No Quarter : Skirmish


Picking a Skirmish Squad

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

Squads are picked using up to an initial points value of 350 points. If the players are playing the campaign version of NQ skirmish then any remaining points are recorded as gold piece points on the NQ skirmish roster sheet. 

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

1. All skirmish models must have a squad leader. This maximum points a player can initially spend on a squad leader is 100 points. A squad leader model may have any two abilities. A squad leader may be armed with any weapons, armour or equipment. 

2. 4 specialist models can be chosen as part of the squad. A specialist model is any model with a initial points cost  of up to 80 points. A specialist 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.

3. 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.

4. The total number of models in a skirmish squad may never exceed 20 models.

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

6. 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 skirmish campaign games as outlined below.

Name
AC
RA
CC
ST
T
W
CO

Squad 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

Specialist Troop










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 Troop










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

Model Points

A model is always worth a fixed number of victory points. The amount of victory points a model is worth is equal to the GPP cost of the model at the point it was purchased for the squad. Therefore when choosing models for a new squad, each models victory points are equal to the points cost of the model. 

During an NQ campaign models profiles and equipment may change. However the victory points for that model remains fixed (this avoids having to recalculate each models  points values after each battle). 

Skirmish Games

NQ skirmish is usually played on a 4' by 4' table. When playing a NQ Skirmish campagin to vary the playing field the following table can be used determine the makeup of the battle field and provide variety of play. 

D10 Roll
Type

1
Rolling Fields

2
Village

3
Town

4
Woods

5
Broken Hills

6
Ancient Ruins

7
Monastry

8
Jungle

9
Marsh / Swamp

10
River Crossing

If the appropriate scenery is not available then simply reroll until an appropriate type is selected. 

Once scenery has been setup, the two objective counters should be placed on the table. The objective counters should be placed at least 10” apart and at least 10” away from a players deployment zone. 

Players should then roll for weather conditions – weather conditions can affect all manner of things in a skirmish as shown below. 

D10 Roll
Weather

1
Fog (Max shooting or spell range of 10")

2
Downpour (All shooting is at -1. Fire based spells are at -1 strength. Any gunpowder based weapons fail to function on a roll of 1-2 each time they are used).

3
Strong Winds (Shooting is at -1, all weapons can only shoot up to maximum Medium Range, All Flying movement costs are doubled).

4
Misty (Max shooting or spell range of 15")

5
Normal (No Effect)

6
Normal (No Effect)

7
Normal (No Effect)

8
Normal (No Effect)

9
Normal (No Effect)

10
Normal (No Effect)

After setup each player in NQ Skirmish should roll a D10. The player who rolls the highest chooses a model from their squad and deploys it in their deployment zone. In a two player game deployment zones run along the opposite edges of the table and are 10” deep. 

The deployment zone for infiltrating troops is greater to represent that they have moved ahead of the skirmish group. An infiltrating troop can be setup up to 18” from the table edge. (See infiltrate in skirmish abilities below).

The game is played using the standard NQ rules. The number of game turns is determined randomly using the following table.

D10 Roll
Number of Turns

1
4

2
4

3
5

4
5

5
5

6
6

7
6

8
6

9
7

10
7

At the end of the game, the winner is the player who causes the highest victory points value of enemy troop casualties. 

Players also get  a gpp award for controlling the objective counters at the end of the game – these are only useful if playing a NQ skirmish campaign game. 

Award Type
GPP's

Wining the Game
3D10

Closest model to an objective counter at the end of the game
1D10

Losing the Game
1D10

When playing Campaign NQ skirmish games, models can also earn model advancement points MAP's as defined below.

MAP's

Model Advancement Points or MAP's can be used by models to obtain advancements in their profile. These advancements include stat increases and new abilities. MAP's can also be used to adjust the rolls on the injury table (See Using Model Advancement Points below).

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 model which caused the wounding hit. When a model 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. 

Notes on Units and formations

In NQ Skirmish each models acts individually, there are no unit formations or coherency rules for a skirmish squad. 

In NQ skirmish each model is effectively a unit. So wherever the NQ rules mention units for example the phrase "affects one unit", would equate in NQ skirmish to "affects one model"

Putting a Model Down

A wounding hit does not essentially kill a model outright in NQ skirmish. 

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 

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. 

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. 




Using Model Advancement Points

When a model has 10 MAP's or more, the controlling player may use them to purchase  advancements for a model. Alternatively a model 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.  

Spell Casting

It is possible for models to become spell casters by rolling the Magic User advancement on the Mind Abilities table below. Models which are spell casters may choose to roll on the alternative spell tables instead of rolling on 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
Type of Advancement

1
Stat Increase or Mutation

2
Stat Increase or Mutation

3
Combat Ability or Spell

4
Combat Ability or Spell

5
Movement Ability or Spell

6
Movement Ability or Spell

7
Defensive Ability or Spell

8
Defensive Ability or Spell

9
Mind Ability or Spell

10
Mind Ability or Spell

D10 Roll
COMBAT SPELLS

1
ADEPT ABILITY

2
BURNING HAND

3
STEAM VENT

4
QUICKENING

5
SHOCK

6
SMITE

7
FIREBALL

8
MOLTEN GRASP

9
LIGHTNING BOLT

10
BLIND


METEOR

D10 Roll
MOVEMENT SPELLS

1
+1 MAGIC LVL

2
RIVER WALK

3
STUMBLE

4
ELDERITH WIND

5
QUICK SAND

6
TREACHEROUS GROUND

7
FOG

8
WIND OF THOR

9
RAIN STORM

10
DUST STORM

D10 Roll
DEFENSIVE SPELLS

1
+1 MAGIC LEVEL

2
CLEANSE

3
TALISMAN

4
SHIELD

5
WEAKNESS

6
STONE ARMOUR

7
GROWTH

8
SPORES

9
RAIN STORM

10
SMOKE

D10 Roll
MIND SPELLS

1
+1 MAGIC LEVEL

2
PERCEPTION

3
SEE THE LIGHT

4
RE-ANIMATE

5
PANIC

6
LURE

7
SHIELD

8
CLEANSE

9
TALISMAN

10
ADEPT ABILITY

D10 Roll
COMBAT ABILITIES

1
AGGRESSIVE ATTACK

2
DAZZLE

3
DETERMINED

4
MIGHTY STRIKE

5
EXTRA SHOT

6
PARRY

7
POISONOUS ATTACK

8
SURE SHOT

9
RAIN OF ARROWS

10
EXTRA ATTACK *

D10 Roll
MOVEMENT ABILITIES

1
CAVALRY MOVE *

2
BLOODLUST

3
AGILE

4
DOUBLE TIME

5
LEAP

6
SOUND CHARGE

7
INFILTRATE

8
EVADE

9
DODGE

10
FLYING*

D10 Roll
DEFENSIVE ABILITIES

1
ARMOUR ECHO

2
DODGE

3
EVADE

4
MASTERS OF COMBAT

5
GRIZZLED

6
PARRY

7
ARMY BATTLE STANDARD

8
MAGIC TATOOS

9
RUNES OF DEFINANCE

10
REGENERATE

D10 Roll
MIND ABILITIES

1
BRUTES

2
GREAT LEADER

3
GRIZZLED

4
INSPIRING LEADERSHIP

5
PROUD

6
TAUNT

7
UNERRING

8
FEAR *

9
NEMESIS

10
MAGIC USER* 

Magic User – Adds a magic level to the model – if no magic levels then the model becomes a zero level magic user. Max Magic Level = 4

Fear – Adds a fear level to the model – if no fear then the model has fear 0. Max Fear = 2

Cavalry Move – You can place the model on a steed. You can increase the AC of the model by +1 but must pay the appropriate GPP cost for the gain. The model is now a specialist model. 

Flying – You can place the model on a flying steed or give the model wings. The model is now a specialist model. 

Extra Attack – The Model Gains an Extra attack. If the model has no extra attacks then the models gains extra attack * 1. The maximum number of extra attacks a model can have is 3. 

Serious Injuries

At the end of the battle roll on the following table for each model that was removed a casualty during the game. 

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 on the serious injury table as defined below.

D10 Roll
Serious Injury

1
Armour Destroyed*

2
-1 CC

3
-1 ST

4
-1 T

5
-1 RA

6
-1 AC

7
-1 CO

8
Dead

9
Dead

10
Dead

Models which have no armour and that roll a 1 on the serious injury table effective has no impact i.e. They make a full recovery.

Temporary Leaders

If at any time during a game a squad is without a leader model. If this occurs then the model with the highest leader becomes the squad's temporary leader. A temporary leader can be used to defer actions (see deferring actions below) but for all other purposes does not count as a leader e.g. Wounding hit etc. 

Purchasing and Retiring Models

A skirmish squad may never have more than 12 models. In between skirmish games, a player may hire new or retire existing models from the squad. 

To hire a new model, the player simply pays the appropriate price in gpp's for the model/s. If a squad already has a leader model and teo specialist models then the player may only purchase troop models. 

If there is no leader or one or no specialist troops then the player may purchase these models accordingly. 

A player may also choose to retire a model in between skirmish games. To retire a model the player must give the model a number of gpp's each to 50% of the models current NQ value.  

Squad  Leader Deferral's

At the start of each turn when the players roll for the tide of battle, the players should count the number of models in each of the squads. 

The player with the least number of models may make a number of deferrals. The number of deferrals that can be made during a turn is equal to the difference in the number of  models  in the two squads.  This number is calculated at the start of the turn and remains fixed until the next tide of battle roll. 

When a  player attempts a deferral, the player must roll less than the squad leaders command value. If the player is successful then play passes back to the other player without any model being activated. The other player must then chose one of their units to activate. 

Purchase Table

All hand weapons for 5 points or less are always available and can be bought between games freely. 

At the end of each game the player may pay 10 GPP's and roll on the Random Purchase Table Below. Before rolling the player must nominate a model for which the item is intended. If the item is unsuitable for the named model, then the model may only give it to other models in the squad who have standard profiles which allow these weapons. 

D100 Roll
Random Purchase

01-02
Bow

03
Longbow

04
Mongolian Bow

05
Crossbow

06
Crossbow 

07-08
Repeating Crossbow

09
Pistol

10-11
Repeating Pistol

12-13
Musket

14-15
Repeating Musket

16
Long Rifle

17-20
Sling

21
SlingStaff

22
Blunderbuss

23-24
Bow +1

24-25
Longbow +1

26-27
Mongolian Bow

28-29
Crossbow +1

30-31
Crossbow +2

31-32
Repeating Crossbow +1

33
Pistol +1

34-35
Repeating Pistol +1

36-37
Musket +1

38
Repeating Musket +1

39
Long Rifle +1

40-42
Sling +1

43
SlingStaff +1

44-45
Blunderbuss +1

46-48
Dagger

49-51
Sword

52-53
Spear

54-55
Axe

56-57
Cleaving Axe

58-59
Master Crafted Sword

60-61
Broadsword

62-63
Battle Axe

64-65
Great Axe

66
Demon Sword

67-69
Shield +1

70-73
Leather Armour +1

74
Heavy Armour +1

75-76
Tattos AR1

77-78
Tattos AR2

79-80
Tattos AR3

81-82
Armour Penetration Rune +1

83-84
Armour Penetration Rune +2

85-86
Armour Penetration Rune +3

87-88
Dagger +1

89-90
Sword +2

91-92
Spear +1

93-94
Axe +1

96
Cleaving Axe +1

97
Master Crafted Sword +1

98
Broadsword +1

99
Battle Axe +1

100
Great Axe +1

Weapons with +1 are have a +1 ST profile.

Armour with a +1 profile have a +1 AR value.

A squad leader can have any number of +1 profile weapons. A specialist troop can have only one +1 profile weapon.

Notes on Equipment / Weapons 

Models are restricted to the types of weapons listed in their profile. Weapons can be brought freely for models in between battles. Players pay the appropriate amount of GPP's for the weapon. 

Models can obtain equipment which is not usually available to them by rolling on the Purchase table detailed below. 

Weapons equipment and armour can be exchanged between models. Models cannot be given items which do not apply to the restrictions listed on the models profile e.g. A troop model cannot be given a ranged weapon which costs more than 5 points.
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