Treasure System

(version 0.1, written 1999 by Laurie Cheers)

This system can be used when you would draw a treasure card, or roll on the treasure table. Instead of doing either of those things, you may roll D6 on the following table:

1: Choose one- you receive 2D6 x 50 gold, or you receive D6 x 100 gold.

2-4: You receive an item of treasure with one ability. You calculate it starting with 30 ability points.

5-6: You receive an item of treasure with two abilities. Each is calculated starting with 15 ability points.

Now roll on the “Types” table for the item’s type.

Types:
1-2: Other

3-5: Attack

6: Healing
Then, for each ability your item has, roll on the table below to find out what that ability is.
1-3: A continuous ability, which will be ‘on’ for as long as the item is activated, or being wielded/worn. Roll on “Duration abilities”, section 2. If appropriate, you can decide at the beginning of each turn whether the item will be active.

4-6: An activated ability- one that ‘happens’ immediately at some time. Roll on “Activated Abilities”, section 3.

================= 1 – Miscellaneous Tables =================

Durations (roll on this whenever a duration is demanded, if no duration has been given yet):

Until (after) you attack

***** One whole turn

Until you get wounded

Until Power Phase roll is 1-2

** X whole turns

Until Power Phase roll is a 1

Until you move

Until end of combat

Targets (roll on this whenever a target is demanded, if no target has been given yet):

**** One model adjacent to you

** One model on this board section

One model on the board

Up to X models on this board section

Up to X models adjacent to you and each other

Up to X models adjacent to each other

Up to X models adjacent to you.

 ‘Attack’ abilities only:

** One model in line-of-sight

All adjacent monsters

(All monsters covered by 2x2 area, anywhere on this board section?)

All monsters on this board section

All models covered by 2x2 area, anywhere on this board section

* All adjacent models

All models on this board section

‘Healing’ abilities only:

All adjacent warriors

All warriors on this board section

* All the Warriors

Numbers (roll on this wherever the text refers to X):

1: D3 (roll now)

2-5: D6 (roll now if even, roll later if odd)

6: D6 + D6 (roll one now, one later)

Others…?

Whenever the text refers to N, roll a D6. If you get 6, it’s ‘All’ (If this is a modifier on a dice-test, you get automatic success. If this is reducing a value, it becomes 0.)

Otherwise, halve the D6 result, rounding up. (i.e. make it into a D3).

================ 2 – Abilities with Durations =================

Duration Abilities:
Roll on “Statistic Alteration Abilities”

You have an activated ability. Roll on “Activated Abilities”.

‘Other’ abilities only:

Ignore non-magical ambushes.

Ignore ambushes.

Lantern effect.

Roll on “Attack Alteration Abilities”, granting the result to the target. (before this- set target: roll on Targets, as if for an attack ability)
‘Healing’ abilities only:

Ignore X damage from hits (as Ignore Pain)

May ignore hits that would kill you- roll on Bad Immediate Effects, this happens for each hit ignored.

Must ignore all hits- roll on Bad Immediate Effects, this happens for each hit ignored.

May ignore all hits- roll on Bad Immediate Effects, this happens for each hit ignored.

‘Attack’ abilities only:

Roll on “Attack Alteration Abilities”

Can fire missile weapons, before or during movement.

Can fire missile weapons once for each attack you have, instead of just once.

Can use two hand-weapons in one turn- declare which you’re using for each attack you make.

Can use both a missile weapon and a hand-weapon each turn.

Duration Restrictions:

Only if the holder of this item is over Battle Level D3+1 (roll this now)

Not while the holder is pinned

‘Other’ abilities only:

Only if the target is of <race>

‘Attacking’ abilities only:

Not if the target is using magic armour

Only if the target is of <race>

‘Healing’ abilities only:

Only if there aren’t any monsters on the board

Races:

Chaos Dwarfs

Dark Elves

Chaos Dwarfs and Hobgoblins

Chaos

Skaven

Chaos and Chaos Dwarf

*** Orcs etc.

*** Undead

Daemons

** Chaos and Daemons 

Daemons and Undead

** Undead, Chaos and Daemons

Statistic Alteration Abilities (roll for a Statistic, then for a Statistic Effect):

Statistics:

Movement

Initiative

Willpower

Pinning roll

‘Healing’ abilities only:

Toughness

Armour level

‘Attacking’ abilities only:

Weapon Skill

Ballistic Skill

Strength

Damage Dice

Attacks

Statistic Effects:

Add X

Multiply by X (not Armour, BS or Pin)

Auto (BS and Pin only)

================= 3 – Ability activations =================

Activated Abilities (roll on Activation Times. If no Immediate Effect is specified, roll for one).
Activation Times:
Whenever the roll in the Power Phase is a 1 (set duration: 1 whole turn)
Whenever you’re attacked (set target: the attacker)
The first time each turn that you’re attacked (set target: the attacker)
Whenever you’re hit (set target: the attacker)
The first time each turn that you’re hit (set target: the attacker)
Whenever you’re wounded (set target: the model causing the wound)
At the start of each warrior phase (set duration: 1 whole turn).

Whenever the roll in the Power Phase is a 6 (set duration: 1 whole turn)
‘Healing’ abilities only:

Whenever your wounds reaches 0

‘Attack’ abilities only:

Whenever monsters appear (set target: the nearest of those monster)
Whenever monsters appear adjacent to you (set target: one of those adjacent monsters)
Whenever monsters appear adjacent to you (set target: all of those adjacent monsters)
Whenever monsters appear (set target: any one of those monsters)
During your action, before you fight (set duration: 1 whole turn/1 attack).

Activation Restrictions:

Works only X times

Works only X times- roll a Bad Immediate Effect which will occur when the last use is taken

Only once per adventure

Do nothing this turn

Don’t move this turn

Give up X attacks this turn

Don’t attack this turn

Attack only one monster this turn for this effect (use only once each turn, set target: that monster)
================= 4 – Immediate Effects =================

Bad Immediate Effects:
Destroy this item.

Stop the last duration effect you rolled, until the adventure is over. If none, destroy the item instead.

Target loses X starting wounds

Roll on “Success checks”.

‘Attack’ abilities only:

Roll on “Immediate Effects”. (set target: yourself and all adjacent)
Roll on “Immediate Effects”. (set target: yourself)
Good Immediate Effects:

Roll on “Bad Immediate Effects”.

Roll on “Success checks”.

Roll on “Duration abilities”. Start that ability- it lasts for the given duration. (roll if none given)

Two simultaneous Immediate effects happen- roll again twice.

‘Other’ abilities only:

Move the target one square away from you (only into an empty square)

Move the target in any direction (only into an empty square)

‘Attack’ abilities only:

Attack the given target (if it’s adjacent, use WS to hit, else use BS, strength = X. If no given target, set target: any adjacent)
Attack the given target. Roll on “Attack Alteration Abilities” X times, affecting that attack only (if it’s adjacent, use WS, else use BS. If no given target, set target: any adjacent)
Deal X Damage to the given target

Deal X*X Damage to the given target

Deal X Damage to the given target, ignoring N armour

Deal X*X Damage to the given target, ignoring N armour

Deal X Damage to the given target, ignoring toughness and armour

Deal X*X Damage to the given target, ignoring toughness and armour

Halve the wounds (rounding up) of the given target

Halve the wounds (rounding down) of the given target

Kill the given target

‘Healing’ abilities only:

Heal X Wounds for the given target

Given target gains X starting wounds

Success Checks (When this immediate effect takes place, roll a D6. On the first numbers given, take a “bad immediate effect”. On the second number given, take a “good immediate effect”):
1-2
-

1
-

1-2
6

1
6

-
6

1-2
5+

1
5+

-
5+

1-2
4+

1
4+

-
4+

1-2
3+

1
3+

-
3+

Alternatively:

Roll D3+7 now. This is the number you have to beat. When checking, roll 2D6 and add Battle Class (Novice 1, Champion 2, Hero 3, Lord 4, or your character’s equivalents)

================= 5 – Attack Alteration effects =================

Attack Alteration Abilities (set target: the model being attacked) :

1: Roll on “Immediate Effects”- this happens whenever you attack.

2-3: Roll on “Hitting Effects”.

4: Roll on “Dice Damaging Effects”.

5: Roll on “Final Damaging Effects”.

6: Roll again twice on this table.

Hitting Effects:

+X to hit

-X to hit

auto hit

When you roll a 1 to hit, you lose one attack

When you roll a 1 to hit, you lose all the rest of your attacks this turn

When you roll a 1-2 to hit, you one attack

When you roll a 1-2 to hit, you lose all the rest of your attacks this turn

When you miss, you lose one attack

When you miss, you lose all the rest of your attacks this turn

Roll on “Immediate Effects”- this is what happens when you hit

Roll on “Immediate Effects”- this is what happens when you roll a 6 to hit

Roll on “Immediate Effects”- this is what happens when you roll 5+ to hit

Roll on “Dice Damaging Effects”- this is what happens when you roll a 6 to hit

Roll on “Dice Damaging Effects”- this is what happens when you roll a 5+ to hit

Roll on “Final Damaging Effects”- this is what happens when you roll a 6 to hit

Roll on “Final Damaging Effects”- this is what happens when you roll a 5+ to hit

Roll on “Bad Immediate Effects”- this is what happens when you roll a 1 to hit

Roll on “Bad Immediate Effects”- this is what happens when you roll a 1-2 to hit

Dice Damaging Effects:

+X damage dice

-X damage dice

Roll N extra damage dice, discard the worst N of them (don’t roll a new N here)

When you roll a 1 on any of your damage dice, you deal no damage

When you roll a 1-2 on any of your damage dice, you deal no damage

Roll on “Immediate Effects”- this is what happens when you roll a 6 on any of your damage dice

Roll on “Immediate Effects”- this is what happens for each 6 you roll on a damage dice

Roll on “Immediate Effects”- this is what happens when you roll a 5+ on any of your damage dice

Roll on “Immediate Effects”- this is what happens for each 5+ you roll on a damage dice

Roll on “Final Damaging Effects”- this is what happens when you roll a 6 on any of your damage dice

Roll on “Final Damaging Effects”- this is what happens for each 6 you roll on a damage dice

Roll on “Final Damaging Effects”- this is what happens when you roll a 5+ on any of your damage dice

Roll on “Final Damaging Effects”- this is what happens for each 5+ you roll on a damage dice

Roll on “Bad Immediate Effects”- this is what happens when you roll a 1 on any of your damage dice

Roll on “Bad Immediate Effects”- this is what happens for each 1 you roll on a damage dice

Roll on “Bad Immediate Effects”- this is what happens when you roll a 1-2 on any of your damage dice

Roll on “Bad Immediate Effects”- this is what happens for each 1-2 you roll on a damage dice

Final Damaging Effects:

+X damage points

-X damage points

Multiply Damage by X (before adding strength)

Add strength to the result an extra time

Don’t add strength to the result

Multiply Damage by X (after adding strength)

Ignore N armour

Ignore N toughness

Multiply Damage by X (after subtracting armour/toughness)

Roll on “Immediate Effects”- this is what happens when you successfully wound the target

Roll on “Immediate Effects”- this is what happens when you kill the target

=================================

Ability balancing system:

When you start you have 30 ‘ability points’ to spend. Each time you roll up an ability, it costs you or pays you a number of ability points. While you’re rolling, you add your current number of ability points to the score, so they give you a better result. Each time you get something good, your points go down so you probably won’t get something quite as good next time. Sometimes you get something that’s so good, your points become negative- you’ll probably get something bad.

When you’ve finished, your remaining points determine the value of the item- the lower they are, the more valuable.

