Settlers of Mordheim

Campaign expansion for Mordheim

Home sweet home
Settlers of Mordheim will let you build a sanctuary for your warband. Wetheir it be a graveyard by the mansion for the undeads, a woodman’s camp for the oslanders or a fortress of faith for the sisters of Sigmar, every warband will try to fortify and rebuild their empire near the ruins of Mordheim.

Each player can draw the map with the building they bought that will be used if a fight in their hometown would occur. The map used is a classic 4x4.
Turn

The first thing you need to decide when you launch a Settler campaign is the duration of a turn. It can be anything you want, from 1 day if you want a crazy fast going campaign to 1 month if your friends and you don’t really have time to play. The length of your turns determine when each warband receive their action points.
Action points
Every warband receives 400 A.P.s per turn. Those points will be used to determine your warband action during the following turn.
Here is the list of the actions you can spend points on:

Moving: 50¤
Attacking: 100*

Defending: 100*

Collecting resources from a land: 10

Go to the market place: 30 +5 per additional hero beside the leader.
Collecting Wyrdstones (exploration phase): 50¢
¤Moving can be done from any of the land you currently own.

*Attacking or defending with less than 50% of your warband value will only use 50 a.p.

¢ The exploration phase can only happen once after each battle.
Land

Every land you warband will conquer will provide, each turn, if you collect their income, some resources that you will be able to use to build your “hometown” near the ruins of the old empire capital.
Here is the list of the type of land you can use to build your campaign map:

If your feeling lucky you can always search your land for a wyrdstone instead of getting the usual resources out of it. In that case, if you get a 1 on a D6 you will find a shard of the precious material.

Farm: Provides 1 labour.

Hill: 1 metal or 1 stone.

Swamp: 1 wood

Plain: 1 stone

Forest: 2 wood

Mountain: 2 stone or 1 metal

Mine: 2 metal

Lake: 1 stone or 1 labour

Small village: 2 labour

Buildings
The names of the building aren’t definitive, you can change them to whatever you see fit for your warband type. A couple of example will be showed in the (  ). Most building will have 3 stages of construction. You need to have the second or third stage of your guildhall build before you can upgrade any other buildings to that level.

Guildhall* (mansion, main temple) 
The guild hall is the main building of your hometown.
1- Let you build 3 other building in your hometown.

2- Let you build a maximum of 5 building in your hometown.

3- Let you build a maximum of 7 building in your hometown.

*The first stage of the guildhall comes for free at the beginning of the campaign.

Barracks (Cemetery)  
1- Let you equip your warband members with 1 more ranged or melee weapon over the limit.

2- Add 1d3 X 10 a.p. in case of an attack on your lands(only once everyturn).

Baths (bordel house, slavepit)

1- Let your leader reroll his first leadership test in the next game.

2- 

3- Let you reroll one out of action/serious injuries per turn.
Forge

1- Let you melt/transform any items (with metal in it) so you can sell them back for 75% of their original value instead of 50%.

2- Let you build siege engine.

3- Reduce the buying cost of any non-magical item by 20% (minimum of 1)

Gazebo

Do not count in the maximum number of building in your hometown.
Guard tower
Do not count in the maximum number of buildings in your hometown.
Usually posted at the end of a wall the also come in stone or wood.

1- 1 floor high.

2- 2 floor high.

3- 3 floor high.

Hospitals
Required to use the “sawbones” rules.
1- 1 reroll per game in case of a 15-16 on the serious injuries chart.

2- One of you henchmen that were put out of action during the last game survives without having to roll.
3- If one of your heroes dies (11-14) roll a D6: 1-2 stays dead. 3+ Your doc saves the character. Roll a multiple injuries instead.
House (tomb, nest)
Do not count in the maximum number of building in your hometown.
1- Augment the maximum size of your warband by 1 member
School (training yard)
1- Let you modify your levelling dice roll by +/- 1 when your heroes or henchmen gain a level.

2- Let you build stone buildings.
3-Let you train your heroes to use siege engine.
Study tower (temple, mage tower)

1- 

2- Gives your spellcaster (or your leader) a +1 on your dice roll to find any magical items you would want to buy at the market.

3- Let you reroll

Wall

Do not count in the maximum number of building in your hometown.
Wall can be made out of wood and stones.

Windmill
A windmill will let your wardband gain easier access to good food and transform your resources more easily letting it do more than it usually could.
1- +10 a.p. per turn.
2- +20 a.p. per turn.

3- +30 a.p. per turn.

Well
Do not count in the maximum number of building in your hometown.

Well are made out of stones.
Water ditch

Do not count in the maximum number of building in your hometown.
Let you build a water ditch of 2x1 inch.

	Building
	Wood
	Stone
	Metal
	Labour
	Fortify
	Space

	Guildhall
	5
	3
	1
	1
	4/2
	8x6

	Bath
	3
	1
	1
	1
	3/1
	6x4

	Barracks
	3
	2
	1
	1
	3/1
	8x6

	Forge
	2
	4
	2
	1
	3/1
	6x4

	Guard tower
	2
	1
	1
	1
	2/1
	4x4

	Gazebo
	2
	1
	
	1
	2/1
	3x3

	Hospital
	3
	2
	1
	2
	3/1
	6x4

	House
	2
	1
	
	1
	2
	4x4

	School
	3
	1
	1
	1
	3/1
	6x4

	Study house
	3
	1
	1
	2
	3/1
	4x4

	Water ditch (2x1’’)
	
	2
	
	1 per 5
	
	*

	Wall (per inch)
	1
	0
	
	1 per 5
	1
	1

	Well
	1
	1
	
	
	
	2x2

	Windmill
	3
	1
	1
	1
	3/1
	6x6


Wood, stone, metal and labour are the quantity of each resource you’ll need to build the appropriate building. You’ll need twice and three time the amount of resources for level 2 and 3 of that same building.

Fortify is the amount of material you will need to fortify a wood building into a stone one. The first number being the amount of stone and the second one metal.
War/siege items

Ladder

Passerelle

Arrowshield

Catapult

Boulders
