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Age of Vermintide

Marcus Christian

General rules
This narrative game uses the skirmish rules found in the January white dwarf, with additional modifications.
· Duncan’s disappointment is in effect – re-rolls to hit and to wound against unpainted models.
· Battleshock is not used. The heroes are too heroic, and the hoard are too mindless.
· All models must be WYSIWYG
Fresh plastic for the win
If you are buying a new hero model for this, please let the manager know. That model will be allowed a second artifact that they can choose from either their battletome or grand alliance book.
If you buy terrain or a hoard unit that we use for a Vermintide game, also let the manager know. New terrain or hoard units get your side 1 additional command point per turn.
The Heroes
The hero team is comprised of 4 champions. Champions must be chosen from the Order or Destruction grand alliance. Each hero is a maximum of 160 points. Named characters can only be taken once in a group.
The heroes can be a mix of the two grand alliances, its all in for a good fight. The heroes must coordinate their pre-game choices. 
· They must choose one model as the general who then gets to select a command trait from the skirmish rules. 
· They may each choose one artifact from the skirmish rules. There is only one of each artefact, so two models can’t take the same one.
For command points, the heroes have the additional option to spend them for re-rolls on to hit/wound rolls, casting, or saves.
The Hoard
The hoard models are from grand alliance Chaos or Death and have points equal to the total of the 4 heroes, rounded up to the nearest 25 points. All models should come from 1 grand alliance.
The hoard must have at least 25% of their points in battle line units. 
The hoard can have 1 champion who acts as their general. The hoard champion does not have the same limits as the heroes. The hoard champion gets a skirmish command trait and artifact.
Additional Hoard rules
Skaven “overpower” units – units that have the option to overpower for increased attacks at the risk of damage must roll to see if they overpower. Roll 1D6 and add the turn number. On a 5+ the model may overpower.
Hoard models form an endless wave. Set aside any dead models and roll for each at the end of the turn. The Hoard general does not return if killed.
Roll D6 and add turn number:
3 or less – reinforcements haven’t arrived yet.
4-6 – reinforcements are here, the model may be replaced.
7+ – reinforcements are here, and they are bigger and tougher.
Bigger and tougher means models can upgrade to a similar but larger model. It is up to the players to agree what a reasonable upgrade is, but as an example.
Clan Rat > Storm Vermin
Zombie > Ghoul > Crypt Flayer > Morghast
Rat Ogre > Storm Fiend
Or, the reinforcement is two of the same type of model.
The limit on reinforcements is what models are available. No ‘counts as’ are used, if you don’t have enough models then the reinforcements haven’t arrived. 
At the start of the movement phase, returning models arrive on any table edge and can move run, shoot and charge as normal. However, if there are good guys nearby, they must remain over 9” away from them when moving or running.
Scenarios
Race for the warp lightning canon. 
Players start at one end, hoard at the other. First model to get in bases-to-base with the warp lightning canon gets control of it for their team. The canon has normal stats. The Hoard win if they kill all the heroes before the end of turn 4. The heroes win if they survive until the end of turn 4 or kill the hoard general and destroy the warp lightning canon.
Block the gnawholes
The heroes deploy two gnawholes which must be at least 18” apart, then the skaven player deploys the third. After the first turn, Skaven can deploy from gnawholes. The 9” rule remains in play so a hero standing near a gnawhole (the gnawhole is wholly within 9”) can block it. The heroes win if they block all three gnawholes or survive turn 4.
King of the hill
The heroes win if they survive to the end of turn 4. While on the hill, heroes are -1 to be hit at range and ignore rend of -1 or -2 from ranged attacks. Hoard models moving towards the hill automatically run 6” rather than needing to roll.
Survival of the fittest (keep artifacts in play)
No turn limit on this scenario. When a hero dies, its artifact goes to the nearest surviving hero. On turn 5 and onwards, the heroes are invigorated and heal D3 wounds at the start of each turn. The Hoard win if they kill all the heroes before the end of turn 4. The heroes win if they survive until the end of turn 4. For each additional turn they survive beyond 4, each surviving hero will get 1D6 additional renown.
“That still only counts as one!”
The heroes need to make a tally of their kills, as only one will be the true winner. The winning hero killed the most hoard. They do not need to be alive at the end to win. The Hoard win if they kill all the heroes before the end of turn 4. The heroes win if they survive until the end of turn 4. (in this scenario renown for surviving heroes is 3 plus their number of kills, with the winner getting 6 plus their number of kills.)
Cut off the head
The heroes win if they kill the hoard general before the end of turn 4. The hoard general wants to look good in front of the troops, so they must always move at least half their movement towards one of the heroes. The Hoard win if they kill all the heroes before the end of turn 4. Otherwise it is a draw.
(If you want to have a campaign going)
Rewards of battle
If the Heroes won, they may roll on the rewards of battle table. They only make one role for the whole team, and the recipient must be one of the surviving heroes. If the Hoard won, and their general survived, they may roll on the rewards of battle table.
There is also renown for winning games. Renown has no value aside from bragging rights.
Hero Major Victory!
If all heroes survived, they each score 10 renown
The hoard general loses D6 renown.
Hero Minor Victory!
If 2 or 3 heroes survived, they each score 6 renown and fallen heroes score 2 renown.
The hoard general score 0 renown.
Draw!
If only one hero survived, they score 3 renown and fallen heroes score 1 renown.
The hoard general scores 6 renown if the general survived, and 3 renown if the didn’t.
Hero Loss!
If all heroes were killed, each hero loses D6 renown.
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