m— S(enario 1

Often, multiple warbands will hear the same rumor about a
wyrdstone deposit and decide to explore that section of the
city at the same time. A battle often results with the winners
taking the lion’s share of the shards home with them.

.
terrain
Each player takes it in turns to place a piece of terrain, either
a ruined building, tower, or other similar item. We suggest
that the terrain is set up within an area roughly 4'x6".

speciaf rufes

Once you have placed the terrain, place D3 wyrdstone shards
for each warband involved in the game on the tabletop to
represent where the shards are. Each player takes it in turn to
place a wyrdstone counter. Each player rolls a D6 to
determine who places first, second, third, etc. The counters
must be placed more than 10" away from the edge of the table
and at least 6" away from each other. Note that counters are
placed before deciding which edge the warbands will play
from. Warriors can pick up the counters simply by moving
into contact with them. A warrior can carry any amount of
wyrdstone without any penalty. Warriors cannot transfer their
wyrdstone to another warrior. If the warrior who is carrying a
counter is taken out of action, place the counter back on the
table where he fell.

warbands

Players use the normal warband set-up rules (see ‘Setting up
the warbands’).

Turf wars are a common sight in the ruins of Mordheim.
When multiple warbands compete for the same area, a
chaotic all-out brawl can ensue, where alliances are quickly
made and broken and bleeding bodies litter the street.
Whichever warbands win the day will have a larger area to
search for the precious wyrdstone.

terrain
Each player takes it in turn to place a piece of terrain, either
a ruined building, tower, or other similar item. We suggest
that the terrain is set up within an area roughly 4'x6'.

warbands
Players use the normal warband setup rules (see ‘Setting up
the warbands’).

starting tfe game
Each player rolls a D6. The player rolling the highest has the
first turn and order of play proceeds clockwise around the
table (based on where players placed their warbands).

ending the game
The game ends when all warbands but one have failed their
Rout test. The routers automatically lose. If two or more
warbands have allied, they may choose to share the victory
and end the game.

treasure funt

Scenario 2: street hrawfl

starting the game
Players each roll a D6 to determine who goes first. Play
proceeds clockwise around the table from there (based on
where players placed their warbands),

ending tfe game
The game ends when all warbands but one have failed their
Rout test. The routers automatically lose. If two or more
warbands have allied, they may choose to share the victory
and end the game.

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(s)
gains +1 Experience.

+1 Per Enemy out of action. Any Hero earns +1
Experience for each enemy he puts out of action.

+1 Per Wyrdstone Counter. If a Hero or Henchman is
carrying a Wyrdstone counter at the end of the battle, he
receives +1 Experience.

wprdstone

Your warriors earn one shard of wyrdstone for each counter
in their possession at the end of the battle.

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.

+1 Per Enemy out of action. Any Hero earns +1
Experience for each enemy he puts out of action.




