,; ENARIO MOUSE HUNT

- Theres a bounty out for the capture of Gromley the Mousc—burglar, and two warbands are planning to
~ collect it.. ,

TERRAIN
Each player takes it in turn to place a piece of terrain, ideally at least one picce of terrain per square foot —
the more the better.

WAaRrBANDS AND DEPLOYMENT ZONES
e player with the lower Warband Rating chooses a table edge, and places 2 model within 2” of the edge.
cir opponent then sets ; pdel within 2” of the opposxt ge. Kecp on until all models are on the
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Skills Slippery

Equ1p Throwing kmves, dagger

leey panics and Wlll n¢
- moved closer than 4 v

Gromley must be taken ahvc, e cannot be Shot, or Wounded by spells, all Attacks against hxm must be
non-lethal, and count as Unarmed. Do not keep track of his Wounds from Turn to Turn; any time Gromley
suffers 5 or more Wounds in a single Turn, he is Knocked Out. He may be dragged by a model in base con-

_tact, but that model counts as if moving through Difficult terrain. At the start of each Turn after Gromley
is KO'd, roll a d6 - on a 6, he recovers, and may Act again.

- SEcONDARY OBJECTIVES
= Both players make two rolls on the Secondary Objectives Table (see page 120) and choose one of
them to carry out. ~

; 'Exp1NG THE GAME

n one of the warbands fails its Rout Roll-Off, the game erlds The
ng warband loses and thei '
the game ends in a rout winner receives the bounty. 'Ihe game
s also won if a warband gets Gtomlcy off their table edge - thcy receive
the bounty.

ExyEmENCE
+1 Survives - any character who survives the battle gains +1 Ex-
perience.
+1 for each character who causes one or more Wounds on Grom-
ley.

The bounty for capttmng Gromlcy is 3d10 penmes

A SKIRMISH GAME

OF ANTHROPOMORPHIC ANIMALS

ponents win. Also, if Gromley is KO’d '

OATH SWORN



And he was a dormouse,
be, anywsay So held e




