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Gold and Pigs

A Mordheim modification

By Johan Ottosson



Gold and Pigs

Gold and pigs is a set of rules that modify the Mordheim rules. It draws its inspiration from the Warhammer Ancient Battles rulebook Shieldwall.

To use these rules you need the mordheim rulebook, which can be downloaded for free at:

http://www.games-workshop.com/gws/content/article.jsp?aId=5300009

A dark age.

Gold and pigs takes places on the british isles in the dark ages, a time where in internal strife and pressures from marauding Vikings and invading French rips the kingdoms apart.

In the borderlands between these kingdoms small groups of warriors fight skirmishes for gold and

pigs.
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Changes to Mordheim rules

Building a Warband, Warbands may have the

number of each type as stated in the beginning

of each warband-section. Players have 500 Gold

Coins to build their warbands from.



Cost of skills, upgrades and injuries.

Whenever a warrior gets skills or upgrades through

experience, his cost when calculating the warband

rating increases.

Check this table to see how much the upgrade/

skill increases his cost.

As for injuries, their worth is the same.

Cost



Measuring, the players may measure at any

time.



M



15



WS



15



Movement, a charging figure moves M+2D6. If

he is on a horse then roll 3D6 and pick the

highest.



BS



15



S



25/35*



T



30/45*



W



20/30*



I



10



A



25/35*



Ld



15



Skill



40



Before, the first to move in any turn are the

models forced to move by the Undisciplined

rule.

Order of combat, combatants always fight in

Initiative order, unless an item or ability

changes this.

Charging, a charging model gets no other benefits than getting into close combat quickly.

(unless special abilities or equipment states

otherwise.

Fear. Lowers to hit with -1 if Ld test is failed.

Parry. A model with a sword is at -1 to hit by

enemies if the enemy has lower WS.

Warband Rating.

The warband rating is very important, it is a

means of balancing warbands when facing each

other.

When facing each other always use the rating of

the warband with less points. The warband with

more points has to reduce its size to fit the

rating of the other warband.

Warband rating is the worth of:

(basic cost of members )

+ (equipment, weapons and armor)

+ (skills and upgraded stats)

– (injuries)

+ (eventual left over gold and equipment).

= Warband rating



*For the second increase of the stat.

Income

Wyrdstone shards are somewhat rare in the real

world, instead call it treasure or pigs. Pigs being

somewhat of a currency in the dark ages. While

mordheim depicts gangs of scavengers fighting

over magical shards in a devastated city, Gold and

Pigs depicts small borderland rulers stealing cattle,

raiding churches and ambushing merchants.

Selling the loot, this works exactly as selling

wyrdstone in mordheim (Page 101). However, only

Champions are counted when calculating the

profit.

Exploration

Use the mordheim exploration table. Although

exactly what happens and what the exact rewards

are might have to be discussed.

Campaign Price Chart

Only Champions may buy and use equipment from

this list, henchmen and peasants must buy from the

lists in their warband section.

*These items are detailed in the new rules section,

all others can be found in the mordheim rule book.



Item



Hand weapons

Cost



Dagger*



Miscellaneous Items

Cost

Availability



Availability

Common



Item

Blessed water



10+3D6 gc



Rare 6



Common



(Bugmans) Ale



50+3D6 gc



Rare 9



Cathayan Silk

Clothes

Healing herbs



50+2D6 gc



Rare 9



20+2D6 gc



Rare 8



15+3D6 gc



Rare 8

Rare 8



Club



1st free

/ 2 gc

3 gc



Axe



5 gc



Common



Sword



15 gc



Common



Damascene*



+30 gc



Rare 9



Pure steel*



+60 gc



Rare 11



Holy(Pagan)

relic

Holy tome



Main weapons

Thrusting spear

5 gc



Common



Riding horse

War horse



100+1D6x10

gc

40 gc

80 gc



Dane axe*



20 gc



Common



Hunting arrows



25+1D6 gc



Rare 8



Maul



15 gc



Common



Bodkin arrows*



25+1D6 gc



Rare 8



Heavy spear*



20 gc



Rare 9



Lantern(Torch)



10 gc



Common



Throw. Spear/axe*



5 gc



Common



Lucky charm



10 gc



Rare 6



Javelin*



2 gc



Common



20+4D6 gc



Rare 9



Bow

Long bow

Cross bow

Hunting cross bow*



10 gc

30 gc

30 gc

5 gc



Common

Rare 10

Common

Common



(Mordheim)

Map

Net

Rope &amp; hook

War dog

Trade mark Item



5 gc

5 gc

25+2D6 gc



Common

Common



Sling*



5 gc



Common



Madcap mushrooms

Dark Venom



30+3D6 gc



Rare 9



30+2D6 gc



Rare 8



Mastercrafted

+20 gc

ranged weapon*

Damascene*

+ 45 gc

Pure steel*

+ 90

Armor and shields

Targe/buckler*

5 gc



Rare 9



Shield*

Cloth / leather

armor*



10 gc

10 gc



Common

Common



Chain shirt*

Chain hauberk*



35 gc

100 gc



Common

Rare 11



Ancient breastplate*



150 gc



Rare 12



Triple plaited Chain

shirt*

Triple plaited Chain

hauberk*



70 gc



Rare 9



120 gc



Rare 11



Rare 10

Rare 11

Common



Rare 8

Rare 11



New rules

Items

Dagger. All models come with daggers, any

model using his dagger in combat looses -1 to

initiative. When using two weapons, one attack

has to be from the dagger, and that attack is made

at -1 to Initiative.

Throwing axe/spear. When going into a combat

the combatant throws a spear or an axe at the

enemy. This gives the warrior +1 attack in the

first turn of combat, whether he is charging or

not. If using two weapons and throwing spear

then the model has +2 attacks(+1 from throwing

spear and +1 from additional hand weapon).

Javelin. Range 8”. Strength as user. Thrown

weapon, distance and movement does not affect

thrown weapons.

Sling. Range 18”, S3, may move and fire.(Old

rules with firing twice are not used anymore).

Heavy spear. A longer and heavier spear used

with two hands. Has the first strike rule, and

gives +1 strength.

Bodkin arrows. Arrows with harder and smaller

point, made for piercing armor. These arrows

give -1 to armorsaves.

Helmet. Gives a 4+ save against being stunned, if

the save is passed then the character is knocked

down instead. It also gives a 6+ save against injuries on the injury table.

Cloth/Leather armor. Quilted cloth or treated

leather protection, gives its wearer a 6+ armor

save. It also provides a 6+ save vs injuries on the

injuries chart.

Chain shirt. A short sleeved shirt of chain mail

or scale mail. Gives the wearer a 4+ armor save. It

also provides a 5+ save vs injuries on the injuries

chart.

Chain Hauberk. A long sleeved shirt of chain

mail with a skirt protecting the thighs. Gives the

wearer a 4+ armor save. If combined with shield,

the wearer receives -1 to movement. Also provides a 4+ save vs injuries on the injury chart.



Ancient breastplate. A breastplate from the roman

era. It gives a 4+ armor save and does not slow

down the wearer if combined with a shield. Also

provides a 4+ save vs injuries on the injury chart.

Tripleplaited Chain Shirt. A sturdier variant of

Chain Mail, the wearer receives a 5+ Armor. The

armor save may however never be modified to less

than a 6+.

Tripleplaited Chain Hauberk. A sturdier variant of

Chain Mail, the wearer receives a 4+ Armor. The

armor save may however never be modified to less

than a 6+.

Buckler/Targe. Bucklers and Targes are small

shields, cheap and maneuverable. These give the

model a 6+ Shield Save. They do not slow down a

model that wears Chain Hauberk.

Shields. Whether its Round shields or kiteshields

they all give the model a 5+ Shield Save.



Special rules



Undisciplined. Any model with this rule must at

the start of each turn make an Ld test or move

towards any visible enemy. If there are no enemies within line of sight, then the model does

not have to roll. If an enemy is within 12” and the

Ld test is failed, the model must attempt a

charge.

Peasants. Peasants are bought and equipped in

groups. Each group must have atleast 3 members

before a new group may be created, the maximum

number of groups are 6. All members of each

group must have the same equipment.

Member of a peasant group has to stay within 2”

of each other.

Peasants count for the total rout test needed,

however a peasant only counts as half towards

that test.(ie a force of 5 Champions and 9 Peasants would have to take a rout test after loosing

either 4 Champions or 8 Peasants or any combination there of.)

Peasants are conscripted from nearby farms and

are automatically replenished, they do not gain

experience, nor do they have to roll to check

injuries or death. However, after each battle roll

2D6 for each group of peasants. On a roll of a

double 6 the player gets a new Champion from

that group. The new Champion has the same stats

and equipment as he had as a peasant, he starts at 0

experience points.

Also, when selling loot peasants are not counted

as part of the warband.

Peasants may not use two weapons in close combat.

Berserk. Models with the rule Berserk count as

always being frenzied, they do not even loose

their frenzy after being knocked down. A berserk

model may never leave the battlefield, even if the

warband routs, the berserk must fight to the

death. If the enemy routs when fighting only

berserk models, the side with the berserk wins

the scenario.



Inspiring. All models within 6” does not have to

test for undisciplined.

Undisciplined. At the beginning of each turn roll

for each models Ld, those that fail, must move

towards then enemy. If they are within charge

range (M+2D6), then the controlling player may

choose to charge, unless the enemy is within M+7

inches, then the model must charge.

Peasants do not take this test individually but instead roll as a group. If any member is within range

of the leader, then the leaders Ld is used for the

whole group.

Fury of the northmen. Models with this rule

causes Fear in any model with Leadership 7 or less.

Ferocious charge. Using the horse’s mass and speed

as weapon in itself, this suicidal form of cavalry

warfare means to trample enemies. Whenever a

mounted model with this rule charges, fight the

combat as normal. The mounted model may then

move on in a straight line for his entire charge.

Any model that its base touches takes one hit as if

struck by the horse. If the mounted model gets

knocked down, its charge is stopped.

Werod. If the warbands leader is taken out of action, the remaining Champions hate the enemy for

the rest of that scenario.

Scout move. The model may make a move or

march move before the game starts.

Holy men

Godi. May reroll failed Rout-tests. Causes

Fear.

Abbod. All Champions within 6” gets ha

tred. Immune to Fear.

Sagart. All Champions within 6” gets

hatred. Causes Fear.

Offeiriad. May reroll failed Rout-tests.

Causes Fear.

Saccard. All Champions within 6” gets

hatred. Causes Fear.

Bishop. May reroll failed Rout-tests. Im

mune to Fear.

Shield Save. Shields give a save that are not modified by the enemy’s strength. It also does not stack

with Armor save as in the normal mordheim rules.

If an enemy hits a shield armed model on a 6, then

the shield save is negated.(this does not work if the

model only can be hit on a 6.)



Kingdoms of the North

Norse Warbands.

Norse warbands may have a total of 6 Champions and 6 Henchmen and 14 Peasants. Peasants and

henchmen that get “that lads got talent” are promoted to the status of champion.

Norse warbands may not have thralls than Bondi.

Norse Champion Armory

Hand weapon(each model may have 1, if the model uses 2 hand weapons then the second counts as main

weapon)

Weapon

Range

Save modifier Strength

Special rule

Cost

-



As user



Club



-



As user



3gc



Axe



-1



As user



5gc



Sword



-



As user



Main weapons(Each model may only have 1 main weapon)

Weapon

Range

Save modiStrength

fier

Dane Axe

+1

Throwing

axe/spear

Maul



Shields and armor

Type



-



As user



-



+2



Save



Cost



Targe/buckler



6+ shield save



5gc



Shield



5+ shield save



10gc



Cloth/leather

armor

Chain shirt



6+ armor save



10gc



5+ armor save



35gc



Helmet



See entry



5gc



-1 Initiative



1st free/ 2gc



Dagger



Parry



15gc



Special rule



Cost



+1 Attack



20gc

5gc



Strike last



15gc



Norse Peasant Armory

Hand weapon(each model may have 1, if the model uses 2 hand weapons then the second counts as main

weapon)

Weapon

Range

Save modifier Strength

Special rule

Cost

Daggers



-



As user



-1 Initiative



1st free



Clubs



-



As user



3gc



Axes



-1



As user



5gc



Main weapons(Each model may only have 1 main weapon)

Weapon



Range



Save modifier



Strength



Special rule



Cost



Javelins*



8”



-



As user



Thrown



2gc



-



As user



-



3



Throwing

axes/spears**

Bow*



24”



5gc

-



10gc



*Only thralls may use these.

**Only Bondi may use these.

Shields and armor

Type



Save



Cost



Targes/bucklers



6+ shield save



5gc



Shields



5+ shield save



10gc



Helmets



See entry



5gc



Norse skill table

Champion

Combat

Hersir



X



Shooting



Academic



X



Berserker

Godi



X



Hirdmen



X



Strength



Speed



X



X



X



X



X

X



Champions



Norse Special Skills



1 Hersir 75 gc

M WS BS



Fury of the northmen. Gives the

model the Fury of the northmen

special rule.



4



4



4



S



T



W



I



A



Ld



3



4



1



4



1



9



Rules: Leader.

Equipment: May choose equipment from the Norse Champion Armory.



Frenzy. Gives the model the Frenzy

special rule.

Viking. The model may make a scout

move before the game starts.

Starting skill points



0-1 Berserker 60 gc



Hersir: 20 points.



M



WS



BS



S



T



W



I



A



Ld



4



4



3



4



4



1



4



1



8



Berserkers and Godi: 12 points.

Náungi: 0



Rules: Berserk, Fury of the norsemen.

Equipment: May choose equipment from the Norse Champion

Armory.



0-1 Godi 80 gc

M WS BS

4



4



4



S



T



W



I



A



Ld



3



4



1



4



1



8



Rules: Godi.

Equipment: May only be equipped with handweapons from

the Norse Champion Armory.



0-2 Náungi 15gc

M WS BS

4



2



2



S



T



W



I



A



Ld



3



4



1



3



1



6



Rules:

Equipment: May choose equipment from the Norse Champion Armory.



Henchmen

Hirdmen 55gc

M WS BS

4



4



3



S



T



W



I



A



Ld



3



4



1



4



1



8



Rules:

Equipment: May choose equipment from the Norse Champion Armory.



Peasants

Bondi 20gc

M WS

4



3



BS



S



T



W



I



A



Ld



3



3



3



1



3



1



6



Rules: Peasants.

Equipment: May choose equipment from the Norse Peasant

Armory.



Thralls 15gc

M WS

4



2



BS



S



T



W



I



A



Ld



3



3



3



1



3



1



5



Rules: Peasants.

Equipment: May choose equipment from the Norse Peasant

Armory.



Saxons

Saxon warbands.

Norman warbands may have a total of 6 Champions and 9 Henchmen and 14 Peasants. Peasants and

henchmen that get “that lads got talent” are promoted to the status of champion.

Saxon Champion Armory

Hand weapon(each model may have 1, if the model uses 2 hand weapons then the second counts as main

weapon)

Weapon



Range



Save modifier



Strength



Special rule



Cost



Dagger



-



As user



-1 Initiative



Club



-



As user



1st free/

2gc

3gc



Axe

Sword



-1

-



As user

As user



Main weapons(Each model may only have 1 main weapon)

Weapon

Range

Save modifier Strength



Parry



5gc

15gc



Special rule



Cost



Thrusting

Spear

Dane Axe



-



As user



First strike



5gc



-



+1



+1 Attack



20gc



Maul



-



+2



Strike last



15gc



Shields and armor

Type



Save



Cost



Targe/buckler



6+ shield save



5gc



Shield



5+ shield save



10gc



Cloth/leather armor



6+ armor save



10gc



Chain shirt



5+ armor save



35gc



Helmet



See entry



5gc



Mounts

Type

Horse



Cost

40 gc



Saxon Peasant Armory

Hand weapon(each model may have 1, if the model uses 2 hand weapons then the second counts as main

weapon)

Weapon



Range



Save modifier



Strength



Special rule



Cost



Daggers



-



As user



-1 Initiative



1st free



Clubs



-



As user



3gc



Axes



-1



As user



5gc



Main weapons(Each model may only have 1 main weapon)

Weapon

Range Save modifier

Strength

Thrusting Spears**



Special rule



Cost



-



As user



First strike



5gc



Javelins*



8”



-



As user



Thrown



2gc



Bow*



24”



-



3



-



10gc



Sling*



18”



-



3



-



5gc



*Only Geburs

**Only Ceorls

Shields and armor

Type

Targes/

bucklers

Shields

Helmets

Saxon skill table

Champion



Save



Cost



6+ shield

save

5+ shield

save

See entry



5gc



Combat



Ealdorman



X



Huscarl



X



Abbod



X



Thegn



X



10gc

5gc



Shooting



Academic

X



Strength

X

X



X

X



Speed

X



Champions

1 Ealdorman 65 gc

M WS BS

4



4



3



S



T



W



I



A



Ld



3



3



1



4



1



9



Rules: Leader.

Equipment: May choose equipment from the Saxon Champion Armory.



0-2 Huscarls 60 gc

M WS BS

4



4



3



S



T



W



I



A



Ld



3



4



1



4



1



9



Rules: Immune to psychology.

Equipment: May choose equipment from the Saxon Champion Armory.



Saxon Special Skills

Inspiring. If the leader gets this skill

he now has the Inspiring special rule.

If a champion gets this skill, any

friendly group of peasants within 6”

may use his Ld.

Shieldwall. The model may join a

group of Ceorls before the game

starts, and may not leave. The group

may perform shieldwall as long as

the model with the skill is alive and

in contact with the enemy, and the

unit has neither run nor charged.

Shieldwall when active gives +1 to

shieldsave, and the Ceorl group now

uses the Champions Ld.

Ranger. This skill gives the model

access to javelins and bows and may

later on get shooting skills.

Starting skill points

Ealdorman: 20 points.

Huscarl and Abbod: 12 points.



0-1 Abbod 45 gc

M WS BS

4



3



3



S



T



W



I



A



Ld



3



3



1



4



1



8



Rules: Abbod.

Equipment: May choose equipment from the Saxon Champion Armory.



0-2 Mægcnafa 15gc

M WS BS

4



2



2



S



T



W



I



A



Ld



3



3



1



3



1



6



Rules: Undisciplined

Equipment: May choose equipment from the Saxon Champion Armory.



Thegn: 8 points.



Henchmen

0-7 Thegn 40gc

M WS

BS

4



4



3



S



T



W



I



A



Ld



3



3



1



4



1



7



Rules: Undisciplined

Equipment: May choose equipment from the Saxon Champion Armory.



Peasants

Ceorls 20 gc

M WS

4



3



BS



S



T



W



I



A



Ld



3



3



3



1



3



1



6



Rules: Peasants. Undisciplined

Equipment: May choose equipment from the Saxon Peasant

Armory.



Geburs 15 gc

M WS

4



2



BS



S



T



W



I



A



Ld



3



3



3



1



3



1



4



Rules: Peasants. Undisciplined

Equipment: May choose equipment from the Saxon Peasant

Armory.



Caledonia

Caledonian Warband

Caledonian warbands may have a total of 6 Champions and 14 Henchmen and 33 Peasants. Peasants and

henchmen that get “that lads got talent” are promoted to the status of champion.

Caledonian warbands may not have more Doer-Chele than it has Soer-chele.

Caledonian Champion Armory

Hand weapon(each model may have 1, if the model uses 2 hand weapons then the second counts as main

weapon)

Weapon

Range

Save modifier

Strength

Special rule

Cost

Dagger



-



As user



Club



-



As user



3 gc



Axe



-1



As user



5 gc



Sword



-



As user



Main weapons(Each model may only have 1 main weapon)

Weapon

Range

Save modifier

Strength



-1 Initiative



Parry



1st free/ 2 gc



15 gc



Special rule



Cost



Thrusting Spear



-



As user



First strike



5 gc



Dane Axe



-



+1



+1 Attack



20 gc



Heavy Spear



-



+1



First strike, twohanded



20 gc



-



As user



-



+2



Javelins



8”



Maul

Shields and armor

Type



Strike last



Save



Cost



Targe/buckler



6+ shield save



5 gc



Cloth/leather armor



6+ armor save



10 gc



Chain shirt



5+ armor save



35 gc



Helmet



See entry



5 gc



Mounts

Type

Horse



Cost

40 gc



5 gc

15 gc



Caledonian Peasant Armory

Hand weapon(each model may have 1, if the model uses 2 hand weapons then the second counts as main

weapon)

Weapon

Range

Save modifier

Strength

Special rule

Cost

Daggers



-



As user



-1 Initiative



Clubs



-



As user



3 gc



Axes



-1



As user



5 gc



Main weapons(Each model may only have 1 main weapon)

Weapon

Range

Save modifier Strength



1st free



Special rule



Cost



Thrusting Spears**



-



As user



First strike



5 gc



Heavy Spear**



-



+1



15 gc



-



As user



First

strike,twohanded

Thrown



-



As user



-



3



-



Academic



Strength



Speed



X



X



X



X



X



Javelins*



8”



Throwing axes/spears**

Sling*



18”



5 gc



*Only Doer-Chele

** Only Soer-Chele

Shields and armor

Type



Save



Cost



Targes/

bucklers

Shields



6+ shield save



5 gc



5+ shield save



10 gc



Helmets



See entry



5 gc



Caledonian skill table

Champion



Combat



Mormaor



X



Shooting



Toisech

Sagart

Thegn



X



X

X



2 gc



X



5 gc



Caledonian Special Skills



Champions

1 Mormaor 60 gc



M



WS



BS



S



T



W



I



A



Ld



5



4



4



4



3



1



4



1



6



Rules: Leader. Undisciplined.

Equipment: May choose equipment from the Caledonian Champion Armory.



0-1 Sagart 45 gc

M WS BS

5



4



3



S



T



W



I



A



Ld



4



4



1



4



1



6



Rules: Undisciplined. Sagart.

Equipment: May choose equipment from the Caledonian

Champion Armory.

0-1 Gall-Gaedhil 15gc

M WS BS S

5



3



3



3



T



W



I



A



Ld



3



1



3



1



6



Rules: Undisciplined. Frenzy, May make a march move

before the game starts.

Equipment: May choose equipment from the Caledonian



Werod. The model is a designated

bodyguard, as long as he is within 2”

of the warbands leader , they may

switch places in the opponents phase

at the end of the movement phase.

Woad. Warpaint covers the skin of

the warrior, inspiring both himself

and his fellows to reckless deeds.

Woad gives +1 Ld to the model and

+1 S when charging, and any model

within 6” of a model with Woad

gains +1 to Ld. (although this does

not stack nor affect other minis

with Woad, and any Ld-bonus from

Woad does not affect the Undisciplined roll)

Javelineer. The warrior is awesome

at using the javelin, being able to

throw javelins in a quick succession.

The model may throw up to three

javelins per turn, and may spread

them among several different targets.

Aggressive. If the leader has this

skill then the warband may always

choose to go first.

Starting skill points

Mormaor and Sagart: 20 points.

Sguibhir: 0 points.



0-2 Sguibhir 15 gc

M WS

BS

5



2



2



S



T



W



I



A



Ld



3



3



1



3



1



4



Rules: Undisciplined.

Equipment: May choose equipment from the Caledonian

Champion Armory.



Henchmen

0-3 Toisech 55 gc

M WS BS

5



4



3



S



T



W



I



A



Ld



4



3



1



4



1



6



Rules: Undisciplined.

Equipment: May choose equipment from the Caledonian

Champion Armory.

0-3 Eachraidh 55 gc

M WS BS

8



3



3



S



T



W



I



A



Ld



3



3



1



3



1



5



Rules: Rides a horse that may not be sold or given to other

characters. Undisciplined.

Equipment: May choose equipment from the Caledonian

Champion Armory.



Peasants

Soer-chele 15 gc

M WS BS

5



3



3



S



T



W



I



A



Ld



3



3



1



3



1



5



Rules: Peasants. Undisciplined

Equipment: May choose equipment from the Caledonian

Peasant Armory.

Doer-chele 13 gc

M WS BS

5



2



3



S



T



W



I



A



Ld



3



3



1



3



1



5



Rules: Peasants. Undisciplined

Equipment: May choose equipment from the Caledonian

Peasant Armory.



The Welsh Kingdoms

Welsh warbands.

Welsh warbands may have a total of 6 Champions and 10 Henchmen and 27 Peasants. Peasants and

henchmen that get “that lads got talent” are promoted to the status of champion.

Welsh warbands may not have more than 1 Taeog and 1 Bonnedig for every Priodaur.



Welsh Champion Armory

Hand weapon(each model may have 1, if the model uses 2 hand weapons then the second counts as main

weapon)

Weapon

Range

Save modifier

Strength

Special rule

Cost

Dagger



-



As user



-1 Initiative



Club



-



As user



3 gc



Axe



-1



As user



5 gc



Sword



-



As user



Parry



Main weapons(Each model may only have 1 main weapon)

Weapon

Range

Save modifier

Strength



1st free/ 2 gc



15 gc



Special rule



Cost



Javelins



8”



-



As user



Bow



24”



-



3



-



10 gc



Long Bow



30”



-



3



-



30 gc



-



+2



Strike last



15 gc



Maul



5 gc



*Only some armies may use these, see faction details.

Shields and armor

Type



Save



Cost



Targe/buckler



6+ shield save



5 gc



Shield



5+ shield save



10 gc



Cloth/leather armor



6+ armor save



10 gc



Chain shirt



5+ armor save



35 gc



Helmet



See entry



5 gc



Mounts

Type

Horse



Cost

40 gc



Welsh Peasant Armory

Hand weapon(each model may have 1, if the model uses 2 hand weapons then the second counts as main

weapon)

Weapon

Range Save modifier

Strength Special rule

Cost

Daggers



-



As user



-1 Initiative



Clubs



-



As user



3 gc



Axes



-1



As user



5 gc



Main weapons(Each model may only have 1 main weapon)

Weapon

Range

Save modifier

Strength



1st free



Special rule



Cost



Javelins**



8”



-



As user



Thrown



2 gc



Bow*



24”



-



3



-



10 gc



Sling*



18”



-



2



-



5 gc



*Only Bonnedig may use these.

** Only Taeog may use these.

Shields and armor

Type



Save



Cost



Targes/

bucklers

Shields



6+ shield save



5 gc



5+ shield save



10 gc



Helmets



See entry



5 gc



Only Priodaur may have shields.



Welsh skill table

Champion



Combat



Shooting



Uchelwyr



X



X



Teulu



X



X



Offeiriad



X



Bradwr



X



Academic

X



Strength



Speed



X



X



X

X



Welsh Special Skills



Champions

1 Uchelwyr 70 gc

M WS BS

5



4



4



S



T



W



I



A



Ld



4



3



1



4



1



7



Rules: Leader. Undisciplined.

Equipment: May choose equipment from the Welsh Champion Armory.



0-1 Offeiriad 45 gc

M WS BS

5



4



3



Werod. The model is a designated

bodyguard, as long as he is within 2”

of the warbands leader , they may

switch places in the opponents phase

at the end of the movement phase.

Knowledge of the land. If the

Leader has this skill then he may

choose and place one additional

piece of terrain on the battlefield.

Limber. The champion does not

need to roll Initiative test for climbing.



S



T



W



I



A



Ld



3



3



1



4



1



7



Starting skill points

Uchelwyr: 20 points.



Rules: Offeiriad. Undisciplined.

Equipment: May choose equipment from the Welsh Champion Armory.



Teulu: 12 points.

Bradwr: 8 points.

Hysgwïer: 0 points.



0-2 Bradwr 40 gc

M WS BS

5



4



4



S



T



W



I



A



Ld



3



3



1



3



1



7



Rules: Undisciplined. Scout move.

Equipment: May choose equipment from the Welsh Champion Armory.



0-2 Hysgwïer 15 gc

M WS BS

5



2



2



S



T



W



I



A



Ld



4



3



1



3



1



5



Rules: Undisciplined.

Equipment: May choose equipment from the Welsh Champion Armory.



Henchmen

0-3 Teulu 60 gc

M



WS



BS



S



T



W



I



A



Ld



5



4



4



4



3



1



4



1



7



Rules: Undisciplined.

Equipment: May choose equipment from the Welsh Champion Armory.



Peasants

Priodaur 16 gc

M



WS



BS



S



T



W



I



A



Ld



5



3



3



3



3



1



3



1



6



Rules: Peasants. Undisciplined

Equipment: May choose equipment from the Welsh Peasant Armory.

Bonnedig 11 gc

M



WS



BS



S



T



W



I



A



Ld



5



2



3



3



3



1



3



1



6



Rules: Peasants. Undisciplined

Equipment: May choose equipment from the Welsh Peasant Armory.

Taeog 8 gc

M



WS



BS



S



T



W



I



A



Ld



5



2



2



2



3



1



2



1



4



Rules: Peasants.

Equipment: May only buy hand weapon and slings or javelins.



The Kingdoms of Hibernia

Hibernian warbands.

Hibernian warbands may have a total of 5 Champions and 10 Henchmen and 27 Peasants. Peasants and

henchmen that get “that lads got talent” are promoted to the status of champion.

Hibernian Warbands may not contain more Kerns than Bonnachts.

Hibernian Champion Armory

Hand weapon(each model may have 1, if the model uses 2 hand weapons then the second counts as main

weapon)

Weapon

Range

Save modifier

Strength

Special rule

Cost

-



As user



Club



-



As user



3gc



Axe



-1



As user



5gc



Sword



-



As user



Main weapons(Each model may only have 1 main weapon)

Weapon

Range

Save modifier

Strength

Javelins



8”



-1 Initiative



1st free/ 2gc



Dagger



Parry



15gc



Special rule



Cost



-



As user



Dane Axe



-



+1



+1 Attack



20 gc



Maul



-



+2



Strike last



15gc



Shields and armor

Type



Save



Cost



Targe/buckler



6+ shield save



5gc



Shield



5+ shield save



10gc



Cloth/leather armor



6+ armor save



10gc



Helmet



See entry



5gc



Mounts

Type

Horse



Cost

40 gc



5gc



Hibernian Peasant Armory

Hand weapon(each model may have 1, if the model uses 2 hand weapons then the second counts as main

weapon)

Weapon

Range

Save modifier

Strength

Special rule

Cost

Daggers



-



As user



Clubs



-



As user



9 gc



Axes



-1



As user



15 gc



Main weapons(Each model may only have 1 main weapon)

Weapon

Range

Save modifier

Strength



-1 Initiative



1st free



Special rule



Cost



Javelins*



8”



-



As user



Thrown



2 gc



Sling*



18”



-



3



-



5 gc



*Only Kerns may use these.

Shields and armor

Type



Save



Cost



Targes/bucklers



6+ shield save



5gc



Helmets



See entry



5gc



Only Bonnachts may have bucklers.

Hibernian skill table

Champion

Combat

Curadh



X



Fianna

Sacardd

Madadh



Shooting

X



Academic

X



X

X



Strength

X



Speed

X

X



X

X



X



Hibernian Special Skills



Champions

1 Curadh 70 gc

M



WS



BS



S



T



W



I



A



Ld



5



4



4



4



3



1



4



1



6



Rules: Leader. Undisciplined.

Equipment: May choose equipment from the Hibernian

Champion Armory.



0-1 Sacardd 45 gc

M WS BS

5



4



3



S



T



W



I



A



Ld



3



3



1



4



1



7



Werod. The model is a designated

bodyguard, as long as he is within 2”

of the warbands leader , they may

switch places in the opponents phase

at the end of the movement phase.

Infiltration. Just as the skaven skill

infiltration in the rulebook.

Limber. The champion does not

need to roll Initiative test for climbing.

Battle cry. The warrior shouts in

defiance as he charges. When charging, the model gains +1 A.

Starting skill points



Rules: Sacardd. Undisciplined.

Equipment: May choose equipment from the Hibernian

Champion Armory.



Curadh: 20 points.

Fianna: 12 points.

Madadh: 8 points.



0-2 Madadh 40gc

M WS BS

5



4



4



Usage: 0 points.

S



T



W



I



A



Ld



3



3



1



4



1



6



Rules: Undisciplined. Pack master.

Equipment: May choose equipment from the Hibernian

Champion Armory. 3-6 wardogs at 15 gc each.



0-2 Usage 15 gc

M WS BS

5



2



2



S



T



W



I



A



Ld



4



3



1



3



1



3



Rules: Undisciplined.

Equipment: May choose equipment from the Hibernian

Champion Armory.



Henchmen

Fianna 60 gc

M WS BS

5



4



3



S



T



W



I



A



Ld



4



3



1



4



1



5



Rules: Werod. Undisciplined.

Equipment: May choose equipment from the Hibernian

Champion Armory.



Peasants

Bonnachts 15gc

M WS BS

5



3



3



S



T



W



I



A



Ld



3



3



1



3



1



5



Rules: Peasants. Undisciplined

Equipment: May choose equipment from the Hibernian

Peasant Armory.

Kern 10gc

M WS

5



2



BS



S



T



W



I



A



Ld



3



3



3



1



3



1



5



Rules: Peasants. Undisciplined

Equipment: May choose equipment from the Hibernian

Peasant Armory.

Taeog 8 gc

M WS

5



2



BS



S



T



W



I



A



Ld



2



2



3



1



2



1



4



Rules: Peasants.

Equipment: May only buy hand weapon and slings or javelins.



Normandy, Brittany, Flanders and France

Norman warbands.

Norman warbands may have a total of 6 Champions and 6 Henchmen and 14 Peasants. Peasants and

henchmen that get “that lads got talent” are promoted to the status of champion.

Norman warbands may not contain more Coloni than Liberi.

Norman Champion Armory

Hand weapon(each model may have 1, if the model uses 2 hand weapons then the second counts as main

weapon)

Weapon



Range



Save modifier



Strength



Special rule



Cost



Dagger



-



As user



-1 Initiative



1st free/ 2 gc



Club



-



As user



3 gc



Axe



-1



As user



5 gc



Sword



-



As user



Parry



15 gc



Main weapons(Each model may only have 1 main weapon)

Weapon



Range



Save modifier



Strength



Special rule



Cost



Thrusting Spear



-



As user



First strike



5 gc



Maul



-



+2



Strike last



15 gc



Lance



-



+2 on charge



15 gc



Shields and armor

Type



Save



Cost



Shield



5+ shield save



10 gc



Cloth/leather armor



6+ armor save



10 gc



Chain shirt



5+ armor save



35 gc



Chain Hauberk



4+ armor save



100 gc



Helmet



See entry



5 gc



Mounts

Type



Cost



Horse



30 gc



War horse



60 gc



These prices are only for when the warband is created, later on the normal list for buying things are

used. These horses may not be sold, traded or given to other characters unless the original owner is

dead.



Norman Peasant Armory

Hand weapon(each model may have 1, if the model uses 2 hand weapons then the second counts as main

weapon)

Weapon

Range

Save modifier

Strength

Special rule

Cost

Daggers



-



As user



Clubs



-



As user



3 gc



Axes



-1



As user



5 gc



Main weapons(Each model may only have 1 main weapon)

Weapon

Range

Save modifier

Strength

Thrusting spear



-1 Initiative



1st free



Special rule



Cost



-



As user



First strike



5 gc



Javelins*



8”



-



As user



Thrown



2 gc



Sling*



18”



-



3



-



5 gc



Bow*



24”



-



3



-



10 gc



Cross Bow*



24”



-



4



Move or Fire



25 gc



*Only Coloni may use these.

Shields and armor

Type



Save



Cost



Targes/bucklers



6+ shield save



5 gc



Shield*



5+ shield save



10 gc



Helmets



See entry



5 gc



Only Liberi may have shields.



Norman skill table

Champion



Combat



Comes



X



Bishop



X



Shooting

X



Academic

X

X



Strength

X



Speed

X



Champions



Norman Special skills:



1 Comes 70 gc

M WS BS



Ferocious charge. Using the horse’s

body and momentum as weapon the

rider slams into the enemy. Draw a

straight line up to the length of the

mounted models charge range. Any

model touching the line is affected

by the charge. Now the mounted

model attacks the first enemy

model along its charge path. Do the

first combat as normal, unless the

mounted model is knocked down(or

worse) continue on the next enemy

along the charge path, the horse may

attack all along the line with +1 to

S. The rider may choose to save

attacks although he must attack each

enemy atleast once until he has no

attacks left.



4



5



3



S



T



W



I



A



Ld



3



3



1



4



1



9



Rules: Leader.

Equipment: May choose equipment from the Norman

Champion Armory.



0-1 Bishop 60 gc

M WS

BS

4



4



3



S



T



W



I



A



Ld



3



3



1



4



1



9



Rules: Bishop.

Equipment: May choose equipment from the Norman

Champion Armory.



0-2 Veteran Milites 40gc

M WS BS S

4



4



3



4



T



W



I



A



Ld



3



1



4



1



8



Shieldwall. The model may join a

group of Liberi before the game

starts, and may not leave. The group

may perform shieldwall as long as

the model with the skill is alive and

in contact with the enemy, and the

unit has neither run nor charged.

Shieldwall when active gives +1 to

shieldsave, and the Liberi group now

uses the Champion’s Ld.

Light cavalry. The character is used

to scouting ahead of the main force,

and may if mounted make a scout

move before the game starts.



Rules:

Equipment: May choose equipment from the Norman

Champion Armory. .



Starting skill points

0-2 Escuier 15 gc

M WS BS

4



2



2



Comes: 20 points.

S



T



W



I



A



Ld



3



3



1



3



1



6



Bishop: 12 points.

Veteran Milite: 12 points.



Rules:

Equipment: May choose equipment from the Norman

Champion Armory.



Escuier: 0 points.



Henchmen

Milites 45 gc

M WS BS

4



4



3



S



T



W



I



A



Ld



3



3



1



4



1



8



Rules:

Equipment: May choose equipment from the Norman

Champion Armory.

Pueri 30 gc

M WS

4



3



BS



S



T



W



I



A



Ld



3



3



3



1



3



1



7



Rules:

Equipment: May choose equipment from the Norman

Champion Armory.



Peasants

Liberi 20 gc

M WS

4



3



BS



S



T



W



I



A



Ld



3



3



3



1



3



1



6



Rules: Peasants.

Equipment: May choose equipment from the Norman Peasant Armory.

Coloni 15 gc

M WS

4



2



BS



S



T



W



I



A



Ld



3



3



3



1



3



1



5



Rules: Peasants.

Equipment: May choose equipment from the Norman Peasant Armory.
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