WARBANDS ENTRY

The rules here are the beginning of the new warbands list.  These are only the things that have changed, all other info is as it is written in the rulebook (or Town Cryer) the warband was originally in.

Pg. 64-65 Starting a Warband:


Any warband in Mordheim can support up to 15 members.  If you get too many more than that then and your camp starts to get a little crowded, food gets scarce and the Empire starts to take notice.  The last thing you want is the Militia policing your actions.


Some members of your warband take up less space, or eat less food (by choice or because they are forced to) than an average warrior.  Therefore these warriors only count as ½ a member toward the maximum number of warriors that a warband can have (thus every 2 of these types of warriors count as 1 actual member).  This counts for rout checks as well, for example the Orcs certainly won’t run for cover when a few little Goblins die (in fact it is expected), Vampires really don’t care if Zombies are taken out of action, they can always raise more.  Other members of a warband are the opposite, Rat Ogres, Trolls, Possessed, and even Vampires use up more resources (eat more food, need more space, etc.) and therefore count as 2 (or sometimes even 3) warriors toward the max.  Again this also counts for rout checks, if the Vampire falls in combat it may shatter the moral of the Necromancer and the Dregs, if something is strong enough to take out a Rat Ogre, the other skaven probably want nothing to do with it.  Any warriors that do count as more or less than 1 warrior will have it noted in the special rules for that warrior.


Some Items or Hired Swords may change this total (Halfling Cookbook, Halfling Scout).  Also Hired Sword do not count toward your total members either as they are paid to help and some probably do not even stay at your camp.


Other changes to Warbands:

ALL WARBANDS THAT HAVE A SWORD ON THEIR EQUIPMENT LIST NOW ALSO HAVE A SHORT SWORD AT A COST OF 5gc.  ALL WARBANDS THAT ALLOW LIGHT ARMOUR ON THEIR EQUIPMENT LIST NOW ALSO HAVE TOUGHENED LEATHER AT A COST OF 5gc. MACES AND HAMMERS ARE NOW ALSO 5gc TO GO ALONG WITH THE NEW PRICE CHANGES ON THE MAIN LIST.

Empire Mercenaries:

1 Mercenary Captain

	Profile
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	
	4
	4
	4
	3
	3
	2
	4
	2
	8



+ 1 skill of his choice from those available.


Weapons and armour: The Mercenary Captain may be equipped from both the Mercenary and Marksman equipment list.

0 – 2 Champions

	Profile
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	
	4
	4
	3
	3
	3
	1
	3
	1
	7



Weapons and armour: Champions may be equipped from either the Mercenary or the Marksman equipment list, decided when the Champion is first purchased (he may not change back and forth).  If they choose the Marksman list they receive a –1 WS and gain a +1 BS.

0 – 2 Youngbloods

	Profile
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	
	4
	2
	2
	3
	3
	1
	3
	1
	6



Weapons and armour: Youngbloods may be equipped from either the Mercenary or the Marksman equipment list, decided when the Youngblood is first purchased (he may not change back and forth).

Cult of Possessed:

1 Magister

	Profile
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	
	4
	4
	4
	3
	3
	2
	3
	1
	8



+ 1 skill of his choice from those available (in addition to being a Wizard).

0 – 1 Possessed

	Profile
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	
	5
	4
	0
	4
	4
	2
	4
	2
	7



Special Rules: add


Large: The possessed is a large abomination of a creature and therefore counts as a large target.


Tribute to the gods: A Possessed with 1-3 mutations counts as 2 warriors when determining the total number allowed in your warband.  If a Possessed has 4+ mutations he counts as 3 warriors toward the maximum allowed.


0 – 2 Mutants

	Profile
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	
	4
	3
	3
	3
	3
	1
	3
	1
	7



Special Rules: add


Tribute to the Gods: A mutant with 1-2 mutations counts as only a single member of your warband.  If a Mutant has 3+ mutations he counts as 2 warriors toward the maximum allowed.

0 – 3 Beastmen

	Profile
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	
	5
	4
	3
	3
	4
	1
	3
	1
	6



Special Rules: add


Bestial: A Beastman gor is too primitive to lead a cult of possessed and therefore can never be the warband’s leader.


Gor: If a beastman gor does get “the lads got talent” he may choose “Beastman Special Skills” (pg. ??) as 1 of the 2 tables he may choose from.


Mutations: add


Great Claw: add


If a warrior has as many great claws as arms, all his attacks are made at +1 Strength.  A warrior may not have more great claws and/or tentacles than arms.


Special Skills: add


(available to any Cult of Possessed Hero)

Mutation: The Hero is blessed by the Chaos Gods and gains one mutation at random. The Hero adds +1 to the number of warriors he counts as when determining the maximum number allowed.  For example a normal Hero would now count as 2 warriors (but a Hero that has already gotten the Mutation Skill would count as 3!!!).  This skill can be taken multiple times (adding +1 each time it is taken).  Mutants and Possessed only add this +1 if they have enough mutations to give them the +1 from “Tribute to the Gods” already.

Roll 2D6:

2
Colorful Skin: the warrior’s skin changes to a bright rainbow color (no effect in the game).


3
Daemon Soul: see pg. 76 for details.


4
Great Claw: see pg. 76 for details.
5 Cloven Hoofs: see pg. 76 for details.
6 Tentacle: see pg. 76 for details.
7 Blackblood: see pg. 76 for details.
8 Spines: see pg. 76 for details.
9 Scorpion Tail: see pg. 76 for details.
10 Extra Arm: see pg. 76 for details.
11 Hideous: see pg. 76 for details.
12 Choose: Either roll twice more on this chart OR choose any one mutation.

Witch Hunters:
1 Witch Hunter Captain

	Profile
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	
	4
	4
	4
	3
	3
	2
	4
	2
	8



+ 1 skill of his choice from those available.

0 – 5 Flagellants

	Profile
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	
	4
	2
	2
	3
	4
	1
	3
	1
	10



All other rules remain the same.


0 – 6 Warhounds


Special Rules:


Live in Kennels: Warhounds do not eat as much food or take up as much space as other warriors.  A warhound therefore only counts as ½ a warrior when determining the maximum allowed in the warband.

1 Sigmarite Matriarch

	Profile
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	
	4
	4
	4
	3
	3
	2
	4
	1
	8



+ 1 skill of his choice from those available (in addition to the Prayer of Sigmar).

Steel Whip: add


Special Rules:

Difficult to use: A model armed with a Steel Whip may never use a second hand weapon or buckler in his other hand because it requires all his skill to wield it correctly.  He may carry a shield as normal though.


Vampire Counts (changed from Undead)

1 Vampire

	Profile
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	
	6
	4
	4
	4
	4
	2
	5
	2
	9



+ 1 skill of his choice from those available.


Special Rules: add


High Maintenance: a vampire likes his space and often likes to live in relative comfort (even in the city of Mordheim).  Or sometimes he is keeping a spot for his next victim, either way a Vampire counts as 2 warriors toward the maximum allowed in the warband.


0 – 10 Zombies


Special Rules: add


Don’t Eat: Zombies do not need food or a space of their own though they do require a small amount of upkeep in magic components.  A zombie therefore counts as ½ a warrior toward the total allowed in the warband.


Skaven

1 Assassin Adept

	Profile
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	
	6
	4
	4
	3
	3
	2
	5
	2
	7



+ 1 skill of his choice from those available.

0 – 10 Giant Rats


Pack Size: change to clarify


You can recruit as many giant rats as you wish into a single group (but you cannot exceed the maximum limit).


Sewer Dwellers: Giant rats are called forth to fight with the skaven warband, they do not take up much space and scavenge for most of their food.  Giant Rats only count as ½ a warrior for determining the maximum number allowed in the warband.


0 – 1 Rat Ogre


Special Rules: add


Eats a Lot: The rat ogre eats so much food and takes up so much space that he counts as 2 warriors toward the maximum allowed in the warband.


Tough Monster: A rat ogre must survive a lot just to be made ready.  Therefore injuries that may maim or kill lesser creatures do not even phase him.  Therefore a rat ogre only dies on a roll of a 1 (instead of a 1 or 2) when rolling for injuries.


Orcs and Goblins
1 Orc Boss

	Profile
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	
	4
	4
	4
	4
	4
	2
	3
	2
	8



+ 1 skill of his choice from those available.


Orc Boyz

Special Rules

Two Weapon Style: Fighting is [part of Orc life and they learn early to use weapons in both hands and therefore have the skill “Two Weapon Style”.


0 – 10 Goblins

Special Rules: add


Don’t Eat Much: Whether by choice (or because the orcs just don’t give them as much) Goblins don’t get as much food as an orc.  Goblins therefore only count as ½ a warrior when determining the maximum number allowed in the warband.


0 – 6 Squigs


Special Rules: add


Gobbo Problem: The orcs hardly give the squigs any food at all, what they get usually comes from the scraps the goblins scrounge from the orcs.  A squig therefore only counts as ½ a warrior when determining the maximum number allowed in the warband.


0 – 1 Troll


Special Rules: add


Takes Up Space: A troll uses a lot of room in the camp and therefore counts as 2 warriors when determining the maximum number allowed in the warband.


Dwarfs

1 Dwarf Noble

	Profile
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	
	3
	5
	4
	3
	4
	2
	2
	2
	9



+ 1 skill of his choice from those available.


Special Skills:


Master of Blades: change last sentence to


Note that if the Dwarf has 2 dwarf axes he may choose to parry 2 attacks but will lose the re-roll offered by the axes OR he may choose to parry one incoming attack that he will receive the re-roll with.


High Elf Shadow Warriors

1 Shadow Master

	Profile
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	
	5
	5
	5
	3
	3
	2
	6
	2
	9



+ 1 skill of his choice from those available.

Shadow Warrior Magic


Shadow Bind: change range to 12”

Change phrase “passes a Strength test on 2D6” to read “passes a Strength test on 1D6”.

Special Equipment: remove

Standard of Nagaryth and Warhorn of Nagaryth

Dark Elves
1 High Born

	Profile
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	
	5
	5
	5
	3
	3
	2
	6
	2
	9



+ 1 skill of his choice from those available.

Corsairs

40 Gold Crowns to hire

	Profile
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	
	5
	4
	4
	3
	3
	1
	6
	1
	8


Starting Armour: A Corsair is equipped with a Sea Dragon Cloak, which may not be traded. This is in addition to the normal 15gc that can be used to buy equipment.

Special Rules

Two Weapon Style: The Corsairs learn to fight with 2 weapons on great ships and therefore have the skill “Two Weapon Style”.

0-2 Cold One Beasthounds
Special Rules: add

Live in Kennels: Cold one beasthounds do not eat as much food or take up as much space as other warriors.  A cold one beasthound therefore only counts as ½ a warrior when determining the maximum allowed in the warband.

Special Equipment: change

Sea Dragon Cloak (20gc to buy for starting warband)


(20 + 1D6 Gold Crowns/Rare 10)


Special Rules


Scales: 6+ armour save in close combat, 5+ armour save against missiles.


Beastlash


Special Rules: add


Difficult to use: A model armed with a beastlash may never use a second hand weapon or buckler in his other hand because it requires all his skill to wield it correctly.  He may carry a shield as normal though.


Poison: change to


Dark Venom or Black Lotus.

Bretonnia

1 Questing Knight

	Profile
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	
	5
	4
	3
	4
	3
	2
	4
	2
	8



+ 1 skill of his choice from those available.


Special Rule: A Questing Knight may not be armed with a Lance.
	Bretonnian Skill Tables

	
	Combat
	Shooting
	Academic
	Strength
	Speed
	Special

	Questing Knight
	X
	
	
	X
	X
	X

	Knight Errant
	X
	
	
	X
	
	X

	Squire
	X
	X
	
	
	X
	



Beastmen

1 Beastman Chieftain

	Profile
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	
	5
	5
	3
	3
	4
	2
	4
	2
	7



+ 1 skill of his choice from those available.

0 – 3 Beastmen Gors

	Profile
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	
	5
	4
	3
	3
	4
	1
	3
	1
	6


0 – 1 Beastmen Shaman

	Profile
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	
	5
	4
	3
	3
	4
	1
	3
	1
	6



Ungor: change to


20 gold crowns to hire


Chaos Hounds: change to


45 gold crowns to hire

	Profile
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	
	7
	4
	0
	4
	4
	1
	3
	2
	5



0 – 1 Minotaur

200 gold crowns to hire

	Profile
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	
	6
	4
	3
	4
	4
	3
	4
	3
	8



Special Rules: add


Eats a Lot: The minotaur eats so much food and takes up so much space that he counts as 2 warriors toward the maximum allowed in the warband.


Tough Monster: A minotaur must survive a lot in the chaos wastes.  Therefore injuries that may maim or kill lesser creatures do not even phase him.  Therefore a minotaur only dies on a roll of a 1 (instead of a 1 or 2) when rolling for injuries.


Special Skills: change


Massive Strength: add


A Beastman that takes this skill adds +1 to the number of warriors he counts as when determining the maximum number allowed.  For example a normal Beastman would now count as 2 warriors (but a Beastman that also has a Mutation would count as 3!!!). Note the Beastman still can’t use another weapon unless he has the “Two Weapon Style” skill.

Mutant: The Hero is blessed by the Chaos Gods and gains one mutation at random.  The Beastman adds +1 to the number of warriors he counts as when determining the maximum number allowed.  For example a normal Beastman would now count as 2 warriors (but a Beastman that also has a Massive Strength or already has a mutation would count as 3!!!). This skill can be taken multiple times (adding +1 each time it is taken).

Roll 2D6:

2
Colorful Skin: the warrior’s skin changes to a bright rainbow color (no effect in the game).


3
Daemon Soul: see pg. 76 for details.


4
Great Claw: see pg. 76 for details.
13 Cloven Hoofs: see pg. 76 for details.
14 Tentacle: see pg. 76 for details.
15 Blackblood: see pg. 76 for details.
16 Spines: see pg. 76 for details.
17 Scorpion Tail: see pg. 76 for details.
18 Extra Arm: see pg. 76 for details.
19 Hideous: see pg. 76 for details.
20 Choose: Either roll twice more on this chart OR choose any one mutation.
Lizardmen:
1 Skink Priest

	Profile
	M
	WS
	BS
	S
	T
	W
	I
	A
	Ld

	
	6
	3
	4
	3
	3
	2
	5
	1
	7



+ 1 skill of his choice from those available (in addition to starting spell).


0 – 1 Kroxigor


Special Rules: add


Eats a Lot: The kroxigor eats so much food and takes up so much space that he counts as 2 warriors toward the maximum allowed in the warband.


Tough Skin: A kroxigor has extremely hard scales.  Therefore injuries that may maim or kill lesser creatures do not even phase him.  Therefore a kroxigor only dies on a roll of a 1 (instead of a 1 or 2) when rolling for injuries.


Khemri


SEE ATTATCHED DOCUMENT

