Kidnapper! (Captured Scenario)
This scenario is for any Warband whose Hero is captured after rolling on the injury table in post game.

Terrain
Starting with the attacker, each player takes it in turn to place a piece of terrain, a ruined building, tower or other major piece of terrain. It is suggested that the terrain is set up within an area roughly 4'x4'. In the middle of the playing area you should set up a piece of scenery representing a Sacrificial Altar or Prison, etc. There should be at least 6" of empty space between the middle structure and the closest building.

Warbands
The Capturing Warband deploys first and they can place anywhere on the table
except within 8" of any of the table edges. The Rescuing Warband must place all its models within 4" of a table edge, out of the sight of any of the Possessed models, with at least one model next to each of the four sides of the table.

Starting the game
The Rescuing Warband automatically has the first turn.

Freeing the Victim
As long as at least one model in the Capturing Warband is in base contact with the Victim, then the Victim is treated as stunned with no Recovery Phase, although he can’t be taken OOA.  If no Capturing model is in base-to-base, the Victim regains the recovery phase, although still cannot be taken OOA until he uses movement. If the Victim ever recovers from being stunned, the rescuing warband regains control of their member, however moving the Victim allows him to be taken OOA again. If the Victim moves, treat them as a normal member of the Rescuing Warband.

Recapturing the Victim
The Capturing Warband can only have 1 Hero captured at a time, but can risk switching Heroes by moving from base contact and waiting for the Victim to move.  Once a Victim moves, they are no longer a Victim, but rescued, however the Capturing Warband can recapture a Hero if they are in base contact with a Hero that is stunned, or about to be taken OOA (in case of OOA heroes, negate the OOA kill and treat the new Victim as stunned).  A new Victim is treated exactly as the old Victim, except the Capturing warrior must carry the Victim to the middle structure on their movement phase (cannot run unless there are 2 Capturers).  The Victim must comply, while being stunned.

Ending the game
If there are no Victims and no Rescuing Heroes left on the board (they have all escaped off the board or were taken OOA), the Rescuers win, reclaiming their comrade.  If there is a Victim and no Rescuing Heroes left on the board (either by escape or being taken OOA), the Capturers win.  If the Capturers win, the Victim is either 
A. Sacrificed, 
B. Recruited (Must successfully roll higher on Leadership +D6 against Victim and Leader, and can only be successful if recruitment makes sense*), or 
C. Ransomed back as normal, however the Victim suffers from humiliation and loses 1 characteristic point of the Capturers choice by taunting.  
There are no Rout Tests, but you can Voluntarily Rout after one Hero is taken OOA (not including stunned Victims), treating this as a normal win for the opponent.
Experience .
+ 1 Survives. If a Hero or Henchman group survive the battle they gain + 1 Experience.
+ 1 Winning Leader. The leader of the winning warband gains +1 extra Experience.
+ 1 Rescuing the Victim. All heroes and henchmen groups gain +1 Experience, and the Victim gains +1 extra (for a total of 2).
+D6 If the Victim is sacrificed. The warband gains +D6 Experience points to be freely distributed between the Heroes of the warband. The Capturing Warband keeps all possessions of the Victim.  Possessed may also roll for one hero on the Rewards of the Shadow Lord Table. Undead Necromancers automatically get to raise the Zombie Hero from the sacrifice, even if they don’t have the spell yet.  Witch Hunters also receive a free Brazier Iron Item, filled with the enemies sacrificial remains.  Beastmen also receive one free ‘Shaggy Hide’ skill increase for one Hero as they use the Victims skin.  Mercenaries of any type publically execute their Victim at their homeland and also receive tribute of 6D6 gc from their homeland.  If Sisters of Sigmar sacrifice a Chaos, Undead or Skaven Victim, one of their Heroines gain the Righteous Fury Skill as they sacrifice the Victim, otherwise the Sisters receive 6D6 gc from the Temple to encourage their stewardship.  If the Skaven Sacrifice their Victim, their Rat Ogre eats the Victim, curing its stupidity for one game, and replacing it with frenzy (for just that next game).  Skaven without a Rat Ogre can tempt one to their Warband with the Sacrificial Victim for a reduced cost to a total of 150gc, but the Rat Ogre does not gain the normal sacrificial benefit (although you could pay full price to feed your new Rat Ogre for the benefit). Dwarf Treasure Hunters can also give one Hero the skill True Grit.  Orc & Goblin Warbands can feed the Victim to their Troll, temporarily curing its stupidity for one game, and allowing one free vomit attack as well as normal attacks after his first round of combat as he vomits the sacrifice back out.  Orc and Goblin Warbands without a Troll can tempt one with their sacrifice for a reduced cost to a total of 150gc, although no stupid/vomit benefit unless you pay full price.
+1 If the Victim is Recruited. +1 experience for the Leader and the Recruit.
+1 Per enemy out of action. Any Hero earns +1 Experience for putting an enemy out of action.
