Battles in Naggaroth

This document contains the special rules that apply to campaign battles in Naggaroth.

Open order 

Note that these rules are quite different from those printed in the Lustria book and are more similar to the rule in Warhammer Ancient Battles!

Any unit of US1 models on foot may start the game in Open order formation, or may change into Open order during the game. Changing takes up the unit’s entire Movement phase, unless the unit contains a Standard Bearer, in which case it may make one free reform into OR out of Open order in the Remaining Moves segment of the Movement phase. Units may only use this free reform if they are free to move normally (i.e. the unit is not in combat and not subject to any form of compulsory movement). Units using this free reform do not count as having moved for the purpose of further movement (including marching) and may change at any point during the Remaining Moves segment.

A unit in Open order may reform back into a normal formation in the same way. A token or marker should be placed alongside a unit in Open order, to show that it is not in a normal formation. 

Units in Open order ignore all movement penalties from ‘dry’ terrain (woods, ruins, scrub, walls, hedges, etc.), but they do not gain a rank bonus in combat. Skaven units gain their Leadership bonus as normal, even though strictly speaking the unit has no ranks.

Modifying the Scenario generator

Attackers and defenders

In any scenario with an attacker and a defender, the invading player may always choose to be the attacker, instead of having a roll-off. If the invading player does not want to be the attacker, the invaded player may choose to be the defender. If neither player chooses a roll-off is done as normal.

Special circumstances

Naggaroth is a cold and inhospitable place, so count all ‘Hot and dry’ as ‘Chilling cold’ and all ‘Good Omens’ as ‘Bad Omens’. Dark Elves are not affected by ‘Bad Omens’ while in Naggaroth; having lived there for thousands of years they know that things are about as bad as they get.

Encounters

Encounter points

Before deployment is done, one of the players rolls D3+3. This is the number of points each player has to spend on playing encounters. So if a 2 was rolled each player would have 5 Encounter points to spend during the game.

Note that both players will always have the same number of Encounter points to spend.

The Encounter phase

Encounters are played in a phase of the game unique to these rules, called the Encounters phase. This occurs between the Magic and the Shooting phases, and is when the player whose turn it is plays the encounters listed below.

At the beginning of the Encounters phase check for encounters played in previous turns, then play new encounters. Select a terrain piece (such as a wood, swap, etc) and roll 2D6 on the table below. Each roll on the chart costs a number of the Encounter points rolled before the game.

An encounter targeted in an area of natural terrain (hill, wood, boulders, etc) costs one Encounter point while those targeted in artificial terrain (a building, ruins, etc), cost two Encounter points.

Any number of encounters may be placed, but each area may only be targeted once per Encounter phase.

A marker representing the encounter is placed in the target area immediately (you may not place an encounter marker on top of another encounter marker), and its effect determined as described in each encounter. You may not measure the range to nearby units before placing the marker.

The encounters continue to affect nearby units in future turns, with their effects being applied in both players’ Encounter phase.

Encounters range

Place the large (5”) template centred on the Encounter marker. Every unit with at least one model touched by the template will be affected as described in the following rules.

Damage

Units take Panic tests at the end of the phase as normal as a result of casualties caused by any of these encounters. Damage is treated as being caused by missile fire. Encounters marked with an asterisk do not affect Dark Elves. Ethereal creatures are unaffected by all encounters other than Wicked Sprites, and all damage counts as non-magical unless otherwise noted.
Hunting

Some encounters are noted as being Hunting. In each encounter phase when hunting encounters have caused hits (even if no damage is caused); a hunting encounter marker will make a Hunt move. The player whose turn it is nominates any unit within the encounter marker’s line of sight and moves the marker D6” towards that unit. Markers count as having a 360 degree line of sight and can see through units, but not through terrain that normally blocks line of sight.

If there are no units within line of sight, the marker will make a Hunt move towards the closest unit on the board. Remember that damage is only done when markers are placed or at the start of the phase, no markers who hunt will not do damage again when they finish moving.
Encounters chart

	2D6
	Result
	Hunting?

	2-3
	Cursed Land*
Affected units must take a Panic test.
	-

	4
	Wicked Sprites
Affected units take D6 Strength 2 hits with no armour save allowed. Hits count as magical.
	Yes

	5
	Bat Swarm

Affected units take 2D6 Strength 2 hits with normal saves allowed.
	Yes

	6
	Nest of Vipers

Affected units take D3 Strength 4 hits. Does not affect models that are Immune to Poison.
	Yes

	7
	I think I saw something!

No new encounter marker is placed. Instead you may make a Hunt move for any Hunting encounter marker, or spend an additional Encounter point to make a Hunt move for any non-hunting encounter marker.
	-

	8
	Flock of Razorwings
Affected units take D6 Strength 3 hits.
	Yes

	9
	All that glitters is gold!
Roll 2D6+2 for each affected unit (2D6 + 3 for Dwarfs) and subtract its current Leadership. If the result is 1 or more that many models are removed if the unit consists of 1 Wound models, as the troops run to dig for gold. If the unit consists of multi-Wound models it loses that many Wounds worth of models, rounded up (i.e. an Ogre unit would lose 1 ogre if the difference was 1-3, 2 ogres if the difference was 4-6, etc). 

Models removed in this way do not cause Panic tests and do not count as slain for Victory points purposes as long as there are some non-fleeing members of the unit left on the table at the end of the game. If the rest of the unit are dead or fleeing then any gold diggers count as dead as well.

Units that are Immune to Psychology are not affected.
	-

	10
	Rock Scorpion

Affected units take a single Strength 5 hit which has the Killing blow ability.
	Yes

	11-12
	Slavers’ Traps*

Every model in affected units must roll a D6. Models who roll a ‘1’ are removed as casualties, with no saves of any kind allowed. Affected characters may make a ‘Look out, Sir’ roll if a sufficient number of the unit survives.
	-


Note that characters that went to dig for gold roll on the injury table as if they fled from the battlefield (i.e. roll twice and select the highest roll).
Battles in Primeval forests

Some territories are noted as containing Primeval forests. These rules apply to battles in those territories. They do not apply to battles in other territories.
Flyers in Primeval forests
In any territory containing Primeval forests, flyers are limited to a maximum fly move of 15” if they have a US of 1, or 10” if they have a US of 2 or more. If their fly move is already lower than this there is no effect.

More terrain in Primeval forests

For territories containing Primeval forests; more terrain will be rolled for. The illustration to the left below shows a 6 x 4’ table, divided into 2 foot squares. In a normal battle you would roll twice on the terrain table for every marker labelled (2). For Primeval forests you roll twice for every (2) marker on the Lowlands table (see above). In addition, for each marker labelled (1) on the illustration below you roll once on the Primeval forests terrain table (see below right). All in all that’s 14 rolls on a 6 x 4’ table!
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	D6
Primeval forests terrain
1

Scrub

2-3

Wood

4-5

Dense wood

6

Impenetrable wood




Dense wood can only be entered by skirmishers; it counts as impassable to all other units, even those who normally treat woods as open ground. Dense jungle otherwise follows the rules for woods, but provide hard cover instead of soft.

Impenetrable wood is not surprisingly impassable terrain whether the unit treats woods as open terrain or not.

Encounter markers

Print this page onto normal A4 paper (naturally it will look better if you use a colour printer), glue it onto stiff card and cut them out.
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