness, notthing happens

9 - 0
You find 2D10 goldpieces in the ratsnest

(0 0 )

buying new equipment between games


As explained in the Trading section, warriors may purchase new equipment and armaments using the warband’s treasury. Warriors can also swap equipment between themselves. Alternatively, old equipment can be hoarded and re-used at a later date. Weapons and armour purchased, swapped or taken from storage for your warband must be of an appropriate type for the warrior, as indicated by the warband lists. Record any changes to the warrior’s equipment on the roster sheet.
Miscelaneous Equipment

This section covers all the strange and unusual equipment your warriors can find in the ruins or buy from the merchants and pedlars in the settlements and villages.

Only Heroes may buy and carry the equipment described in this section. You may not give it to Henchmen unless the rules specifically say so.
rope & hook


A warrior using a rope & hook will find it much easier to move amongst the ruins. A warrior equipped with a rope & hook may re-roll failed CO tests when climbing up and down.
lucky charm


These take many shapes, but the most common are symbolic hammers that a pious Priest has touched, or carved heads of ancient gods. Anyone with a lucky charm may ignore the first hit suffered in a battle. The hit is discarded and no damage is suffered. Owning two or more charms does not confer any extra benefits, the model may still only discard the first hit.
elven cloak


Made from the hair of Elven maidens and interwoven with living tree leaves, an Elven cloak is a wonder to behold. A warrior wearing such a cloak will blend into the shadows, making it very difficult to shoot at them with missile weapons. Elven cloaks rarely come up for sale, but are sometimes recovered from dead warriors or offered by Elves as rewards to men who have served them in some way.

A warrior aiming a missile weapon at a warrior wearing an Elven cloak suffers -1 on his to hit roll.
bugman’s ale


Of all the Dwarf brewmasters, Josef Bugman is the most famous. His ale is known throughout the Old World, and widely regarded as the best. A warband that drinks a barrel of Bugman’s before a battle will be immune to fear for the whole of the battle. Elves may not drink Bugman’s ale as they are far too delicate to cope with its effects. There is only enough ale to supply the warband for one battle.
healing herbs


Certain plants that grow on the banks of the River Stir have curative properties. Herbalists collect their roots and leaves and use them to treat the sick and wounded. A Hero with healing herbs can use them at the beginning of his turn as long as he is not engaged in hand-to-hand combat. This restores all wounds he has previously lost during the game.

Warband Creation

Before players can begin playing, they must first select a Squad using the rules outlined below. 

Warbands are picked using up to an initial points value of 450 points. If the players are playing the campaign version then any remaining points are recorded as gold piece points on the roster sheet. 

Squad models are picked using the normal NQ rules for picking an army with the following exceptions

A Warband must have one squad leader. This maximum points a player can initially spend on a leader is 100 points. A leader model may have any two abilities. A leader may be armed with any weapons, armour or equipment. 
A Warband can have one magic user. This maximum points a player can initially spend on a magic user is 100 points. A magic user model may have any two abilities. A magic user may be armed with any weapons, armour or equipment. 

A Warband can have up to 4 Heros. A hero model is any model with a initial points cost of up to 80 points. A hero model may be armed with any one hand or ranged weapons at any cost. Other hand and ranged weapons can be purchased but at limited points cost. A specialist model can be given equipment. Traits can be purchased for specialist models but abilities cannot.
All other models in a skirmish squad, known as skirmish troops, may not exceed a cost of 45 points and may only be armed using the hand weapons costing a maximum of 4 points and ranged weapons up to a maximum of 5 points. A troop model may be armed with limited hand or ranged weapons and may not be given any equipment. Traits can be purchased as normal.
The total number of models in a skirmish squad may never exceed 20 models.

A squad must initially contain at least 50%  troop models.

A squad must initially contain at least 6 figures.

Any remaining points can be recorded as GPP's on the skirmish squad sheet. 

When a skirmish squad is created, each of the three troop types squad leader, specialist troops and skirmish troops must conform to the following profile limitations. These limitations only apply when creating new models. Models profiles can extend beyond these limits through playing campaign games as outlined below.

	Name
	AC
	RA
	CC
	ST
	T
	W
	CO

	Leader
	
	
	
	
	
	
	

	

	Weapons
	Any Weapons 

	Armour
	

	Special Rules
	Any two abilities, Any Traits, Any Equipment

	Structure
	Individual

	Points Cost
	Max 100


	Name
	AC
	RA
	CC
	ST
	T
	W
	CO

	Magic User
	
	
	
	
	
	
	

	

	Weapons
	Any Weapons 

	Armour
	

	Special Rules
	Any two abilities, Any Traits, Any Equipment

	Structure
	Individual

	Points Cost
	Max 100


	Name
	AC
	RA
	CC
	ST
	T
	W
	CO

	Heros
	
	
	
	
	
	
	

	

	Weapons
	One Weapon No Cost Limit

Any hand Weapons up to 4 points

Any ranged weapons up to 5 points

	Armour
	

	Special Rules
	Any one Ability, Any Traits, Any Equipment

	Structure
	Individual

	Points Cost
	Max 80


	Name
	AC
	RA
	CC
	ST
	T
	W
	CO

	Skirmish Troops
	
	
	
	
	
	
	

	

	Weapons
	Any hand Weapons up to 4 points

Any ranged weapons up to 5 points

	Armour
	

	Special Rules
	No abilities, Any Traits, No Equipment

	Structure
	Individual

	Points Cost
	Max 45
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