INTRODUCTION

------------

It is early evening, at the village of Mesa, in the Kaymak district of Ngosia.

You are celebrating victory, after a long and bloody final battle over the undead legions of the Azul.

Only from the combined effort of all races, were the Azul finally driven back to the Yathoon wastelands.

While the Nobles of Ngosia dine within the castle tower, you, the leaders of the rag tag union of humanoids and mercenaries, gather around the various buildings within the walls of Mesa, awaiting food, drink, and payment.

At long last all living creatures are able to celebrate.

And have you ever...

While the common threat of the Triad of the Cruza Azul bore down on you all, the myriad of racial, tribal, and territorial differences were put aside.

Now, after the euphoria of success wanes, and the indulgences of festivities zeniths, old habits return.

One moment people are dancing and singing.

Then the wrong word is said to the right ear.

More is said.

Now people are running and screaming.

The party is over, or maybe it just begun...

OBJECTIVES

----------

Each mini is out to destroy other players' mini's, disrupt the village, loot and torch buildings, and perhaps find a 'special item', and then flee off the southern edge of the table, before the Ngosian nobles overrun them


Points are awarded as follows:


1 point
Each livestock animal killed


5 points
Each building totally destroyed
    25 points   Each Ngosian noble killed

1 point
Each building partially damaged at the end of the 
                game


Variable
Killing another mini - 10% of the mini's point      

                total


Variable
Finding a 'special item'
STARTING THE SCENARIO

---------------------

Each player rolls percentile dice and players then each place their mini's in 1 of the 8 starting positions, with the players picking their starting positions in descending order of the die rolls

Shuffle the 'Special item' cards and hand 1 card to each player

SPECIAL RULES

-------------

Placement and control of the Ngosian nobles

At the start of play, the Ngosian nobles are all within the castle and do not become active until 1 or more of the players' mini's are killed

When a mini is killed, the player controlling the mini, will, on the next turn, assume control of 1 of the Ngosian nobles

The player rolls a d8 to determine which noble they will control, and then places the mini in its starting position

DIE ROLL
NOBLE





STARTING POSITION

-----------------------------------------------------------------


1

Lord Virdun



Castle tower

2

Kai, of the Ngosian Holy Order
Castle tower

3

Shura, Captain of the Tesh

Castle gate

4

Valkirie




Castle tower

5

Sarn, Ngosian horseman

Inner north wall

6

Kanoka, Ngosian horseman

Inner north wall

7

Jovanka, Ngosian archer

Castle tower

8

Tanisha, Ngosian archer

Castle tower
Only 1 of each of the above mentioned nobles can appear during this scenario, and thus re-rolls may occur
LIVESTOCK

The movement of livestock is handled differently to reflect the sheer terror that a sudden town raid can inspire.   

At the start of each turn, each livestock animal must move.  If there is an enemy within 6 inches then the livestock must roll a d8, adding 2 to the roll, and move that many inches away from the nearest enemy mini in sight in a controlled panic 

If there are no enemy mini's within 6 inches, then the livestock simply rolls a d6 and moves that many inches in a random direction 
DIE ROLL 
DIRECTION

--------------------

1

North

2

North east

3

East

4          South east

5

South

6

South west

7

West

8

North west
Note, this blind animal panic can move the livestock into more trouble than they were originally - this is just a panic move.

Livestock that run off the table in any direction but south are considered saved 

Livestock cannot run off the south end due to the water barrier

If an animal scatters into or through a foe, stop their movement 1” before they touch an enemy mini

TORCHING OF BUILDINGS

Each building takes 3 turns to burn to the point of being inaccessible.  

At the beginning of each turn, a puff of smoke, in the form of a bit of cotton, is placed on any building that had been set on fire in a previous turn.  Once a building has 4 puffs of smoke on it, it is considered to be inaccessible for the remainder of the game, and any mini’s still within the building are considered killed

Any mini that is touching a building and NOT already in combat or ran during that turn, may try to set the building on fire 
The player attempting to start a fire must first grab a torch from one of the 3 open fires located around the village, and again must not have run or performed other actions during that turn, in order for that mini to get a torch
If the player rolls 1-7 on a d10, they have successfully started a fire, and a puff of smoke is placed on the building.

Mini’s cannot accelerate a fire by trying to start more fires on the same building.

PUTTING OUT OF FIRES

Any mini that is touching a building and NOT already in combat or ran during that turn, may try to put a fire out
Mini’s can team up to put out more than 1 fire at a time on the same building
If the player rolls a 1-5 on a d10, they have successfully put out one of the fires, and a puff of smoke is removed from the building

*** THE OPEN FIRES CAN BE PUT OUT! ***

LOOTING
Any mini that is touching a building and NOT already in combat or ran during that turn, may try to enter and loot the building

If a player’s mini finds any loot in a building and has the special item card for that building, the player collects the special item

If a player’s mini finds a special item in a building and does not have that card, the player who has the special item card must give it to the other player

DIE ROLL
RESULT

-----------------

01-30

No loot found

31-60

Loot found, 1d10 in loot
61-80

Loot found but a villager hits you where it hurts



Lose 1 life point, 1d10 in loot
81-90

No loot found and a villager hits you where it hurts



Lose 1 life point

91-99

Special item found!

100

No loot found and a villager gets a critical hit



You die!
