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b= ROOKED MOON NIGHT GOBLINS

FOR MANY YEARS NOW THE <ROOKED MOON HAS BEEN
THE LEADING FORCE AMONGST THE GREENSKIN
FORCES OF THE EIGHT PEAKS, SINCE THE RISE OF THEIR
CHIEFTAIN SKARSNIK. ONCE THE MAIN FACTION IN THIS
UNDERGROUND WAR THEY HAD <ONTROL OF MOST OF THE <ITY AND
EVEN TOOK HOLD OF THE THRONEROOM OF DWARF KINGS OF OLD.
ALBEIT HIS POWER 1$ NOW MUCH DIMISHED THE $LY ¢OBLIN WATH<ES
STILL FROM HIS POWERBASE ON KARAG ZILFIN, DREAMING TO
HAVE $OME DAY ALL THE <ITY UNDER HIS POWER.

THIS WARBAND 15 A VERSION OF THE NIGHT <OBLIN ONE FROM THE KARAK AZGAL SUPPLEMENT.
SPECIAL RULES

ANIMOSITY:

GOBLINS SPEND MUCH OF THEIR LIVES $QUABBLING AND FIGHTING AMONGST THEMSELVES.
SOMETIMESTHIS WILL HAPPEN AT THE WORST OF TIMES. AT THE BEGINNING OF EACH NIGHT GOBLIN
TURN ROLL A D6. ON A ROLLOF 1 THEY START TO SQUABBLE AND WILL DO NOTHING ELSE FOR THE REST
OF THE TURN. ONLY NIGHT 4OBLINS ARE AFFECTED. TROLLS, $QUIGS, SNOTLINGS AND OTHER
NON-GOBLINS ARE NOT AFFECTED AND WILL ACT AS NORMAL.

HATE STUNTIES AND SKAVEN:

NIGHT GOBLINS ARE SUBJECT TO HATRED TOWARDS DWARFS AND SKAVEN. THIS ONLY AFFECTS NIGHT
GOBLINSNOT ANY OTHER GREENSKINS. FANATICS ARE $0 OUT OF THEIR SKULL THAT THEY ARE NOT
AFFECTED.

NIGHT GOBLIN SPECIAL SKILLS

DED SHOOTY:
THE CLEVER LITTLE 4IT ADDS +6" TO THE RANGE OF ANY NISSILE WEAPONS HE USES (NOT INCLUDING
NETS)

SNEAKY 4IT:
THE GREENSKIN 15 50 SNEAKY THAT HE CAN MOVE D3 OF HIS WARBAND MEMBERS AFTER ALL OTHER
DEPLOYMENT 15 COMPLETE. NIGHT GOBLIN B¢ BOSS ONLY.
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INFILTRATE:
AS SKAVEN SKILL.

NETTER:

THE GOBLIN A$ ADEPT AT USING A NET TO DISABLE HIS ENEMIES. THEY LEARN THEIR SKILL HUNTING
WILDSAVE $QUIGS IN THE DEPTHS OF THE MOUNTAINS. THE TECHNIQUE HE HAS MASTERED 15 'CHUKK
AND CHARGE'. THEGOBLIN MAY DECLARE THAT HE 15 MAKING A NET CHARGE. HE THROWS THE NET AT
ATARGET IN THE SAME WAY A$ DESCRIBED IN THE MORDHEIM RULEBOOK. [F HE HITS AND THE TARGET
FAILS TO ESCAPE THE NET THEN TARGET COUNTS AS KNOCKED DOWN AND THE GOBLIN COMPLETES HIS
CHARGE. [F HE MISSES OR THE TARGET ESCAPES THEN THE GOBLIN MAKES A FAILED CHARGE. IF THE
FAILED CHARGE WOULD TAKE HIM INTO BASE CONTACT THEN STOP HIM 1" AWAY. A WARRIOR WHO I$
CAUGHT IN A NET WILL BE AUTOMATICALLY HIT IN COMBAT. THE OBLIN MUST STILL ROLL TO WOUND
JUST AS WITH A KNOCKED DOWN ENEMY. IN THE WARRIOR'S NEXT RECOVERY PHASE, UNLESS HE I3
STUNNED OR OUT OF ACTION HE WILL <UT HIMSELF OUT OF THE NET BUT CANNOT DO ANYTHING ELSE
AND WILL O LAST IN COMBAT JUST AS IF HE HAD $TOOD UP FROM BEING KNOCKED DOWN.

NIGHT GOBLIN SKILL TABLE

COMBAT ~ SHOOTING ~ ACADEMIC ~ STRENGTH  SPEED  SPECIAL
BIB BOSS X X X X X
SHAMAN X X X X
BOSS X X X X
CHOICE OF WARRIORS

ANIGHT GOBLIN WARBAND MUST INCLUDE A MINIMUM OF 3 MODELS. YOU HAVE 506 OLD CROWNS,
WHICH YOUCAN USE TO RECRUIT AND EQUIP YOUR WARBAND. THE MAXIMUM NUMBER OF WARRIORS
[N THE WARBAND 15 20.

BIG BOSS: EACH NIGHT GOBLIN WARBAND MUST HAVE ONE Bl< BOSS; NO MORE, NO LESS!
SHAMAN: YOUR WARBAND MAY INCLUDE UP TO 1 SHAMAN.

BOSS: YOUR WARBAND MAY INCLUDE UIP TO 2 BOSSES.

SQUIG HOPPER: YOLR WARBAND MAY INCLUDE LIP TO 2 $QUIG HOPPERS.

NIGHT GOBLIN: YOUR WARBAND MAY INCLUDE ANY NUMBER OF NIGHT GOBLINS.
FANATICS:YOUR WARBAND MAY INCLUDE UIP TO 2 FANATICS.

CAVE 5QUIG: YOUR WARBAND MAY INCLUDE UP TO 5 CAVE $QUIGS. YOU MAY NEVER HAVE MORE CAVE $QUIGSIN YOUR WA

TROLL:YOUR WARBAND MAY INCLUDE LIP TO ONE TROLL.
SNOTLINGS:YOUR WARBAND MAY INCLUDE UIP TO 1 $NOTLING MOB.

9

(L
AT VY'Y R



%

N o
e

STARTING EXPERIENCE

A BIG BOSS STARTS WITH 17 EXPERIENCE

A SHAMAN $TARTS WITH 10 EXPERIENCE.

A BOSS STARTS WITH & EXPERIENCE.

A SQUIG HOPPER STARTS WITH 6 EXPERIENKE.
HENCHMEN $TART WITH ¢ EXPERIENCE.

NIGHT <OBLIN EQUIPMENT LISTS

NIGHT GOBLIN EQUIPMENT LIST FANATIC EQUIPMENT LIST
HAND T0 HAND COMBAT WEAPONS HAND TO HAND COMBAT WEAPONS
DAGSER 15T FREE/2 < POISON DAGGERS. 25 <
SWORD 16 << DOUBLE HANDED WEAPON: 15 4
SPEAR 10 « BALL & CHAIN: 15 <
CLUB34< MISCELLANEQUS
MISSILE WEAPONS MADCAP MUSHROOMS 25 &
SHORT BOW 5 <
ARMOUR
LIGHT ARMOUR 2¢ <<
SHIELD 54C
HELMET 16 ¢<
SPECIAL EQUIPMENT
POISON DAGSERS

25 CCOMMON (FANATICS ONLY)A PAIR OF DAGGERS WHICH ARE <OATED IN DEATH <AP MUSHROOM
JUICE. THE COATING 15 RE-APPLIED FOR FREEAFTER EVERY GAME. IT I$ DERIVED FROM THE DEADLY
DEATH <AP MUSHROOMS AND HAS THE SAME EFFECT AS BLACK LOTUS.

MAD CAP MUSHROOMS

THE FEARED CULT OF GOBLIN FANATICS OF THE WORLDS EDGE MOUNTAINS USE THESE HALLUCINOGENK
MUSHROOMS TO DRIVE THEMSELVES INTO A FRENZIED $TATE. EFFECT: ANY WARRIOR WHO TAKES MAD
CAP MUSHROOMS BEFORE A BATTLE WILL BE SUBJECT TO FRENZY: THE MAD CAP MUSHROOM HAS NO
EFFECT ON LINDEAD SUCH AS VAMPIRES AND ZOMBIES, OR THE POSSESSED. SIDE EFFECT: AFTER THE
BATTLE, ROLL A D6. ON A ROLL OF A 1THE MODEL BECOMES PERMANENTLY STUPID.
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