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lcome to Warhammer, the game of fantasy

battles. Warhammer is a game of combat in
which players take command of painted miniature
armies complete with infantry regiments, cavalry
squadrons and lumbering war machines.

This book contains all the information you will need
in order to play Warhammer, as well as background
information, advice on collecting and painting an
army, running a campaign, and much more besides.

TABLETOP CONFLICT

In Warhammer, the opposing factions — the armies —
are represented by models, assembled and painted by
you.

Your tabletop becomes part of the Warhammer world,
be it the steaming jungles of Lustria, the wind-swept
plains of Kislev or the forbidding forests of the
Empire.

The aim of the game is to outfight your opponent,
which requires a mixture of both skill and luck. You'll
soon learn how to arm and design your army
effectively, and how to exploit the terrain to vour best
advantage.

You'll probably want to expand your basic force as
vou play more games. This is easy as there are lots of
models available for all the armies and new
miniatures will be coming out all the time. With these

If you kill one man you are murderer. |

If you kill ten you are a monster. l

If you kill 2 hundred you are a hero. |

If you kill ten thousand you are a
conqueror!

Boyar Alexandr of Kislev

you can expand your army, equip your heroes with
different weapons and armour and hire mercenaries
to join your force.

NEW PLAYERS

If you're new to Games Workshop games vou’ll be
reassured to know that finding other players is not
normally a problem — you’ll be surprised how many
there are!

There may be a Games Workshop store near you
where you can buy models, paint and games
supplements. However, Games Workshop stores are
not just shops, they are hobby centres, where the staff
will happily help you to learn the rules, show you
how to paint and suggest ways to develop your army,
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WHAT YOU WILL NEED

As well as this book, vou will need the following items
to play Warhammer:

MODELS

You will need enough miniatures of the appropriate
race/type to represent the warriors in your army. It is
a good idea to work out your army on paper first and
then purchase the miniatures that you require.

As yvou will see in the section called Warhammer
Armies, each army fights in a particular way - some
contain expert archers while others are better in close
combat or have mighty magicians. When choosing
which army you want to lead you could choose one
that reflects vour preferred playing style, or you could
read The Warhammer World section and choose one
that really captures your imagination. A good way of
picking an army is simply to pick the one with the
models vou like the best.

PLAYING SURFACE

You will also need something to play your battles on.
Any firm, level surface is best, such as a tabletop or an
area of floor — most kitchen tables will do. It’s a good
idea to use an old sheet or blanket to protect the table
from scratches.

Some plavers make a special gaming board from
chipboard or other similar material (divided into two
or more pieces for ease of storage) which they can use
on top of a table to extend the playing area.

Whatever you use, vou will find that an area
approximately 6' x 4' is about right for most battles.

TEMPLATES

Breath weapons of certain creatures like Dragons, as
well as the shots of certain war machines, use
templates to represent the area affected. There are
three templates vou need: a teardrop shaped flame
template and two round templates with 3" and 5"
diameter respectively.

At the back of the book we have included templates
which yvou can photocopy and use in your games.

Life 1s a spark of light in the midst of endless
darkness. We cling to love and hate, joy and pain,
belief and fear, for they make us feel alive. Some
of us are glorious, mighty men who will forge
legends and burn like fiery stars in the darkness,
casting the brief hope of life to this world.

But in the end we will have to give up everything
we have, and descend back to the cndless,
dreamless darkness, to be forever forgotten.

Belannaer the Wise

TAPE MEASURE

For measuring ranges vou will need a tape measure
marked in inches, or a couple of plastic range rulers.

OTHER EQUIPMENT

You will also need pens and paper to record your
regiments’ weapons and other details.

DICE

All dice rolls use a standard six-sided dice (usually
shortened to DG6). Sometimes vou will be asked to
modify the result of the dice roll. This is noted as D6
plus or minus a number, such as D6+ 1 or D6-2. Roll
the dice and add or subtract the number indicated to
get the final result. You may have to roll a certain
number of dice in one go. For example, 2D6 means
roll two dice and add the scores together. You may
also come across the term D3. As there is no such
thing as a three-sided dice, use the following method
for determining a score between 1 and 3. Roll a D6
and halve the score, rounding up: 1 or 2 equals 1,
3 or 4 equals 2 and 5 or 6 equals 3.

SPECIAL DICE

Special dice symbols are used to represent
occurrences of luck and misfortune. From this point
onwards these are referred to as MISFIRE and HIT.
The corresponding symbols are shown below:

¥ O]

MISFIRE HIT

Warhammer uses two special dice: the Artillery dice
marked 2, 4, 6, 8. 10 and MISFIRE, and the Scatter
dice marked with arrows and HIT symbols. These dice
are used to represent the effects of various war
machines such as cannons and stone throwers.

RE-ROLLS

Sometimes the rules allow you a ‘re-roll’ of the dice.
This is exactly as it sounds — pick up the dice you wish
to re-roll and roll them again. The second score
counts with a re-roll even if it is a worse result than
the first, and no single dice roll can be re-rolled more
than once, regardless of the source of the re-roll.
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CHARACTERISTICS

n Warhammer there are many different types of

warriors, from ordinary archers and spearmen to
lordly knights riding mighty chargers. There are
monstrous creatures too, some quite small such as
Goblins and others that are huge such as
fire-breathing Dragons.

To represent these in the game, we have nine
characteristics that describe the various aspects of
their physical or mental make up.

MOVEMENT ALLOWANCE (M)

Often simply called Move this shows the number of
inches a creature can move on the tabletop under
normal circumstances. Eg, a Goblin with a Move of 4
(M4) can move 4.

WEAPON SKILL (WS)

Defines how accomplished or skilled a warrior is with
his weapons, or how determined and vicious a
monster is. Weapon Skill is rated on a scale of 1 to 10
and the higher the score the more likely the fighter is
to hit an opponent in close combat. An ordinary
human has WS3 whilst a battle-hardened leader might
have WS4, WS5 or possibly even higher!

BALLISTIC SKILL (BS)

This shows how good a warrior is with ranged

weapons such as bows or handguns. Ballistic Skill is

rated on a scale of 1 to 10 and the higher this

value is, the easier a creature finds
it to hit with missile

artacks.

Some monsters have natural weapons that can be
used at range (they might spit venom, for example)
and their BS is used to determine whether they hit or
not,

STRENGTH (S)

Shows how strong a creature is. Strength is rated on a
scale of 1 to 10. An exceptionally puny creature might
have a Strength characteristic of 1, while a mighty
Giant might have S7 or even higher. Most Men have
S3. Strength tells you how hard a creature can hit and
thus how easily it can hurt an opponent it has struck.

TOUGHNESS (T)

Toughness is a measure of a creature’s ability to resist
or withstand physical damage and pain, and reflects
such factors as the toughness of a creature’s flesh,
hide or skin, or the depth of its fur. Toughness is rated
on a scale of 1 to 10 and the tougher a creature is, the
better it can withstand an enemy’s blows.

WOUNDS (W)

Shows how much damage a creature can take before
it dies or is so badly hurt that it can’t fight any more.
Most Men and human-sized creatures have a Wounds
characteristic value of 1. Large monsters are often able
to withstand several wounds that would slay a smaller
creature and so have W2, W3, W4 or more.

INITIATIVE (I)

This is rated on a scale of 1 to 10 and indicates how
fast a creature can react. Creatures with a low
Initiative score (such as Orcs with 12) are slow and
cumbersome whilst creatures with a high Initiative
score (eg, Elves with 16) are quicker and more agile.
Humans have 13. In close combat, Initiative dictates
the order in which creatures strike, since faster
creatures will attack before slower ones.

ATTACKS (A)

Indicates the number of times a creature attacks
during close combat. Most creatures attack only once
and have an Attacks value of 1, although some
monsters or warriors of exceptional skill may be able
to strike several times and have A2, A3 or more.

LEADERSHIP (LD)

A creature with a high Leadership value is
courageous, steadfast, and self-controlled. A creature
with a low value is the opposite! Leadership is rated
on a score of 1 to 10. Humans have a Leadership value
of 7, which is average, whilst cowardly Night Goblins
have only a Leadership value of 5.
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CHARACTERISTICS

Some creatures have been given a value of ‘0" for
certain characteristics which means that they have no
ability whatsoever in that skill. This usually applies to
creatures unable to use missile weapons, so they have
BSO, but it might equally well apply to other
characteristics too. For example, an ordinary horse
has no Attacks (A0).

If any creature or object has a Weapon Skill of 0 then
it is unable to defend itself in close combat, and any
blows which are struck against it will automatically

hit.

If at any time a model’s Strength, Toughness or
Wounds are reduced to 0 or below, it is considered
slain and removed from play.

CHARACTERISTIC PROFILES

Every creature in the Warhammer world has a
characteristic profile which lists the wvalue of its
different characteristics. The examples below show
the profiles for an Orc and a Man.

o M WS Bs S T W I A 48
Orc 4 3 3 3 4 1 2 1 7

M WSBS -8 ToW LA
Human 4 3 3 3 3 1 3 1 7

As you can see, an Orc and a Man are similar in many
respects. They both move at the same speed - 4", and
they both have the same Weapon Skill and Ballistic
Skill values which means they are very evenly matched
in combat. Both have the same Strength value, so they
can deliver blows with equal potency. When it comes
to Toughness however the Orc wins over the Man —
the Orc’s value is 4 compared to 3. This is not a vast
difference, but it does make the Orc better able to
withstand blows and gives it the edge in any hand-to-
hand fighting. Both creatures have 1 Wound, which is
the normal value for man-sized creatures. The Orc
loses out however when it comes to Initiative. This is
not a terrible disadvantage, but it does mean that the
Man will get to strike his blows before the Orc does
when they get stuck into hand-to-hand fighting. Both
races have the same Leadership of 7 — which is about
average.

SAVES

A creature’s saving throw gives it a chance to avoid
being harmed when struck or shot. Most creatures
have a saving throw based on what kind of armour
they are wearing, so their saving throw may be
improved if they are equipped with better armour.
Other creatures, such as the reptilian Lizardmen,

receive an armour saving throw for having scaly skin,
while others may have a thick skin or chitinous shell
which grants them an armour save.

Some troops are protected by magic or are incredibly
tough by nature. These creatures have what is known
as a Ward save, a special type of save which can save
them from almost any type of damage.

Armour saves are taken by rolling a D6. If a creature
has a 3+ armour save, it can normally avoid any
wound it suffers by rolling 3 or more on a DG.

CHARACTERISTIC TESTS

Often during a battle, a model will have to take a test
on one of its characteristics. In order to pass the test,
the model has to roll a D6 and obtain a result equal to
or lower than the value of the characteristic involved.
Note that if a 6 is rolled, then the model will
automatically fail the test regardless of the
characteristic’s value.

LEADERSHIP TEST

Tests that are made against the Leadership
characteristic of a model are done slightly differently
to other tests. In the case of a Leadership test, roll two
dice and add the results together. If the result is equal
to or less than the model’s

Leadership value, the

test has been

passed.
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"x rarhammer allows you to fight battles with armies of
troops, war machines and monstrous beings. It is
up to you as the commander of your forces to find the
best way to use your cavalry and infantry to achieve
victory. The Citadel miniatures used to play Warhammer
are simply referred to as models in the rules that follow.
Each model is an individual playing piece with its own
capabilities and characteristics.

In most cases, models band together into units. A unit
will usually consist of several models, but a lone heroic
character, a single, very large and powerful model such
as a chariot, a monstrous creature like a Dragon or Great
Cannon and its crew are also considered to be a unit.

Units have different capabilities and are divided into
several tvpes as explained below. For example, when the
rules refer to cavalry units, all troops that fall under the
category of cavalry must follow those rules.

Units are arranged in a formation that consists of one,
two, three or more ranks. As far as possible, the unit
always has the same number of models in each rank and,
where not possible, it is always the rear rank that is left
short. The last rank is filled from the centre.

INFANTRY

Infantry includes all units of foot troops, be they Dwarfs,
Elves, Men, or any other of the myriad Warhammer races
fighting on foot. A typical infantry regiment is at least 10
strong but can include 20, 40 or even more! Infantry
forms the backbone of most Warhammer armies.

CAVALRY

As well as units of warriors fighting on foot, the armies of
Warhammer include troops riding horses, giant wolves,
and other creatures. The term cavalry refers to riders
mounted on horse-sized creatures which have only one
Wound in their profile. Bigger creatures are referred to
as monsters and these have special rules as described
later. Cavalry operates much in the same way as an
infantry unit, although it moves faster than foot troops,
and often the steeds ridden by the riders can fight as
well. Rules for cavalry are discussed where appropriate.

A cavalry model is treated in all respects as a single
model. Should the rider be slain the entire model is
removed from battle. Cavalry models always use the
rider’s Leadership for all tests that require it. When the
model is attacked, it is the rider’s Toughness and
Wounds that are used. The mount’s Toughness, Wounds
and Ld are never used, but are included on its profile
because these creatures sometimes appear on their own.

WAR MACHINES (see p.118-125)

These are usually huge, lumbering machineries of
destruction, such as the Great Cannons of the Empire,
Stone throwers of the Orcs or bizarre and deadly

Doomwheels of the Skaven. War machines are often

fielded together with their crew and form a unit on their
own. Some small war machines, such as Skaven Warpfire
Throwers, are regarded as infantry instead of war
machines and follow the rules that are given for infantry.

CHARIOTS (see p.126-128)

Many races make use of chariots pulled by creatures such
as horses, boars or reptilian Cold Ones. Chariots move
faster than infantry, roughly at the same speed as cavalry.
A chariot’s crew, as well as the creatures pulling it, are
considered an integral part of the chariot, and if it is
destroyed they are killed along with it. Powerful
characters can also ride in chariots. In most cases,
chariots fight individually.

MONSTERS (see p.103-105)

Creatures such as Giants, Pegasus, Dragons, Chimeras or
War Hydras are called monsters. These are creatures that
fight as units of one model, and move individually, their
size, strength and magical nature making them a match
for units of lesser troops. Sometimes monsters are
ridden by powerful Heroes, and follow a slightly
different set of rules.

BANNERS, MUSICIANS
& CHAMPIONS

Units of troops commonly include a Standard Bearer
who carries the unit's banner and a Musician such as a
hornblower or drummer. It is also usual for units to be
led by a Champion, an experienced and able warrior.

The Champion, Standard Bearer and Musician are placed
in the front rank of the unit whenever possible. When a
unit turns to face its side or rear, they are automatically
rearranged in the new front rank.

As we shall see later, a unit can also be joined by a
character, in which case these models are also arranged
into the front rank alongside the Champion, Standard
Bearer and Musician. Don’t worry about this for now -
the rules for characters are explained later.

UNIT STRENGTH

Warhammer has several rules (such as outnumbering,
panic, etc) where the unit with greater impetus, size or
hitting power gains an advantage over its opponents. To
establish the relative power of all these different
creatures, vou need to determine Unit Strength. In
most cases this is worked out by simply counting the
number of models in a unit. However, some huge
creatures such as Trolls, war machines, chariots, etc, are
individually clearly more powerful than a single man on
foot! These creatures have a different Unit Strength.




Orc Boar Charfol

Four ranks of Orcs

A Wood Elf Forest
Diragon with rider

Unit Strength table

TROOP UNIT
TYPE STRENGTH
All Infantry 1
Characters on foot 1

Unit flyers (Warhawks, etc) 1

(All models not listed elsewbere automatically bave a
Unit Strength of 1).

Cavalry p.

(ie, all models on 25mm x 50mm bases)

Chariots 1

War Machines including crew 3

(ie, Cannons, Stone Throwers, Mortars, Bolt Throwers)

Ogres, Trolls, Minotaurs,

Kroxigor, Chaos Spawn, Snotling bases, etc 3

(te, models on 490 mm or larger bases that are not monsters
(as described opposite), including characters of these races)

Monsters including Giants, Original number

Hipporiffs, Dragons, etc of Wounds
(ie, a Griffon with 4 Wounds bas a Unit Strength of 4).

Ridden Monsters 1 per rider + Unit

Strength of Monster
(including war beasts such as Stegadons and War Hydras)

e S

|

A War Machine, in this
case an Emprire Cannon

A single rank of Empire Pistoliers cavalry

The table that appears opposite gives you the
Unit Strength of each troop type. The
Unit Strength listed is for each model in a unit. To figure
out the Unit Strength of an entire regiment, count the
number of models in the unit and multiply it with the
appropriate number given. In the case of several types of
models with different Unit Strengths in the same unit,

value

simply add these together.

Eg, a unit of three Ogres bas a Unit Strength of 9 (3x3=9).

FACING

All models taking part in the battle are assumed to face
directly forward from the front of their base. This applies
equally to units of troops as to large monsters fighting
on their own. This is important because a model can
only see things that lie in a 90" arc in front of it. Being
able to see the enemy is vital when it comes to shooting
and deciding
whether
units can
charge their
foe.

Facing

The facing
rule is shown
on the
diagram
opposite. It
is worth
remembering
this rule right
from the start
as it is very

Models can only see things
that are within a N° arc to their front.

important.

4]
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THE TURN

attles are fought between two opposing sides —

two armies that will struggle for supremacy using
all their armed might and cunning. The warring
armies are commanded by kings and generals,
wizards and heroes. Their model counterparts are
commanded by you - the player.

In a real battle lots of things happen at once and it is
very difficult to tell exactly how the battle is
progressing at any one moment. The fortunes of each
side sway throughout the battle as one side charges
and then the other, roaring with fury and bloodlust as
they throw themselves upon the enemy. Mighty war-
engines lob their cargoes of death towards their
cowering foes and clouds of arrows darken the
turbulent skies.

In Warhammer we represent the howling maelstrom
of action in turns, in a similar way to chess or
draughts. Each player takes one complete turn, then
his opponent takes a turn. The first player then takes
another turn, followed by the second plaver again,
and so on: each player taking a turn one after the
other until the battle is over.

To decide which side takes the first turn it is usual for
both players to roll a D6 and the player who rolls
highest goes first. See the Scenarios section for more
about different ways of setting up a battle and
deciding which side has the first turn.

Within the turn, actions are performed in a fixed
order — this is called the turn sequence. Each turn is
divided up into phases during which the player moves
all his units, shoots all his missiles, resolves all close
combat, and so on.

When it is your turn, it is up to you to keep track of
where you are in the turn sequence. If you forget,
your opponent should be able to remind you. Each
turn is divided into the following phases. These
phases are always completed in the order given
below, and all actions in that phase must be resolved
before moving onto the next phase.

WHO GETS THE FIRST TURN

Which player gets the first turn of the game can be
determined in number of different ways. Normally
both players roll a D6 and the player with the highest
score can decide to move first or second. Sometimes
the scenario you are playing will decide it for you.
(See Scenarios, p. 196).

1. START OF THE TURN

The rules often call upon a player to make tests or
actions at the start of a turn. These are mostly
psvchology tests (as discussed in the Psychology
section), or special rules that apply to a specific race
such as the Animosity rule for Orcs & Goblins.

2. MOVEMENT

During the Movement phase you may move your
models as defined in the rules for movement.

3. MAGIC
In the Magic phase your Wizards may cast spells.
The full rules for spellcasting and magic are
described later in this book (see the
Magic section).

4. SHOOTING

During the Shooting phase you

may fire any missile weapons as

described in the rules for
shooting.

5. CLOSE COMBAT

During the Close Combat
phase all troops in close
combat fight. This is an
exception to the normal
turn sequence in that
both sides fight, not just
the side whose turn it is.
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IMPROVISING

Warhammer is an involving game, with many different
races, weapons, and endless possibilities. In a game of
this size and level of complexity there are bound to be
certain occasions where a particular situation lies
outside the rules as they are written. This is inevitable,
as it would be impossible to cover every circumstance
without writing many hundreds, if not thousands, of
pages of dull and pedantic text. Warhammer players
should feel free to improvise where necessary,
resolving situations in a friendly and mutually
agreeable manner, and evolving the game far beyond
the published rules if they wish.

When you come across a situation in a battle that is
not covered fully by the rulebook, be prepared to
interpret a rule or come up with a suitable rule for
yourselves.

When a situation of contention arises, players should
agree on a fair and reasonable solution and get on
with the game as quickly as possible. The most
common way of resolving any disputes is for both
plavers to roll a D6 to see whose interpretation
applies in that instance.

After the game has finished, sit down and discuss
what happened with your opponent and see if you
can both reach an agreement incase the same
situation ever arises again. Remember, you're playing
to enjoy a challenging battle with friends, where the
spirit of the game is more important than winning at
any cost.

EXCEPTIONS

There are exceptions to the general turn sequence
when things are worked out as they occur rather than
in any strict order. Quite often the actions of one
plaver will trigger the sudden appearance of a
particular troop type, or activate some special
weapon or occurrence. Examples of this are springing
a bear trap or sinking into quicksand - consequences
resulting from movement which may be conveniently
resolved there and then. Inevitably, there will be the
odd occasion when events can be worked out in one
phase or another with little real difference.

In that dread desert, beneath moons
pale gaze, the dead men walk. They
haunt the dumes in that breathless,
windless night. They brandish their

weapons in mocking challenge to all
life, and sometimes, in ghastly dry
voices, like the rustling of sere leaves,
they whisper the one word they
remember from life, the name of their

ancient, dark master.
They whisper the name... Nagash.

from the Book of the Dead

by Abdul ben Rachid
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MOVEMENT

uring the Movement phase, or Move phase, you
Dgf:t the opportunity to move your forces around
the battlefield. As with the turn sequence, the things
that you can do within the Movement phase are
performed in a strict order. An overview of each part
of the sequence is given below and further rules
governing movement are discussed in the section
entitled Moving Troops.

1. DECLARE CHARGES

If you want any of your troops to charge, you must
declare this at the very start of the Movement phase.

2. RALLY FLEEING TROOPS

If any of your troops are fleeing, you can attempt to
rally them after declaring charges.

3. COMPULSORY MOVES

Move troops that are subject to a compulsory
movement rule.

4. MOVE CHARGERS

Move charging troops and resolve other movement
resulting from the charge.

5. REMAINING MOVES

Move the rest of your troops.

An Orc chariot declares a charge against a regiment of Empire
Archers. The Archers lie within the N arc of sight of the Ore chariol
so it can see them. The Wyvern Rider is facing the wrong way so be
can neither see nor charge the archbers.

i

DECLARE CHARGES

At the start of your Movement phase, the first thing
you must do is declare which units will charge. Except
in a few unusual circumstances explained later, you
are never forced to charge. It is always your decision
which units, if any, will charge the enemy.

However, charging is the only way that models are
normally allowed to move into close combat. If you
want to attack an enemy then you must charge him -
you cannot simply move your model into close
combat without declaring a charge first. All charges
are declared at the start of your Movement phase, in
any order you wish.

To declare a charge, indicate which unit is charging
and nominate one enemy unit that it is going to
attack. For example, you might declare that your
Empire Knights unit is charging your opponent’s Orc
Warriors unit.

A unit may only declare a charge if at least one model
in the unit can see at least one enemy model in the
opposing unit. It is not necessary for every model to
be able to see an enemy — the whole unit is able to
charge the enemy so long as one model can do so. For
line of sight see Facing, p41l.

The first unit of
Empire Knights can
see and declare a
charge upon the
Goblin unit. The
other unit of Knights
is facing the wrong
way, so they cannot
charge the Goblins.
Remember — only
ane model needs to
see the enemy for
the unit to declare a
charge.

KNIGHTS 2
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Troops can only charge up to a predetermined
distance — this is called a charge move and is
explained later. When you declare a charge you must
do so without measuring the distance to the target,
vou must rely on your estimate of the distance to
ensure that vour troops can reach their target.

When deciding whether to charge you must also take
into account any terrain that might slow you down, as
described later. Deciding whether to charge or not
calls for a good judgement of distances!

CHARGE RESPONSES

After you declare your charges, but belore you
measure whether chargers are within range, your
opponent declares how each charged unit will
respond. A charged unit has three response options:
stand & shoot, hold, or flee. Units already engaged
in close combat may only hold.

STAND & SHOOT

If the charged unit has missile weapons and the
chargers are more than half their original charge
move away, then troops can shoot at the chargers as
they advance. For example, a unit of Knights with
Move 7 can be shot at if they charge a unit of Archers
that is more than 7" away, but cannot be shot at if it
charges a unit 7" or less away. Work this out
immediately before moving chargers — refer to the
Shooting section for rules governing missile weapons
(p.61).

Treat stand & shoot responses which fail to hit the
enemy because chargers are too close, etc, as a hold
response instead.

HOLD

A unit can stand fast and receive the charge,
representing individual troopers bracing themselves
for the inevitable impact. This is the usual response of
troops who do not have missile weapons or who are
too close to the enemy to use them.

FLEE

Flee means just that — when your unit sees the enemy
thundering down upon them, they turn tail and run!
This is a rather desperate option as once troops begin
to run they tend to carry on going, and may run away
from the battlefield altogether, whether you want
them to or not.

As soon as a unit declares that it is fleeing, it is moved
directly away from charging enemies by 2D6" if its
Movement characteristic is 6" or less, or by 3D6" if its
Move is more than 6". The fleeing unit is repositioned
facing directly away from the chargers. Move the
fleeing models immediately by the distance indicated
by the dice roll. This is explained further in the rules
for fleeing models in the Close Combat section.

RALLYING

Having declared charges and charge responses, the
plaver whose turn it is now has the opportunity to
rally any of his units that are currently tleeing. Troops
are normally forced to flee when they are defeated in
close combat, if they are frightened by large monsters,
or if they have suffered some other unusually
traumatic experience. Fleeing troops are of no
fighting value unless they can be rallied, which means
they come to their senses and stop fleeing in
readiness to fight once more.

Because fleeing usually results from close combat the
rules for fleeing troops can be found in the
Close Combat section of this book. In the Rally phase
of his turn, a player makes a test to determine
whether his fleeing units manage to rally. If they rally
then they remain where they are for the turn but may
immediately adopt a new fighting formation facing in
any direction. If the fleeing troops fail their Rally test
and continue to flee then they are moved next along
with other compulsory movement.

COMPULSORY MOVES

After the player has attempted to rally any units that
are fleeing, it is time to make any compulsory moves
that the rules require.

Generally speaking, a player can move his units how
he wishes within the confines of the rules governing
movement. However, sometimes troops go out of
control for some reason, either because they are
overcome by sheer terror, because they are compelled
by magic, or because they are disorientated or
confused. The player has no control over the
movement of these troops and so these are referred
to as compulsory moves.

The most common kind of compulsory move is
flecing. Fleeing troops always first flee away from
their enemy and in subsequent turns towards the
nearest table edge, and they always move a randomly
determined distance.

All compulsory movement is done now before other
movement takes place. This gives troops moving in
this fashion the opportunity to get in the way, block
lines of advance and do all sorts of other annoying
things.

All life consists of highly organised matter,
governed by the laws of nature. Thus all life
is a struggle against Chaos, a struggle that is
ultimately destined to be lost.

Albrecht of Nuln
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MOVE CHARGERS-

Once any compulsory moves are complete, it is time
for the player to move any units that have declared a
charge. They are moved one at a time, in the order
that the charges were declared.

Chargers are moved towards their target in

accordance with the movement rules given later.
When troops charge, they move twice as fast as
normal, representing a run or gallop, and this double
speed move is called a charge move. For example,
troops with a normal Move of 4" per turn have a
charge move of 8"

FRONT ZONE

A unil's front, flank and rear zones extend out from
its corners forming 4 quadrants of HX as shouwn above.
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CHARGE FRONT

A unit in front of its enemy will charge the front, a unit to the side
will charge the flank, and a unit bebind will charge in the rear, as
shown in this example,

FLANK & REAR CHARGES

Sometimes you may find that your models are able to
charge an enemy unit in the flank or rear. This is
particularly good because an arttack from an
unexpected direction will sometimes throw the
enemy into a panic and might give you an advantage
in combat too. A charging unit's position at the start
of the Movement phase determines whether it
charges into the flank, the rear or the front of the
enemy unit.

If the charging unit is in the target's frontal zone
when the charge is declared then it charges into the
front. As units generally begin the game facing each
other, this is the most common situation that will
arise. However, if the charging unit comes from the
flank zone, it charges into the side; if in the rear zone,
it charges into the rear. See the diagrams below for
more clarification.

REMAINING MOVES

Once compulsory moves and charges have been
resolved, it is time to move the rest of vour troops.
Generally speaking, you do not have to move troops
at all if you do not want to, or you can move them as
short or as great a distance as you like up to their
permitted maximum move distance.

The rules governing movement, the encumbering
effects of weighty barding, hindering terrain,
obstacles to movement, and manoeuvring units
around the battlefield are covered in the following
section.
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If a charging unit straddles two areas, you must fudge which area
it is mostly in. If the situation is so close you can't determine

where a unit should charge then rvoll a dice to decide.




MOVING TROOPS

This section contains all the common rules for
moving armies on the tabletop. The same rules
govern movement, including the
movement of chargers and most compulsory moves.
Any exceptions that apply to chargers and fleeing
troops are discussed separately. Also, a few creatures
move in a special way, flying monsters for example.
These are exceptions to the usual rules which, for the
sake of convenience, are discussed elsewhere.

almost all

Moving an army is an important and often decisive
part of the Warhammer game. When opposing
commanders are well matched, movement can be as
challenging and as satisfying as a game of chess.
However, unlike a chessboard, the tabletop is not
divided into exact squares. Instead movement is
determined using a measuring tape or ruler.

The nature of the game, the varied terrain it is fought
over and the stability of the models themselves means
that it is impossible to be absolutely accurate about
the movement of troops — the odd fraction of an inch
will inevitably disappear as lines are neatened and
models edged together. On the whole, this need not
cause concern during play as it is better to keep the
game flowing rather than worrying about unavoidable
imprecision. It is recommended that where a move is
especially important or an exact measurement is
critical, it is good practice to agree what you are doing
with your opponent before moving troops.

[ —

Though the gates that stand between the mortal
world and the immortal Realm of Chaos are now
closed to me, still | would rather die having *

glimpsed cternity than ever to have stirred from
the cold furrow of mortal life. I embrace death

without regret as | embraced life without fear.

Unknown Chaos Spawn

e

MOVEMENT RATE

The normal Movement rate of a model is defined by
its Movement (M) characteristic value.

During their Movement phase, units can move up to
their Movement rate in inches. For example, Men
have a Movement characteristic of 4 and so may move
up to 4". Elves, naturally faster and nimbler of foot,
move up to 5". You do not have to move the full
distance allowed, or even at all if you prefer, but you
cannot move further than your normal Move rate
unless charging, marching, pursuing or fleeing (all of
these types of move are discussed later).

Troops riding mounts with barding move more slowly
because the weight of their gear impedes movement.
A cavalry mount with barding suffers a -1" move
penalty.

For example, a Knight riding a borse can normally
move 8". If the horse is wearing barding then the
Knight moves 8"-1" (for the horse’s barding) which
equals a move of 7
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]
1o wheel, one edge of the formation is
DISTANCE WHEELED moved forward while leaving the
opposite edge stationary to act as a |
N pivot. The unit swings round rather |
l / \ N like the spoke of a wheel and
- completes the manoeuvre facing a |
4 ' : different direction.
=
\ & " Here we see a unit making three
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Turning a unit Changing formation ‘
—
1 I
. |
UNIT FACING FORWARD | UNIT ARRANGED IN TWO RANKS |

Io turn a unit all the models remain in place, but are turned
round through 90° or 180° to face their side or rear. To make a
turn a unit must surrvender a quarter of its move — a unit with

| amove of 4' must give up 1" to turn for example.
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UNIT SACRIFICES ITS
ENTIRE MOVE TO ADD TWO RANKS

UNIT SACRIFICES ITS ENTIRE
MOVE TO SUBTRACT TWO RANKS

A unit must surrender balf of its move to either add or deduct one
rank. A unit may therefore add or deduct two ranks if it does not

| move at all.




MANOEUVRE

Troops move and fight in a tight formation of one or
more ranks. Such a formation is often referred to by
an appropriate title such as a regiment or, in the case
of cavalry, a squadron, or it can simply be called by
the cover-all term — unit.

When a unit moves around the battlefield it must
maintain its formation, which means that models are
not free to wander off on their own. The formation
can move straight forward as a body perfectly easily,
but if it wishes to change direction then it must make
4 manoeuvre.

There are three specific types of manoeuvre that
enable a unit to turn about or rearrange its ranks:
wheel, turn and change formation. In addition
there is a fourth special manoeuvre called reforming.

WHEEL

To wheel, the leading edge of the formation moves
forward, pivoting round one of the front corners. The
unit swings round like the spoke of a wheel and
completes the manoeuvre facing a different direction.

When it wheels, the entire unit counts as having
moved as far as the outside model. Once the wheel is
complete, vou may use any movement that the unit
has remaining.

For example, a unit of Empire Spearmen might wheel
2 to the left and move 2" straight forward, for a total
move of 4"

A unit can wheel several times during its move as long
as it has enough movement to do so and is not
charging. A unit that is charging is only able to wheel
once to align itself to the enemy, as described later.

=y —f el
A ff'“l ’fjf'} MOVEMEN'T j“@ﬂ
S ey § N

e ===

TURN

To turn a unit, all the models remain in place but are
turned around through 90° or 180" to face their side
or rear. To make a turn, a unit must surrender a
quarter of its move.

For example, a unit with a Move of 4" must give up 1"

in order to turn.

A unit is allowed to turn several times during its move
unless it is charging or marching.

When a unit is turned to face its side or rear. its leader
is automatically rearranged into the front rank along
with the Standard Bearer, Musician and any other
characters that are in the unit. If there is not enough
space within the ranks, models can be rearranged into
the rear ranks as the player wishes.

CHANGE FORMATION

A unit of troops can also change its formation by
adding or reducing the number of ranks in which it is
deployed. For example, a unit that consists of two
ranks may increase its depth to three ranks by moving
models from the front two ranks to form a new third
line.

A unit must surrender half of its move to either add or
deduct one rank. A unit may add or deduct two ranks
if it does not move at all.

When redeploying ranks in this way it is important to

remember that a unit always has the same number of

models in each rank, except ftor the rear rank which
may contain the same or fewer models. A rear rank is
still a rank whether it is full or contains only one
model, although only ranks of four or more models
are considered to be of any value in close combat, as
described later.
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REFORM

A unit of troops can change the direction in which it
is facing and rearrange its formation all at once by
means of a manoeuvre called reforming. The leader
issues the order to adopt a new formation and the
mill until their

POSItIONS.

troops about they assume new

A unit of troops can reform during its Movement
phase as long as it is not in close combat, and is
otherwise free to move as it wishes. The player
declares that the unit is reforming and regroups

into a new formation. Keeping the centre of the unit
the same, arrange the unit into a new formation of as
many ranks as you please facing whichever direction
you wish, as long as none of the models in the unit
move more than twice their Movement rate (ie, Men
with Move 4 can move up to 8"). Character models,
Standard Bearers and Musicians must still be placed

in the front rank of the unit as normal.

A unit which reforms cannot move that turn because
Also,

reforming troops cannot shoot with missile weapons

it takes the entire Movement phase to reform.
that turn because they are too busy assuming their
new formation. Other actions, such as Wizards casting

spells, are still allowed.

TERRAIN

Troops only move their full Movement rate over

unobstructed will slow down if

impeded by broken ground such as bushes or woods.

ground. They
Terrain is divided into four types to simulate this:
open, difficult, very difficult & impassable terrain.
OPEN TERRAIN

Open terrain is clear ground that doesn’t impede
The bartlefield is basically all open
This will normally

movement at all.
terrain unless otherwise indicated.
include hills, as long as they are not too steep, as well
as fearures such as roads, paths, gateways and other
firm surfaces.

DIFFICULT TERRAIN

Difficult terrain includes the following:

Brush, scrub and other clinging vegetation.

Debris, wreckage, loose rocks and boulders.
Fords, streams and shallow water.

Marshes, bogs and thick mud.

Freshly ploughed, flooded and muddy fields.

Sand dunes and areas of deep sand.

Stairs, steps and ladders.
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Steep or treacherous slopes. This can include
particular hills if both players agree before the game,
otherwise hills are considered to be open terrain.

Woods, orchards, growing crops and dense foliage.

Troops cross difficult ground at half speed, so if your
unit has Move 4 then it can only move 2" in a wood.

If troops move over open ground and difficult terrain
during the same turn, then their movement over open
ground is at full speed and movement over difficult
ground is reduced to half speed as normal. For
example, a Man moves 2" across open ground and
then enters a wood. He now has 27 of his move left.
This is covered at half speed as it is difficult terrain, so
he can only move a further 1" through the wood.

VERY DIFFICULT TERRAIN

Very difficult terrain includes areas that are even more
arduous to move through, such as the following:

Thick woods packed with briars and thorns.

Almost sheer slopes that need to be climbed on
hands and knees.

Fast flowing but still fordable rivers.

Very difficult terrain reduces movement to quarter
speed. Fractions are rounded up to the nearest 1/2" to
prevent unnecessary complication.

IMPASSABLE TERRAIN

Impassable terrain is terrain so difficult to move
through that it cannot be crossed during the course of
a battle. It includes terrain features such as rivers,
lakes, impenetrable swamps and sheer cliffs. Troops
must go round impassable terrain.

Players should decide before the battle begins
whether certain terrain features will be difficult, very
difficult or impassable during the course of the battle.

OBSTACLES

Obstacles are things such as hedges, fences, walls and
trenches that troops must clamber over to cross.
Although obstacles may be similar in some respects to
difficult ground, in that a hedge and a wood might
both contain trees, there is an important difference.
Obstacles are basically linear barriers, such as a wall,
which troops must cross over before they can
proceed. Difficult terrain describes an area of ground
such as a bog or marsh that slows down a unit’s
overall speed.

It takes a model half of its move to cross an obstacle.
So if a model has Move 4 it must surrender 2" to cross
a hedge or a wall. If a model has insufficient move left
to cross an obstacle it has reached then it must halt in
front of it. The model does not count as being half
way across if it has 1" of its 4" Move remaining, for
example. Where an entire unit of troops is attempting

Most bizarre of monsters is the
dreaded Chimera: it's body is a

size of a house, and has wicked

claws longer than daggers. It's tail
lashes like an iron whip, and it's
huge leathery wings carry 1t
through the skies.

This loathsome creature has three
heads. One of them i1s horned, like
a head of a ram: other 1s like that
of a vast lion: the third head is the
most frightening of all: it that of a
scaled dragon, and it belches forth

noxious smoke and scorching fire.

Chimera hunts in the northern
wastes, and meat of men is it's
delicacy: 1t will hunt relentlessly
through day and night to capture

it's prey.

From Grimoire Beterricus

to cross an obstacle, the penalty continues to apply to
the whole unit as long as any of the models are
Crossing.

Sometimes the front of a unit may end up on one side
of a linear obstacle and the back part on the other
side. This is fine. Place the part of the unit which has
crossed on the far side of the obstacle and leave the
part that has vet to cross on the other side. As long as
the ranks on both sides are in contact with the
obstacle, this is perfectly acceptable. Once troops
have moved over the obstacle, the unit’s ranks are
returned to base contact. Remember that the unit
suffers a half move penalty until all its troops have
crossed the obstacle.

If a wall, hedge or fence has a gate in it then it is
assumed to be open unless otherwise agreed, and
troops may move through the gate without penalty.

If a unit’s formation is divided by an obstacle then it
may not manoeuvre by turning or wheeling, and it
may not change its formation. The unit must cross the
obstacle before it can do any of these things.

Bear in mind that a unit of troops can suffer from
reduced speed for moving over difficult terrain and
the half Move penalty for crossing an obstacle. If
troops are moving at half their normal speed, of 2"
across difficult terrain (eg, a freshly ploughed field)
they must still surrender a half of their move to cross
a hedge or fence, a -1" penalty in this case.
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CHARGING

Chargers are moved after compulsory movement and
before you move the rest of your army. Make sure you
complete all charges before moving other troops.
Chargers move at double their normal Move rate, but
must make the usual deductions for crossing terrain
and obstacles. For example, mounted Knights have
Move 7 and so can charge up to 14". If moving over
difficult terrain, such as a muddy field, they move at
half their speed, reducing their charge distance to 7.

Before you move a charging unit check that your
opponent has declared his response and that troops
electing to flee have been moved and troops electing
to stand & shoot have done so. Measure the distance
between the chargers and their target.

A FAILED CHARGE

If the enemy has fled, or if you have estimated your
charge incorrectly, your troops might not be able to
move far enough to reach their intended target. If this
is the case, the charge has failed.

If a charge fails, the unit is moved at its normal Move
rate rather than double speed. The unit is moved
directly towards the intended target as if it were
charging but halts once it has covered its normal
Move distance. This represents when troops have
begun to charge before realising it is impossible to
reach their enemy; consequently their movement
peters out as they lose impetus and enthusiasm.

A unit that fails its charge cannot shoot with missile
weapons that turn, though Wizards may cast spells.

The Knights bave
declared a charge
against the Orcs. The
Knights' normal move is
7", s0 they can charge
up to 14". The player
measures the distance
and finds the Orcs are
15" away - disaster! As
the charge bas failed
the wunit must now move
towvards the Orcs as if it
were charging, but must
balt once it bas covered
its normal Move
distance of 7.

KNIGHTS

MANOEUVRING DURING A CHARGE

A charging unit cannot turn or change formation. This
is because the troops are running or galloping once
the charge has begun and are unable to execute
delicate manoeuvres even if they were able to hear
the orders of their leaders above the din.

The following rules govern manoeuvres during a
charge:

1. When a unit charges an enemy the player must
endeavour to bring as many models from the charging
unit into combat as possible. This can sometimes be
achieved by moving the chargers straight forward, but
often it will be necessary to wheel slightly to face the
enemy. This is a very important rule, so be sure to get
it right from the start!

2. During a charge a unit can wheel once. It can, and
indeed must, wheel in order to maximise the number
of charging models able to fight. Note that the unit
does not have to wheel if this would mean that it
cannot reach its enemy.

If chargers need to wheel towards their target,
execute the wheel as already described, measuring
the distance wheeled as you normally would. This
distance counts as part of the total distance charged.
For example, if a unit can charge 12" it might wheel 4
to bring models to face the enemy and then move up
to 8" towards them.

Once a unit has completed any required wheel it is
moved straight forward towards the enemy and stops
as soon as the two units touch.
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ALIGNING THE COMBATANTS

Once the charging unit is in contact it is automatically
aligned against its enemy as shown in the diagram
below to form a battle line, This extra alignment move
is free.

If it is impractical to align a unit properly because of
interposing terrain, other models, or whatever, then it
Is acceptable to re-align the charged unit as well (or
instead) so that the battlelines remain neat. A
confusing situation may arise when interposing
terrain or nfodels make it impossible to align the
whole unit, for example. Rather than clutter the rules
with endless clarifications, we have included further
examples in the back of this book.

1. As soon as the
chargers touch
their target the

unit stops
1
~
x
\
)
\
2. Align the _
chargers against r 2
the target unit \
5 e
‘\' L : ¥
A unit of Knights charges an ™ 1 S s &
Orc regiment. The Knights W iy Gg.‘
charge forward until the edge of ‘_ ‘ _g?""

their formation touches the Cires' The

Knights are automatically aligned along

the enemy’s front to form a battle line.

Note that this extra alignment move is free, and might result

in the most distant Knights moving further than their charge move.

MOVING ENGAGED UNITS

Once opposing units are engaged in close combat
they may not move away until one side or the other
breaks or is destroyed. Units already engaged in close
combat at the start of their turn cannot move but
must continue to fight in the Close Combat phase.

CHARGE REACTIONS

If a charged unit stands & shoots, it is possible that it
may cause sufficient casualties on the charging unit to
force an immediate Panic test. Panic tests and other
special psychological tests are explained in the
Psychology section. This might result in a charge
being brought to a halt before contact is made with
the enemy. That is why it is important to work out fire
from enemies who stand & shoot before moving
chargers. If the chargers are out of missile range at the
beginning of their charge then work out missile
casualties at the maximum range of the weapon.

jig B H E’Mﬁ“ﬁlﬁf MOVEMENT

[f a charged unit flees as it is charged then it will move
directly away from its chargers either 2D6" or 3D6"
depending on whether its Movement rate is up to 6"
or more than 6', as explained later. It may be that
fleeing troops move too far for the chargers to catch
them, in which case the chargers move their normal
Move rate exactly as for any other failed charge.

If fleeing troops do not move far enough away to
avoid their attackers then they are in deep trouble! If
the chargers have sufficient movement to catch them
then the entire fleeing unit is destroyed. The chargers
only need to catch one model to destroy the whole
unit as it flees. Chargers move their full charge move,
moving past the point where the enemy was caught if
necessary. The fleeing troops are run into the ground
or scattered beyond any hope of recovery. See the
rules for fleeing troops in the Close Combat section
for more details.

REDIRECTING A CHARGE

If a charged unit flees, it can happen that another
enemy unit is now within the charging unit's reach. If
this fresh enemy unit is within range then the player
is allowed to redirect the charge, though he does not
have to. He must declare that his unit is charging
against the new target, and the target must make a
response as normal. If this unit flees as well then the
charging player is not allowed to redirect his charge
again.

If there is a choice of units that can be charged, the
charging unit must go after an enemy that is nearest
to the original target unit.

E
|
|

The target unit flees away from the charge revealing another
unit bebind. The chargers can redirect the charge onto the
second unit if the playver wishes.

= p——
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ODDBALL STUFF

A charge can sometimes trigger extra movement from
the enemy. For example, Goblin Fanatics will leap out
of their units as soon as enemy approach within 8"
This happens out of the normal sequence: the charge
is halted as soon as the chargers move within 8" and
the Goblin Fanatics are moved and any damage they
cause is worked out straight away. It is up to the
player to say that he has out of sequence movements
or actions to perform at the appropriate moment.

FLANK AND
REAR CHARGES

Being charged from a direction you cannot see and
thought was safe is a frightening thing for even the
bravest of troops. With his field of vision narrowed by
his position in the ranks, the average soldier has only
a limited knowledge of what is happening on the
battlefield. If the enemy has somehow got round
behind him he might reasonably assume that the
battle is lost. Doubt will be sown in his mind and he
may become disoriented and confused. His fighting
efficiency may even become impaired. If he is fighting
in close combat, he might panic and flee, thinking
that the enemy is upon his unguarded back.

Individual models can turn to face the chargers and
avoid this test and any other penalties, unless they are
already engaged in close combat.

PANIC

Troops who are charged in the flank or rear
whilst they are already fighting other enemy
who engaged them on the previous turn(s)
must take a Panic test to see whether their
nerve holds, as described later. This test

is taken as soon as it is established that
chargers are within range, but before
moving any troops. The rules for
Panic tests and other psychological
tests are explained in full in the
section on Psychology.

COMBAT BONUSES

If a unit is charged in the

~ flank or rear by a unit with
a unit strength of five or

more then it loses any rank
bonuses that it would

otherwise have in close combat.
Units that are ranked up in
depth normally fight better
because the troops in the rear ranks
are able to physically support those in
the front, lending their weight to the
formation, but a unit which is charged in
the flank or rear will lose this advantage. See the
Close Combat section for details of combat results
and how rank bonuses work. If a unit is attacking an
enemy in the flank or rear, it gains the advantage of
fighting a formation unprepared to fight in that
direction. Consequently, the attackers receive extra
combat bonuses, as described in the Close Combat

MARCHING

Marching at the double allows troops that are away
from the main fighting zones to move more rapidly.
This represents the swift movement of reserves to a
critical area by means of a rapid march and helps to
ensure that units do not get stranded away from the

fighting.

Marching troops move at twice their normal
Movement rate with weapons sheathed or
shouldered. They are literally ‘going at the double’. A
unit that is on the march is not prepared for combat
so marching is not suitable for a unit that is close to
the enemy. In reality, no troops would approach the
enemy with their weapons unready to defend or
attack with.

Troops can march if there are no enemy models
within 8" of them at the start of the turn. If there are
enemy models (fleeing enemies do not count)
anywhere within 8" at the start of the turn, the unit is
too busy preparing to fight and so cannot march.
Note that the marching unit can move closer than 8"
[0 an enemy as it moves.




A unit on the march cannot change formation or turn

as this would disrupt its movement. It can wheel as
normal, as you might imagine a column of troops
would in order to follow a route or path, for example.

A marching unit cannot move through difficult or
other obstructive terrain or cross obstacles. It must
stop if it comes to these features.

A unit that is on the march cannot shoot missile
weapons during the Shooting phase. It is unprepared
for combat and any weapons it carries are not ready
to be used. Any Wizards with the unit can still cast
spells.

INDIVIDUAL MODELS

Units which consist of models that move individually,
such as Giants or large monsters with or without

riders, can march move in the same way as units of

Lroops.

In the case of individual models their speed bonus is
not due to them ‘marching’ in formation but

takes account of their freedom to move,

breaking into a run, and so forth.

SNAKING

A unit deployed in a column with
models lined up one behind the
other can move very easily. The
lead model is not restricted

by troops either side and
so can choose a
snaking path which
twists about. This is
called snaking.
Trailing models are
placed so that they
follow the path of

the lead model. This

a special type of
movement unique to
long lines of troops. It
isn't a very practical
formation for fighting,
but it is very handy
for threading vour
way through buildings
and between
obstacles.

' APART

Playvers will sometimes
find that the
movement of troops
results in the tabletop
becoming quite

crowded, especially
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when several different units are engaged in close
combat fighting. It is obviously important to establish
what units are actually fighting and which are close by
but not engaged, eg, perhaps merely passing by.

For this reason, opposing troops are kept at least 1"
apart when they are not fighting. Models which would
otherwise approach to within 1" of an enemy without
engaging them are simply halted 1" away. Remember
that units may only engage in close combat by means
of a charge, except in exceptional circumstances.
These are clearly indicated in the rules.

This rule is ignored during charge moves — a charging
unit may approach within 1" of any enemy. This is
done for the purposes of game mechanics.

MAGIC

After movement is resolved, it is time for the Magic
phase. If you are new to the Warhammer game we
recommend that you ignore magic for now and
familiarise yourself with the rules for
shooting and close combat. If you
wish to learn how

magic works,

turn to
p.134.
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BATTLE OF THE IRON CRAG

Hear me manlings, and honour heroes of your folk. I, Duregar of Karak-Hirn speak to you pow of the Battle of Iron Crag,

It was the day of Grimnir, five and a half thousand years after the founding of Karaz-a-Karak, when the combined armies

of Reikland and Dwarfs fought the hordes of Orc Warlord Grothak One-Eye.

The men bore the brunt of the attack, falling in their hundreds, yet not giving an inch of ground. They stood alone on the
hill, and withstood the avalanche of steel and green-skinned monsters, showing spirit to match the brav:r}r of long-bearded
Dwarl warriors.

The massed fire of our Thunderers saved the last five of them. and the charges of the Ironbreakers broke the foe. For the
honour of our allies we built a mound of the heads of the Orcish scum as 2 warning to those invaders who come to

pillage our lands.

It was King Alrik, the bearer of
the great hammer of Karak-Hirn, oy
who lead the Dwarls into victory.

\ He was said to have slain three
\ dozen of the foc alone that day

The birds of prey came to
peck the eyes of the fallen

enemics, an apt fate for
those who would come and
defile the land of our
ancestors. Our own dead
we carried to be buried in

the Halls of the Dead

beneath the mountains.

It was the hand guns of the Dwarfs, such as
this, which brought victory in the Battle of

the Iron Crag This onc is a masterpicce with
a spring-loading mechanism, made by the great

Enginecer Thorik of Karak-Hirn.
A skilled Dwarf Thunderer can slay a Goblin

from two hundred paces with such a weapon!
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SHOOTING

nce the Movement and Magic phases are over, it
Ois time to work out any shooting that is to be
done. Troops armed with bows, crossbows or other
missile weapons may shoot at any enemy targets they
can see. Unless otherwise mentioned, each model can
only make one shooting attack in each Shooting
phase. You may also shoot with any war machines
such as stone throwers, cannons, etc. The rules for
these are covered later.

You always start shooting with any weapons that
require you to guess the range of the shot (such as
cannons and stone throwers for example). Guess all
the ranges of these before measuring any of them.
Otherwise, there is no particular order in which
shooting must be resolved.

Nominate one of yvour units that you want to shoot
with and select the enemy target you wish to shoot at.
For example, in the situation shown in the diagram
on the right, you might choose to shoot with your
Empire Archers at the Goblin Wolf Riders or the unit
of Goblin Spearmen. Once you have declared vour
target, measure the range and resolve shooting using
the rules described. Continue until yvou have shot
with everything able to do so, including any war
machines you may have.

RANGLE

All missile weapons have a maximum range which
indicates the greatest distance that they can shoot. If
yvour declared target lies beyond this maximum range,
your shots will automatically miss. This is why you
must pick your target before measuring the range.

Missile weapon range

Short Bow 16
Bow 24
Long Bow 30
Crossbow 30
Repeating Crossbow 24
Sling - 18
Javelin :
Thrown axe 9
Thrown knife, dart 6
Handguns 4
Pistol - 8

B[0G s 7000 - R0 938

NOMINATE
1 ENEMY TARGET!

0
5955 5%

Empire Archers

F The unit of Empire Archers can shoot at the Goblin Wolf Riders 'l
ar the Goblin Spearmen. r

For example: The Empire player is using bows, which
bhave a range of 24". He declares that be is opening
fire on the nearest Orc unit. When be measures the
distance, be finds that the Orcs are 25" away. His
bail of arrows therefore falls short of the jeering
greenskins.

It often happens that some models in a firing unit will
be within range and other models in the unit will be
out of range. If this is the case then only those which
are in range can shoot and the remainder
automatically miss.

These ranges are the maximum distances that the
weapons can fire. Missiles lose power and accuracy
long before they reach their maximum range, so
ranges are divided into two types: short range and
long range.

Short range is up to and including half the
maximum range of the weapon.

Long range is between half and maximum distance
of the weapon.

For example: Short range for a short bow is up to 8"
A target that is at more than 8" counts as being at
long range.

As we shall see later, there are modifiers that make it
much more difficult for a weapon to hit a target at
long range.
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WHO CAN SHOOT
AND LINE OF SIGHT

The direction of the front of the model’'s base is
assumed to be the actual direction faced by the
creature it represents. Common sense dictates that a
model cannot shoot at something it cannot see. To
represent this, a target must lie within a 90° arc
projected from the front of the shooter. Where
models are on square bases, this can be imagined
easily by projecting a line through the corners. This is
called the line of sight and it determines which
opponents the model can shoot at or charge.

A shooter’s line of sight may be blocked if there is
anything between him and his intended target which
obscures his line of sight. Thus, interposing models
or scenery may block a model's line of sight to a
target. Because of this, except as noted later, only
models in the front rank of a unit are able to shoot, as
those behind will not be able to see past their friends.

Imagine a real battlefield with its contours, morning
mists and haze of dust. Picture the woods and hedges
that obscure vision, the sudden fall of ground that
hides the enemy, and the distances that blur friend
with foe. Towering over our miniature battlefield we
are unaware of all this, but the troops represented by
our models would not be so lucky. Just as their real
life counterparts cannot see through hills or hedges,
we must assume that our models cannot see behind
corresponding scenic features.

As it is impossible for us to say exactly what
everyone's scenery looks like, it is not practical to be
definitive about which kinds of terrain block line of
sight. You must be prepared to use your own

judgement within the following guidelines.

Perhaps the easiest way of checking what a model
can see is to get down over the table and take a
model’s eyve view, but be reasonable about this, as in
reality it would be much more difficult to see enemy
troops than over a perfectly flat, mist-free gaming
table.

Hills, large boulders and buildings obscure sight over
level ground. If an interposing hill or house
completely obscures a line of sight to a model on the
other side of it, you may not see through it and so
cannot shoot at the model on the other side.

Hedges and walls block line of sight over level
ground. However, a model placed directly behind and
touching an obstacle is assumed to be able to see and
shoot over the obstacle, with head and shoulders
clearly visible. Such a model can shoot but also be
seen and shot at.

Woods block line of sight if the shooter and the target
lie on either side of the wood. It is only possible to
see through up to 2" of woodland, so if a model

inside a
wood is
within 2" of
the edge, he
can see out
and shoot
and he can
also be seen
and shot at
(a -1 penalty
applies). If it
is further
than 2"
inside the
wood, a
model can
neither be seen by models outside nor can he see
them. If both target and shooter are inside the wood
then the missile range is reduced to the farthest they
can see — which is 2.

Models can only see things
that are within a X" arc to their front.

Troops, either friendly or unfriendly, block line of
sight. It is not possible to shoot directly through one
model to hit another. This does not apply if a target
behind normal-sized models (such as Men or Orcs) is
defined as a large target. Snotlings or Goblins can’t
block line of sight to a Giant, for example! This works
vice versa — a Dragonrider, for example, can shoot at
targets over interposing friendly models which are
not large.

Note that this does not allow large creatures to charge
through any interposing models!
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HILLS & ELEVATED POSITIONS

Hills are tactically important positions, overlooking
the entire battlefield and giving war machines and
missile-armed troops an excellent opportunity to
shoot at the enemy. Many battles have been won or
lost depending on a General's ability to exploit the
tactical use of hills.

MISSILE FIRE FROM HILLS

Troops on a hill can draw a line of sight from an
elevated position. To determine what the troops can
see, you should get down over the table and take a
model’s eve view. Therefore, most of the time your
troops may be able to see over troops that are on the
ground below, and over other obstacles that are lower
than the hill.

Troops on a hill are considered to be in a good
position to fire, so can fire with one additional rank
compared to missile-armed troops on flat ground.
This means that most bowmen can shoot with two
ranks if they are on a hill.

COVER

Troops who are in base contact behind certain terrain
features, such as hedges or walls, can take advantage
of cover. This makes them harder to hit because they
can duck back out of the way, leaving arrows to
splinter against a wall or tree. There are two sorts of
cover: hard cover and soft cover.

HARD COVER

This offers real physical protection as well as partially
concealing the target from view. The corner of a
building, a large rock, walls and

wooden palisades are all

types of hard cover.

i Troops positioned

at windows and
doors also count
as being behind
hard cover.

A unit of Empire Archers are
deployved on a flar-topped bill
They can shoot with two ranks if
they choose to target the Spearmen
on ground level. However, the
Spearmen who are on the same
bill as the Archers are not on
lower ground and therefore the
Archers can only shoot at them

with a single rank as normal

Goblin Spearmen

A model positioned at the corner of a building so that
he is peeking round is protected by hard cover and
models in trenches or pits are also in hard cover.

SOFT COVER

Although it partially shields a target from view, soft
cover provides scant protection against incoming
missiles. You can hide behind a hedge, but a crossbow
bolt or arrow will go straight through it. Hedges and
woodland provide soft cover and troops within
woods automatically count as being in soft cover.

SHOOTING 6
CLOSE COMBAT

Units in hand-to-hand fighting are far too busy to use
missile weapons and therefore may not shoot.

Players are not allowed to shoot at targets that are
engaged in close combat. The risk of hitting their own
comrades is far too high.

TEMPLATES

Sometimes some weapons (such as stone throwers)
may deviate and hit units already in close combat. As
described later, some of these weapons utilise a
template to determine how many models are hit by a
falling stone, a gout of Dragon fire, and so on.
Normally, models under the template are considered
targets and will be hit. See the section on War
Machines for details.
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If a template ends up in such a way that it touches
only models from one side, and none of the models it
touches are actually fighting (ie, in base contact with
their enemy), then all casualties are worked out
exactly as normal. The shot has struck in such a way
that all hits fall on that unit.

If a template ends up so that it touches models from
either side that are fighting, or models from both
sides whether fighting or not, then work out the
number of hits as normal but distribute them equally
to both sides. The shot has fallen in the thick of the
fighting and both sides suffer the consequences.

STAND &6 SHOOT

If a charge is declared against a unit with missile
weapons it can respond by shooting at the charging
unit but only if the charging unit is more than half its
charge distance away. This reaction is called stand &
shoot. The shots are worked out once all charges
have been declared and before the chargers are
moved. Work out the shots at the measured range and
apply the -1 to hit modifier for shooting at a charging

target.

A unit which stands & shoots does so out of the
normal turn sequence, in the other side’s Movement
phase before chargers are moved. Note that chargers
who begin their move within half their charge
distance of the enemy cannot be shot at in this way.
They are too close, and there is insufficient time for
the unit to shoot at their enemy.

If the chargers start their charge beyvond the
maximum range of the shooting unit's missile
weapons, the shots are made at the maximum range
of the weapons. The archers let loose as soon as their
enemies are within range.
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DIVIDING SHOTS

In most circumstances, a unit of troops takes aim and
shoots at a single target, such as a unit of enemy
troops, a huge monster or chariot, obeving the
command of their leader who is assumed to direct the
unit’s fire.

A unit may divide its fire between two or more enemy
targets if it is impossible for all the models to shoot at
a single target. For example, it might be that no single
target is visible to all shooters either because it is
obscured or because it is so close to the unit that it
lies outside the arc of vision of some of the shooting
models.

In the case of individual enemy models, such as large
monsters, Heroes, Goblin Fanatics and similar, it is
permitted to divide shots against these and other
more distant targets, even if the entire unit could
shoot against the single enemy model. This allows a
shooting unit to spread its fire against a group of
single models.

HITTING THE TARGET

The chance of a shooter scoring a hit on his target
depends on his Ballistic Skill, or BS. The higher the
individual's Ballistic Skill, the greater his chance of
hitting.

To determine whether you hit, you must roll a D6 for
each model that is shooting. Note that the number of
Artacks a model has will not affect the number of
shots — each shooter can shoot only once unless the
weapon he carries has a special rule which allows it to
fire more rapidly.

Count how many models in your unit are shooting
and roll that number of dice. It is easiest to roll all the
dice at once, although you don’t have to. If there are
a lot of models shooting, you might need to roll
several batches of dice. The following table shows the
minimum D6 score vou will need to hit.

BallisticSkill 1 2 3 4 5 6 7 8 9 10
Tohitscore 6 5 4 3 2 1 0 -1 -2 3

If vou score equal to or greater than the number
required, you have hit. If you score less, you have
missed.

For example: You fire with five Goblin Archers.
Goblins have BS 3, so you need a score of at least 4
to bit. You roll 5 dice and score 1, 2, 2, 4, and 6 which
equals 2 bits and 3 misses.

Of course, yvou cannot roll less than 1 on a D6, so
troops with BS 6 or more will have a negative to hit
score. However, in Warhammer no troops ever hit
automatically, so a roll of 1 on a D6 always fails,
regardless of the dice modifiers and Ballistic Skill of
the model.

6l
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TO HIT MODIFIERS

Shooting isn't simply a matter of pointing your weapon at the target and letting fly. Factors other than
vour Ballistic Skill affect the chance of hitting, such as range and cover as already discussed. There are
other factors too, some of which make it easier to hit and others that make it harder. These are called

To Hit modifiers, and they are cumulative.

Factors that make it easier are added to your dice roll. Factors that make it harder are subtracted from
vour dice roll.

All shooting to hit modifiers are cumulative. So, if you are shooting at long range at a target behind soft
cover, vour chance of hitting is reduced by -2. This means that with BS 5 yvou would need to roll a 4

to hit instead of the 2 normally required.

For example: Ten Goblin Archers fire at a unit of Elves. Their targets are 10" away. To make matters
worse, the Elves are standing bebind a bedge — soft cover! The Goblins are armed with short bows, so
their targets are at long range (short range for these weapons is 8" or less). Because their BS is 3, the
Goblins need 4s to bit, but since their targets are in cover and at long range, they suffer a penalty of
-2. So each archer needs to roll a 6 to bit (6-2=4). The player rolls ten dice and manages to get two 6s

— two bits!

+1 SHOOTING AT A LARGE TARGET

A large target is anyvthing which in real life would be
massively tall or which is especially bulky. Giants are
large targets, for example, while Men, Orces, Elves,
Ogres, Cannons and the vast majority of troops are
not. In every case, a creature’s description in the
relevant Army book will inform vou whether it is a
large target or not. Cavalry riders are not considered
to be large targets if they are riding horses, wolves,
boars or comparable beasts. Dragons, Greater
Daemons and certain war machines are large targets.

-1 SHOOTING WHILE MOVING

If the shooter moved during the Movement phase (or
during the Magic phase via the effect of a spell) then
his chance of hitting is reduced. Even a simple turn
or change of formation is enough to reduce his
concentration and so counts as movement for this

purpose.

-1 SHOOTING AT A CHARGING ENEMY.

If a model is charged and elects to stand & shoot at
his attacker then his chance of hitting is reduced.
While the enemy thunders towards him, his aim will
be distracted and his shot hurried as he abandons his

weapon to take up a sword.

-1 SHOOTING AT LONG RANGE

If the target lies at over half your maximum range
yvou are less likely to hit. Sometimes you will find
some of the shooters are within short range and
some are at long range. If this is the case, you must
roll two batches of dice, one for each range band.

-1 SHOOTING AT A SINGLE MODEL OR
AT SKIRMISHERS

If the target is a single man-sized model (including
characters) on foot then this penalty applies. The
penalty also applies when shooting at enemy in a
skirmish formation or at any single man-sized model
on its own. See the section on Heroes and Wizards
for a complete explanation of the rules for shooting
at character models, and see the section on
Skirmishers for rules regarding skirmishing troops.

-1 TARGET IS BEHIND SOFT COVER
If the target is behind soft cover then the chance of
hitting it is reduced.

-2 TARGET IS BEHIND HARD COVER
If the target is behind hard cover, the chance of
hitting it is drastically reduced.
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WOUND CHART
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/+ TO HIT

If to hit modifiers result in a required score of 7 or
more when shooting then it is still possible to score a
hit, though very unlikely. As it is impossible to roll a 7
on a D6, vou will first need to roll a 6 and then, for
each shot scoring a 6, you will need to roll a further
score as shown on the chart below. So, for example,
in order to score an 8, you must roll a 6 followed by
a 5 or more. If you require a score of 10 or more then
it is impossible to hit the intended target.

TS — 6 followed by a 4, 5 or 6
- oap———— 6 followed by a 5 or 6
B e dia e e G ibliowed Dy a b
Lt e e Impossible!

WOUNDS

Not all hits will wound their target — some might
glance off armour or merely graze their target. Some
creatures are so tough that arrows do not easily pierce
their flesh, or are so resilient that they are able to
ignore missiles sticking out of their body. Once vou
have hit vour target, roll again to see if he has been
wounded. To do this compare the weapon’s Strength
with the target’s Toughness. The Strength values of
common missile weapons are given on the right; the
target’s Toughness “17, is included in its profile.

Roll a D6 for each hit scored and consult the Wound
chart above. Find the weapon’s Strength and look
down that row. Then scan along to the column for the
target’'s Toughness. The number is the minimum
score on a D6 needed to score a wound. Where the
value is ‘N’ this indicates that the target is too tough
for you to hurt. N stands for no effect — or no chance!

WEAPON STRENGTH

The following examples show the strength of various
missile weapons. They are included here as examples:
the section on Weapons describes all missile and close
combat weapons in more detail.

WEARDON . .- i s STRENGTH
SOORDOW. = . v il S 3
T ISR i e i T e e i e e 3
o M 3
REQPAEr CYOMMBONW & . .o oiiiii aaaans 3
e S G e e e S S 3
BT P S R Ry e e +
T T e S S NS R K

Continuing our earlier example: The Goblin player,
having scored 2 hits on the Elves, consults the table.
His ladz" short bows are S 3. The Elves are T 3. He sees
that be needs to roll 4s or more to wound an Elf. He
rolls a 4 and a 2, wounding one EIf.

—
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SAVES

If a creature is wounded by a hit, it still has a chance
of avoiding damage by making a save roll on a D6.
There are two types of saves: armour saves and
Ward saves. These are explained below.

ARMOUR SAVE

Models that are wounded still have a chance to avoid
damage if they are wearing armour or carrying
shields, or if they are riding a horse or similar
creature. These models have an armour saving roll.

Roll a D6 for each wound suffered by vour troops. If
vou roll greater than or equal to the model’s armour
save, the wound has been deflected by its armour.

For example: A warrior carrying a shield and
wearing light armour bas an armour save of 5+, so
he must roll a 5 or 6 to be saved by bis armour.

Cavalry models automatically have an armour save of
6 even if the rider is wearing no armour. This
represents the extra protection afforded by the
mount. If the rider is armoured then his armour save
will be + 1 better than it would be if he were on foot.

For example, a Man wearing light armour and
carrying a shield bas an armour save of 5+ on foot
and 4+ when mounted.

Note that this bonus only applies to cavalry and not to
characters or other models riding monsters. Rules for
monsters and riders are discussed in the section on
Monsters.

To continue our example from above, the Goblin
archers bave scored 1 wound on the Elf troops. Since
the Elves are wearing light armour and bauve shields
their armour saving throw is 5+. The Elf player rolls
a 2. Not surprisingly he bas failed. If be bad scored a
5 or 0, the arrow would bave bounced off and the EIf
would bave been unbarmed.

Armour saves

Armour Armour Armour Save
Worn Save if Cavalry
None None 6+
Shield or light armour 6+ 5+
Shield & light armour
or heavy armour only S+ 4+
Shicld & heavy armour 4+ 3+

Riders with shield &

huvy armour, riding - 2+
armoured mounts.

08w 7/ 0 -0-2,.975 o

Armour save modifiers

Some weapons or creatures are so powerful that they
can punch right through armour, so armour provides
less protection against them. Such attacks confer
modifiers that are subtracted from the foe's armour
saving throw. This is shown by the table below.

For example: A crosshow (54) bits a warrior wearing light
armour and shield. Normally be would need to roll 5 or 6
to make bis save and avoid taking the wound but, because
of the crossbow's enormous bitting power. -1 is subtracted
from bis dice roll. Therefore, be must now roll a 6 to save.

Save modifiers
Strength of hit

Reduce armour save b)r

3 or less None
4 -1
5 -2 |
6 -3
7 -4 }
8 -5
9 -6
10 -7

Maximum save

Observant readers will have noticed that the best save
on the Armour saves chart is a 2+ on a D06 but it is
possible to get a better save. Magic armour is one way
to improve the wearer’s armour save to 1+ or even
less! However a roll of 1 will always fail, so even a
model with a 1+ or better armour save will suffer a
wound if it rolls 1 when taking its armour save.

The advantage of a 1+ save is that it offers better
protection against weapons with save modifiers. For
example, a model with a 2+ save hit by a 54 attack
saves on a 3+, while a model with a 1+ save will save
ona2+.

WARD SAVES

Some troops tvpes and creatures are protected by
more than mere physical armour. They may be
shielded by magical charms or blessings, given
protection by the gods of the Warhammer world, or
perhaps they are just astoundingly lucky.

Models with this sort of protection are referred to as
having a Ward save or Ward. This type of save is quite
different from an armour save and it is very important
to understand the difference from the beginning.

Wards represent magical or divine protection which
can save a warrior when armour would be of no use
at all. Unlike an armour save, a Ward is never
modified by Strength modifiers, etc. Even if a hit
ignores all armour saves, a model with a Ward may
still try to make its Ward save as normal. A model may
only ever make one Ward save against each wound it
has suftered.




Sometimes a model has both an armour save and a
Ward save. In this case, the model must take the
armour save first and, if it is failed, the model is
allowed to try to make a Ward save. No model can
ever try to make more than one Ward save against a
wound it has suffered. If a model has two Ward saves
for any reason, use the better Ward save.

REMOVING CASUALTIES

Most human-sized troops can only sustain one wound
before they fall casualty. Some models can take several
wounds before they become casualties, but these are
the exceptions rather than the norm. The number of
wounds a model can sustain before it falls casualty is
indicated by its Wounds value or “W’ on its profile.

CASUALTIES

Where troops have only a single wound, casualties are
removed as follows. If a unit of troops is hit and
suffers wounds which it does not save then for each
wound, one model is removed as a ‘kill’. Although it
is convenient to think of casualties as slain, individual
warriors are not necessarily dead, they may be
temporarily knocked out, incapacitated, or simply too
badly wounded to carry on fighting. For our
purposes, the result is the same so we treat all
casualties as if they were killed and remove them.

Although casualties would really fall amongst the
front rank, for the purposes of gameplay remove
models from the rear rank of the unit. This keeps the
formation neat and represents rear rankers stepping
forward to cover gaps in the line. If the unit is
deployed in a single rank then casualties are removed
roughly equally from either end, representing the
troops gathering about their leader and standard.

MULTIPLE WOUND CASUALTIES

If models have more than 1 Wound, casualties are
removed as follows. Imagine that a unit of Minotaurs
suffers 5 wounds from arrow fire. Minotaurs are huge
creatures and each model has 3 Wounds. The arrows
would fall randomly among the unit, possibly
wounding several creatures, but for our purposes we
shall remove whole models where possible. So,
5 wounds equals 1 model dead (3 wounds) with
2 wounds left over. The wounds left over are not
enough to remove another model, so the player must
make a note that 2 wounds have been suffered by the
unit. If the unit takes another wound from some other
attack then another Minotaur model is removed. It is
obviously important to keep a record of wounds
taken by units such as this.

CAVALRY CASUALTIES

In the case of cavalry models, all shots are worked out
against the rider. If the rider is slain, the mount is
removed as well. This is a convenient and practical

g =~ BT
) F@l SHOOTING N\ &

way of representing cavalry, as it dispenses with the
need for individual dismounted riders and loose
mounts. Obviously some riders are dead, horses bolt
and run away, and some mounts are killed, throwing
their riders to the ground. But these things can be left
to the imagination while models are removed as a
single piece. Note that this only applies to ordinary
cavalry (mounts which have 1 Wound) and not to
monsters with riders. Monsters have more than 1
Wound on their profile and are covered by the rules
for Monsters (see p.103-105).

PANIC TESTS

It is very difficult for troops to keep their nerve while
people around them are falling to arrow fire. To
simulate this, any unit taking substantial casualties
may be called upon to take a Panic test. A Panic test
is a Psychology test described in the section on
Psychology along with other effects such as fear,
terror, eic.

FAST DICE ROLLING

You will have gathered by now that it is necessary to
roll quite a few dice to resolve shooting — whole
handfuls at once in fact! This doesn’t take as long as
you might imagine because all the dice are rolled
together. The most practical way of going about this is
to take as many dice as you have troops shooting and
roll them all at once. So, if you're shooting with ten
Archers roll ten dice. Then pick out any dice which
score a hit and re-roll them to wound. So, from ten
dice rolled, four might typically score hits. These are
re-rolled and may score 2 wounds, for example.

Dice which score wounds are picked out and handed
over to vyour opponent to take his saving
throws with. This same system applies when working
out close combat damage too.

Dwarf warrior of Karaz-a-Karak
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CLOSE COMBAT

nce shooting has been resolved it is time to deal
Owith the brutal cut and thrust of close combat,
hand-to-hand fighting or mélée, as it's sometimes
called. Once engaged in close combat, units cannot
move or shoot missile weapons, they must stand toe-
to-toe with their enemy until one side is destroyed or
forced to flee. Regardless of which player’s turn it is,
all models that are in contact with the enemy must
fight. The Close Combat phase is therefore an
exception to the normal turn sequence in that both
sides take part in the fighting.

Like the Movement phase, the Close Combat phase
follows a set order or sequence as outlined below.

1. Fight Combats

Each unit involved in combat fights as explained in
the rules that follow. Fight all the combats before
working out results.

2. Results

Work out which side has won each combat and by
how much. The losing side will have lost by 1, 2 or
more ‘points’ as explained later.

3. Break Tests

Each unit that loses in combat must take a Break test.
Any units failing their Break test are deemed ‘broken’
and a note is made or models are turned round to
show this. Take all Break tests now.

4. Panic Tests

If any friendly units have broken then units nearby
must take a Panic test as described in the Psychology
section. Take any required Panic tests now.

5. Flee!

Units which have broken or failed their Panic test
must flee away from their enemy. Move all newly
fleeing troops now.

6. Pursue

Units whose enemies have broken and fled that turn
are allowed to pursue them and might possibly catch
and destroy them.

7. Redress Ranks

At the end of the Close Combat phase, formations are
tidied up ready for the next phase.




On this part of the battlefield there are three separate combats: one between two units and an Empire
Hero on the left; a buge fight between two units of Empire troops, two units of Goblins and a Orc Chariot
below; and a combat between two opposing units, an Orc Wyvern Rider and the crew of an Empire Great
Cannon on the right.

COMBATS

Work out each combat one at a time — resolve the E Kill them with swords, kill them with
fighting for all of the troops involved in one combat lances and spears, kill them with the
before moving on to the next combat. bolts of your crossbows. Kill their
warriors, kill their women and their

children, their clderly and their sick.

A combat is often a flight between a single unit of
troops from each side, but it is possible that several

units, monsters and Heroes may become involved. In Kill their hounds, cattle and their
the case of several combats being fought at once, the livestock. But above all, kill with
player whose turn it is determines the order combats pleasure.

are resolved.
Captain Daerkhil of the Black Ark Bringer of Joyous

So long as fighting units are interconnected, they are Oblivios priot 1o the pesitive Dark Elf raid on the
participating in the same combat. All the combat coastal town of Bergsburg There were no survivors.
results for such a combat are worked out at the same

time.
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WHO STRIKES FIRST?

In the desperate hack and slay of close combat the
advantage goes to the best and fastest warriors, or
those who have gained the extra impetus of charging
into combat that turn. To represent this, combatants
strike blows in a strict order.

Troops who have charged that turn automatically
strike first. Otherwise, all blows are struck in strict
order of Initiative (1). Combatants with a higher
Initiative strike first followed by those with a lower
Initiative. This is important because if a model is slain
before it has a chance to strike, it obviously cannot
fight back. Striking first is a big advantage, which is
why it is better to charge your enemy rather than
allow him to charge you.

If opposing troops have the same Initiative then the
side which won the combat in the previous turn may
strike first. If this doesn’t apply, you should roll a D6
and the player who scores highest goes first.

For example: A bunch of Orc Boar Riders charges a
group of Elf Spearmen. The Elves bave an Initiative
of 6, while the Orcs only bave Initiative 2. The Orcs
strike first because they charged. Next turn, the Elves
will go first because of their higher Initiative.

WHICH MODELS FIGHT

A model can fight if its base is touching the base of an
enemy model even if it only touches at the corner.
Even models attacked in the side or rear may fight. If
you wish, they may be temporarily turned in the ranks
to indicate that they are doing so.

Which models can fight?

Trooper

Trooper Hero

The attacking model may decide which enemy model to attack:
the Hero or the trooper

Corner-to—corner fighting

Vast, merciless and darker than midnight was that
army, and the mere sight of it struck fear imto the

hearts of the bravest of us. Above the black-clad
regiments whipped the banners of the Blood God,

decorated with twisting runes which seemed to
writhe as if alive. Cold steel glittered amongst their
ranks, and they were led by their Champions whose
weapons screamed for blood. They marched towards
us in full armour without tiring, without slowing
They beat great drums that made the carth shake as
they marched.

Arrows we fired did not deter them. We prepared a
shicldwall and they smashed it aside as if the
soldiers within it were small children. The cavalry
that charged them was crushed No swordmaster
could best even one of them in single combat.
They shrugged off wounds that would have slain
any mortal man in an cycblink. The skulls of our

| comrades they carried in their belts.

And | still remember their warcry. “Blood for the

Blood God! Skulls for the throne of Khorne!” ,

Even as they died they still chanted. drowning out
the screams of the dying and the blaring of our
horns. “Blood for the Blood God!” And at the end
of the day only I survived, buried under 2 mound
of headless corpses.

These are the Warriors of Chaos. Tremble o sun,
cry out your pain o carth! For these arc the
enemics we must defeat if our world is to be
saved.

Goblins A, B, or C, but not D, can attack the Empire Archer

If a model is touching more than one enemy, it can
choose which to attack. If a model has more than
1 Attack, it can divide its Attacks as the player wishes
so long as this is made clear before rolling to hit. For
example, if faced with an enemy Hero and an ordinary
enemy warrior you might decide to attack the warrior
because he is easier to kill, or you could take the
outside chance of slaying the Hero.

In the case of cavalry mounts that have their own
Attacks, such as Warhorses and Giant Wolves, the
rider’s Attack and the mount’s Attack are worked out
separately. This means that some cavalry models have
two lots of Attacks: the rider’s Attacks and the Attacks
of his mount.

In any case, models in base contact with the enemy
may not choose to avoid attacking their enemies.

-
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HITTING THE ENEMY

To see whether any hits are scored, roll a D6 for each
model fighting. If you have more than 1 Artack with
your troops then roll a D6 for each Artack. For
example, 10 Elves have 1 Attack each so roll 10 dice,
but 10 Minotaurs have 3 Attacks each so roll 30 dice.

The dice roll needed to score a hit on your enemy
depends upon the relative Weapon Skills of the
attacker and his foe. Compare the Weapon Skill of the
attacker with the Weapon Skill of his opponent and
consult the To Hit chart above to find the minimum
D6 score needed to hit.

If vou look at the chart, you will see that if your
warrior's Weapon Skill is greater than that of his
enemy, you hit him on a dice roll of 3+. Otherwise
your model will hit on a 4+, unless the enemy’s
Weapon Skill is more than double yours, in which
case you require a 5+.

Sometimes modifiers apply to these rolls, but, unless
it is specifically stated that hitting a model is
impossible, an unmodified roll of 6 always hits.

CAVALRY

When you are fighting against cavalry, all blows are
struck against the rider using the rider’s Weapon Skill
and never against the mount. A mount fights using its
own Weapon Skill if it has its own Attack.

DEFENDED OBSTACLE

Troops lining up behind a wall, hedge or other
obstacle can adopt a position to defend it. The front
rank is moved right up against the obstacle to show
this. Enemy wishing to attack the defenders can do so
by charging them as normal. Attacking models don’t
have to physically cross the obstacle, indeed they are
unable to whilst it is defended. Instead, the front rank
is positioned on the opposite side to the defenders.

If attacking an enemy behind a defended obstacle, a 6
on a D6 is needed to hit them. This penalty applies to
a unit arttacking troops that have already taken up
position behind the defended obstacle. The penalty
does not apply to both sides in the combat even
though the obstacle lies between them. The
defending side has the advantage of already taking up
a good position with its weapons sticking out or over
gaps in the hedge or wall, whilst the other side must
mount an assault in the face of a wall of sword points
or spear tips. Flying models attacking enemy behind
defended obstacles ignore the penalty.

The attacking side continues to suffer the ‘6 to hit’
penalty until it wins a round of combat. Once the
attackers have won the combat, they are assumed to
have climbed over or onto the wall, and further
combats are fought as normal. Chariots cannot charge
models across defended obstacles, they would just be
smashed to pieces.

———
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WOUNDS

Not all successful hits are going to harm your enemy
— some may rebound from bones or bounce off tough
hide, while others may cause only superficial damage
which doesn’t prevent the creature fighting. Once you
have hit your foe, you must roll again to see whether
yvour hits inflict wounds.

This procedure is the same as is described for
shooting. Consult the Wound chart above, cross
referencing the attacker’s Strength with

the defender’s Toughness. Both values
appear on the profiles of the creatures
that are fighting. The chart indicates
the minimum score required on a

D6 to cause a wound. Note that
where the table shows an "N’

this indicates that the
target is too tough
to be hurt. N

\¥\~ stands for no

o :
effect.

i :*t
.hﬁ gvfy

*a.’*“”‘i\
N

=

B EAL

5 '“iﬂ

__.. A

_:.-- ) ... I-

WEAPONS MODIFIERS

Unlike hits from shooting, the Strength value of the
attacker is used to determine wounds rather than the
Strength of the weapon itself. However, some
weapons confer a bonus on the attacker’s Strength.
For example, Bretonnian Knights that are charging
with lances receive a +2 bonus to their Strength.
These bonuses are discussed together with other
special rules in the section on Weapons.

SAVES

Combatants that are wounded have a chance to avoid
suffering any damage if they are wearing armour,
carrying shields or have a Ward save. This is exactly
the same as described for shooting, and the same
rules apply.

REMOVING CASUALTIES

Close combat casualties are removed in the same way
as shooting casualties. Although casualties fall
amongst the rank that is fighting, it is more
convenient to assume that models in the rear ranks
will step forward to fill any gaps that appear. It is
therefore more practical to remove casualties straight
from a unit’s rear ranks.
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Models that fall casualty are not removed from_the then the result is a draw, but if one side has a
tabletop immediately, but are placed behind their standard it adds +1 to its score, beating the enemy by
unit. This is because when it comes to working out 4 points to 3. These bonus points can make all the
who has won the combat you will need to know how difference between winning and losing the combat.
many casualties have been caused during it. Also, The Combat Resolution Bonus chart on p.73
models which are removed before they have had a summarises bonus points.

L

chance to attack may not do so, and models that are
stepping forward from rear ranks to replace them
can't attack that turn. This means that any casualties
inflicted will reduce the number of enemy left to fight
back. You need to know exactly how many models

Once both sides have established their total points,
including the number of casualties caused and bonus
points, compare the values to discover which side has
won the combat.

were killed that combat round who cannot attack The higher that the winner’s score is compared to the
back. loser’s score, the bigger and more decisive the victory.

An 8 point against a 7 point victory is only a slight win,
EXCESS CASUAITIES for example, because the difference in scores is only

1 point. An 8 point against a 2 point victory, however,
is extremely decisive, as the difference in scores is a
whopping 6 points. This difference in scores is
important because it is used when working out
whether a defeated enemy stands his ground or turns

It can sometimes happen that a unit causes more
casualties than there are enemy models in base
contact with it. When this happens, the excess
casualties are removed as normal. This represents the
attackers springing forward and following up their
assault by striking over the fallen bodies of their foes. and flees.
Such is the ferocity of their attack and the surprise
caused by their success, the excess casualties are
struck down where they stand and have no chance to
attack back.

RESULIS

For each separate combat you must determine
which side has won. Do this once all the units
engaged in the combat have fought.

Begin by adding up all the wounds caused
by each side in the combat. It does not
matter which particular units suffered the '
wounds, just add them all up. Do not
forget to add the wounds taken by big
creatures that have not been removed as
casualties. Do NOT count the wounds
that were saved by armour or Ward
saves.

The side which has inflicted the most
wounds wins the combat. The other
side has lost. If both have inflicted
the same number of wounds then
the result is a draw.

However, a side can claim extra
bonus points under certain
circumstances — for example,

if it has a Standard Bearer, if

it is attacking the enemy in

the flank, or if it is fighting
from higher ground.

Each bonus point is added
to the number of wounds
inflicted. So, for example, if
both sides cause 3 wounds

/1
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COMBAT RESULTS

In the first example six Empire Knights bave charged into
15 Orcs arranged into three ranks of five,

Fig. 2
This time the Goblins strike first as they have charged,
inflicting one casualty on the Knights. The Knights strike
next as their Initiative is higher than that of the Orc
Warriors, and they kill three of their enemies. In reply the
Orcs inflict a further casualty on the Knights.

To work out which side has won count up the wounds
caused by each side. The Orcs and Goblins have caused
2 against the Knights' score of 3. However, the
Orcs & Goblins receive a rank bonus of +3 from the
Goblin unit. Note that only one bonus is added from
ranks, and it is always from the deepest unit
participating. In addition the Goblins are making a flank
attack and so earn an extra +1 and the Orcs & Goblins
outnumber the Knights 40 to 6 (a further +1). The Orcs
& Goblins’ total is therefore 2 (wounds) + 3 (ranks) +1
(flank) +1 (outnumber) = 7 against the Knights' 3. The
Orcs & Goblins win by a difference of 4.
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In the third example, we
assume that the Knights

Fig. 1
Let us imagine that the Knights inflict 4 wounds, striking
down four of the Orcs.

In reply the remaining Orc Warrior inflicts 1 wound and
kills a single Knight.

To decide who wins the combat each side adds up the
number of wounds it has caused. In this case the Knights
score 4 and the Orcs 1. However, the Orcs have +2 from
their extra ranks and they outnumber the Knights (Orcs’
Unit Strength is 11, Knights' Unit Strength is 10), for a
final score of 4.

The combat is a draw.
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In the second example we've
assumed that the remaining :
Orc warriors bave been joined gy ‘j} ‘l} \’} ‘l}
by a unit of 32 Goblins fighting i ol

in a formation eight wide and ‘*} ‘f} ", “"3
Sfour deep. The Goblins bave ”» -
stormed in from the flank, \j} ‘*’]‘ "’ ‘j}
striking the side of the Knights’
Sformation.
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bave passed their break test
and five Empire Spearmen
bave charged the Goblins in
the flank.

Fig. 3

The Spearmen strike first as they have charged, inflicting
two casualties on the Goblin unit. The Knights strike
next causing one casualty on the Orcs, the Ores kill one
Knight, whilst the Goblins fail to kill any Knights but the
models fighting on the flank manage to kill one
spearman. The wounds inflicted by each side amount to
3 caused by the Empire and 2 caused by the Orcs &
Goblins.

The Orc & Goblin force loses their rank bonus from the
Goblins because they have been charged in the flank -
nor are there sufficient Orc Warriors remaining to
provide an extra rank. Also, the Orcs & Goblin's flank
bonus is lost because both sides now have one unit
fighting to a flank cancelling each other out. The Orcs &
Goblins earn an extra +1 for the outnumber bonus.

The total scores are therefore 3 on each side and the
result is a draw!
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COMBAT RESOLUTION BONUSES

This table is used to determine the combat resolution score. All of these are cumulative apart from
where otherwise noted. Some magic items and exceptional circumstances may dffect the combat
resolution score; this is clearly indicated in their description.

Bonus Situation

+1

+1

+1

Extra Rank

If your formation is a unit at least four
models wide then you may claim a bonus
of +1 for each rank behind the first at the
start of a round of close combat, up to a
maximum of +3. The bonus can be
claimed for an incomplete last rear rank
s0 long as it contains at least four models.

Fast cavalry and skirmishers never gain a
bonus for extra ranks (p.117 & p.116).

If vou have several units fighting in a
combat, count the bonus from the unit
with the largest number of ranks. Do not
add up the bonuses from all the units

fighting,

This bonus is lost if the unit is charged in
the flank or rear by an enemy with a Unit
Strength of five or more. Note that this
applies only as long as the unit which
charged is in combat with the enemy - if
they break and flee, or are reduced to a
Unit Strength of less than five, the unit
regains its rank bonus,

Outnumber enemy
If the combined Unit Strength of vour
troops in combat is greater than the
combined Unit Strength of your enemies
you receive a + 1 bonus.

Standard

If any of your units includes a Standard
Bearer (either a unit Standard Bearer or a
Battle Standard Bearer) in its front rank
then you may add a +1 bonus.

Note that if several standards are involved
in the combat (a unit Standard or a Barttle
Standard) then vou still only add +1, not
+1 for each standard. Rules for standards
are described later,

Bonus Situation

+1

+1

+2

+1

High Ground

If you are fighting from a higher position
than your enemy, for example, your
troops are occupying the crest of a hill,
then vou may add a +1 bonus. This
bonus is only granted if vour fighting rank
is on higher ground than your enemy.

Flank Attack

If you are fighting against an enemy unit's
flank, you may add a +1 bonus so long as
yvour unit has a Unit Strength of five or
More.

Note that you only count +1 even if both
flanks of the enemy are engaged.

If both sides have troops attacking in the
flank then the side with the most number
of flanking units gets the bonus. The
bonus is only applied once, regardless of
how many flanking units are involved in
the combat.

Rear Attack

The same comments apply as for a flank
attack to units attacking in the rear. This
bonus and the bonus for a flank attack are
cumulative, so if you are attacking in the
side and rear vou will receive a bonus of
+3.

Overkill

If a character fighting in a challenge (sece
p.99) kills his opponent and scores more
wounds than the enemy has then each
excess wound scores a +1 overkill bonus
towards the combat result up to a
maximum of +5.

This bonus only applies in a
challenge as described in the
Characters section.
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LOSERS TAKE
A BREAK TEST

The side that loses a combat must take a test to
determine whether it stands and fights or turns tail
and runs away. This is called a Break test. You need to
take a separate Break test for every unit involved in
the combat.

Depending on which units pass and which fail their
test, some may break and flee whilst others stand
their ground. Troops which are better led, braver, and
more professional are more likely to stand firm, whilst
wild, temperamental troops are far more likely to run
for it.

Take the test as follows. Firstly, nominate which unit
you are testing for. Roll 2D6 and add the scores
together. Add the difference between the winner’s
and loser’s combat score. If the total is greater than
the unit's Leadership (Ld) value then the unit is
broken. Broken units will turn tail and flee once all
combat on the entire battlefield has been worked out.
Until all combat has been worked out, simply turn a
few of the rear rank models round to remind you that
the unit is broken.

For example: A unit of Elf Archers is fighting a unit of
Goblin Spearmen. The Goblins inflict 3 wounds on
the Elves, and the Elves inflict 4 wounds on the
Goblins. However, the Goblin player bas four
complete ranks in bis formation, each extra rank
adding +1 to bis score, and bis troops outnumber
the Elves, adding another + 1. This gives him 3 + 4 =
7 points against the Elves’ score of 4.

- |

The Elves bave therefore lost the
combat, even though they bhave
caused more casualties —

Goblins pressing from
the back have
overwhelmed

them. The

the vast numbers of

Elves must therefore take a Break test adding +3 to
their dice score, because the difference between the
scores is 3. Elves bave a good Leadership value (8)
but with the extra +3 modifier on the dice, the player
will bave to roll 5 or less to stand and fight. The
player rolls 2D6 and scores 7. The +3 modifier brings
his total to 10 which is greater than the unit’s
Leadership, so the Elves are broken.

PANIC TESTS FOR BREAKS

Once all defeated units have taken a Break test, each
remaining unit that is within 6" of friendly units which
have broken or been wiped out is called upon to take
a Panic test, as described in the Psychology section.
This represents the spread of panic amongst the army
as friendly units collapse and turn tail and run. Panic
is a special psychological effect, and the full rules for
Panic are covered in the following section of the
rulebook. However, it is worth bearing in mind at this
stage that Panic tests must be taken once all Break
tests are complete, but before fleeing troops are
moved.

FLEEING TROOPS

Once vou have completed all of the Break tests
resulting from combat that turn and have taken all
necessary Panic tests, it is time for broken and
panicked troops to flee. Fleeing troops turn directly
away from their enemy and run as fast as they can. If
they were engaged by several opponents, they flee
away from the enemy unit with the highest Unit
Strength. They abandon their formation and run from
their enemy in a complete rout, blindly scrambling
over the ground in their efforts to avoid destruction.

Even though the fleeing unit moves in a disorganised
mob, for the purposes of moving the fleeing troops, it
is convenient to keep them in formation.

MOVE FLEEING TROOPS

It is difficult to say precisely how far fleeing troops
will run because they are no longer fighting as a body
but milling around in a frightened mob. To represent
this, dice are rolled to establish how far the fleeing
unit moves. If the unit normally moves 6" or less roll
2D6. If the unit moves more than 6" roll 3D6. The
result is the distance covered by the fleeing troops.

Due to their disrupted formation, they ignore any
penalty for obstacles and terrain (apart from
impassable terrain).

Move the fleeing unit directly away from its
enemy, so that the closest part of the unit is
2D6" or 3D6" away and facing in the opposite
direction. Fleeing troops will move round
friends where possible, but will move
straight through friends if no other venue of
escape remains. Individual fleeing models
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that would otherwise end up in the middle of a
friendly unit are instead placed to the side or beyond
them if this is the only option.

A fleeing unit is destroyed if caught by pursuers, as
described under Pursuit.

SUBSEQUENT ACTIONS OF FLEEING TROOPS

If they are not destroyed then fleeing units continue
to move 2D6" or 3D6" during their subsequent
Movement phases. This is their Flee roll. They must
attempt to leave the battlefield as quickly as possible,
which often means that they will move towards the
nearest table edge. This is a ‘compulsory move’ so
flecing troops are moved before other troops once
charges have been declared (see the Movement
section). Due to their disorganised formation they
ignore penalties for obstacles and terrain (except for
impassable terrain).

A unit which is fleeing cannot fight, shoot or use
magic — it can only flee. Where there is room, it will
move round obstacles that block its path, including
units of troops. Fleeing troops will not move within 4"
of enemy unless they have no other choice — if they
are surrounded, for example.

If any models from a fleeing unit leave the table edge
then the entire unit is considered to have left the
battlefield and is removed from play. Troops have
scattered bevond recovery or have found places to
hide themselves until the battle is over.

If enemy troops successfully charge a unit that is
already fleeing then the unit automatically flees from
the charge. The unit makes its 2D6" or 3D6" Flee roll
just like any other unit fleeing from a charge. The
charging enemy destroys the fleeing troops if it
catches them. If they do not catch the fleeing troops
then the charge has failed (see Movement for the
rules relating to charges and charge reactions).

RALLYING

A fleeing unit must attempt to stop fleeing by taking a
Rally test in its Movement phase. This represents the
efforts of leaders and brave individuals to call a halt to
the rout, bring the troops to their senses and restore
order. This is called rallying.

RALLY TEST

Rally tests are taken in the Movement phase after
charges have been declared but before further
movement has occured (see the sequence at the start
of the Movement section).

To take a Rally test roll 2D6. If the score is equal to or
less than the unit’'s Leadership (Ld) then the unit
stops fleeing and has rallied. The unit must spend the
remainder of the turn reforming and may not shoot
or fight, though the player may rearrange its
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formation and turn it to face in whichever direction
he chooses. Any rallying characters may cast spells as
normal. If a fleeing unit has suffered a great many
casualties it will be unable to rally - its warriors are
too demoralised and are interested only in escape. A
unit must have at least 25% of its original number of
models surviving to be able to rally. If a fleeing unit
has less than 25% of its original number left, the unit
cannot rally and will continue to flee until it leaves the
table or is destroyed. Other models, such as
characters, may never join a fleeing unit. A character
cannot leave a unit which is fleeing, so cannot be
rallied if a unit he has joined flees with less than 25%
of its original number left.

PURSUIT

If a unit wins a combat and all the enemies it is
fighting flee, then the victorious unit must normally
pursue. The troops surge forward, hacking at their
retreating foes as their backs are turned, cutting them
down as they run and scattering them before their
uncontrolled fury. Note that a unit will only pursue if
all the enemies it is fighting flee - if one enemy unit
breaks and flees whilst another fights on then the
victorious troops cannot pursue. Like fleeing, pursuit
is a hectic and uncontrolled affair, so dice are rolled
to determine how far the pursuing unit moves.

PURSUIT MOVE

Once fleeing troops have been moved, victorious
units will pursue. To find out how far they pursue,
starting with the unit with the highest Unit Strength,
roll 2D6 or 3D6 in exactly the same way as for fleeing
troops. This is their Pursuit roll. If a victorious unit
scores equal to or greater than the Flee roll scored by
the unit it is pursuing then the fleeing unit is
completely destroyed — all the troops are cut down as
they run or they are scattered beyond hope of
regrouping. Pursuers are moved the full distance
indicated straight towards the fleeing troops, and
through their position if their pursuit move is
especially long. If the pursuers do not roll a
sufficently high score to catch the fleeing unit then no
further casualties are caused and the pursuers are
simply moved the distance indicated towards their
fleeing enemies. Pursuers always move their full
pursuit distance unless their pursuit takes them into
contact with fresh enemy (see p.76). During a pursuit
move, pursuers ignore any penalties for obstacles and
terrain (apart from impassable terrain) — their victory
has given them the extra impetus to chase their
flecing enemies.

Note that units do not continue to pursue in
subsequent turns; pursuit is a single bonus move
which is made when a beaten enemy flees. One unit
can only pursue one fleeing enemy unit, even if it
broke several units in close combat.
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PURSUIT INTO FRESH ENEMY

Assuming that pursuers do not encounter any fresh
enemy, they move the distance indicated by their dice
roll and thereafter are ready to fight normally. So, in
their following turn they may charge, march or move
normally exactly like any other unit, and no penalty is
imposed because of their pursuit move.

It sometimes happens that pursuers move so far that
they hit a fresh enemy unit. The pursuers are carried
forward against the enemy unit as they chase their
fleeing enemy. This is treated as if it were a new
charge. However, this will only happen if your direct
pursuit move would take vou into contact with the
enemy. The pursuing unit has no choice in the matter,
they must charge against the fresh enemy. The
unexpectedly attacked unit can only respond to the
charge by holding; any attempt to flee, stand & shoot,
or do anything else amidst the confusion of running
bodies is deemed impossible. They must make any
necessary Psychology tests immediately.

If the new enemy causes fear or terror (see the
Psychology section), the pursuers do not have to
make a test — they are gripped by the excitement of
the chase and are ready to fight any enemy! Note that
psvchology will apply as normal in the subsequent
turns — only the tests required to charge opponents
who cause fear or terror are ignored.

Since pursuit into fresh enemy is treated as a new
charge, all rules governing charges apply. Specifically,
the pursuers must endeavour to bring as many
charging models into combat as possible. This means
that it will often be necessary to wheel slightly in
order to face the enemy.

The resulting combat is worked out in the following
turn. The pursuers are charging and so get all the
usual benefits and bonuses as if they had charged that
turn, even though their charge occurred during the
close combat phase of the previous turn. A flecing

I watch you. I scc the hatred in your eyes,
well hidden behind courtly graces. T listen.
I know the terrible darkness that hides
behind your well rehearsed lies. I wait for
you at the edge of sanity. I taste the pain
in your mind, the ycarning to end this
charade. 1 make my home in the darkest
pits of your soul. In the shadows I bide
my time. | patiently wait for you to open
your eyes and realise that it is by my will
alone that you draw breath. For 1 am
Tzeentch and you are my puppet who
dances to my tunc.

unit is destroyed even if its pursuers subsequently
charge a new enemy, as long as the pursuing unit’s
Pursuit roll scores equal to or greater than the fleeing
unit’'s Flee roll.

RESTRAINING PURSUIT

A player may decide that he would prefer his unit did
not pursue a fleeing enemy. Normally a unit must
pursue if it is able to do so, but, before rolling to see
how far the enemy flees, the player may attempt to
halt the pursuit by making a test against the unit’s
Leadership (Ld). This represents the unit's leader
calling to his troops to hold, while their natural
inclination is to run after the enemy and cut them
down. Roll 2D6. If the score is equal to or less than
the unit’s Leadership value then the test is passed and
the unit may remain stationary instead of pursuing.

A unit does not have to pursue if it is defending a wall,
hedgerow or a comparable obstacle or fortification. As
pursuit would force the unit to abandon its secure
position there is obviously an incentive to stay put! In
such a case, the player can choose whether to pursue
or not without the need of a dice roll.

PURSUIT OFF THE TABLE

A unit which pursues its fleeing enemy off the table
returns to the same point from which it left the table,
in the same formation in its following Movement
phase, facing directly towards the battlefield. The unit
may not charge, as it has missed its opportunity to
declare charges, but may move its full Move that turn,
and it may shoot and otherwise participate in the
game as normal. In any case, the unit counts as having
moved and so will suffer a -1 penalty to any shooting.

REDRESS THE RANKS

Once fleeing troops and pursuers have been moved,
it is time to tidy up the formations of fighting units in
preparation for the next phase. This will not always
prove necessary, as much depends upon the
casualties inflicted and the combat results.

Remember, a unit must always contain the same
number of models in each rank as the first, except for
its rear rank which may contain fewer. The process of
redressing the ranks is intended to ensure that this
remains true after combat, and also affords victors the
chance to adjust their formation by expanding their
frontage or lapping round as described opposite.

FLEEING UNITS

Units which have fled, abandon their formation and
so have no opportunity to redress their ranks at this
time. The unit forms a rough block or mass of troops,
and models are arranged in a higgledy-piggledy
manner to show their disorganised status. Fleeing
units do not take further Psychology tests — they must
test to Rally in their Movement phase.
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UNITS TAKING
CASUALTIES

Casualties are usually removed from the back of a
unit’'s formation, in which case the unit is left exactly
as it is. Remember, a unit engaged in combat cannot
move in its Movement phase and. so has no
opportunity to change its formation.

If a unit is fighting in a single rank, forming a line of
troops, then casualties are removed from either end.
If this results in an enemy who is attacking the side of
the formation becoming separated from the combat,
then compensate for this by moving one or both units
so that they remain in contact where possible.

If a character model is fighting as part of a unit’s
formation, perhaps leading the unit into battle, then
his death will leave a gap in vour front rank. In this
case, move a model forward from the rear rank to fill
the gap, or, if the unit is fighting in a single rank,
move a model from one edge. See the section on
Characters for more detail.

EXPAND FRONTAGE

If a2 unit wins the combat, models can be moved from
rear ranks and placed in the front rank to increase the
width of the formation so that more models can fight.
The formation’s width can be increased by up to two
models on either or both flanks.

Lapping models from the rear rank |’
move to the enemy’s flank.
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Lapping models from the rear rank
move to the enmy's rear.
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In this situation the Empire Spearmen win the combat and
expand thefr formation by moving eight models to increase
the width of the unit by two on each flank. Remember -
units must maintain equal-sized ranks apart from the
rearmaost rank.

LAPPING ROUND

If a unit wins the combat and its formation already
extends to the enemy’s flanks then models may be
moved from the rear ranks round the sides of the
enemy unit. These extra models are described as
lapping round. You may move up to two models
around each flank, assuming that there is room and
that the flank is not blocked by another unit,
buildings, or terrain. Once models have covered the
enemy’s flanks, further models may be lapped around
the rear should they win a further turn. In this way, it
is possible to extend vyour line and surround an
enemy unit completely.

If a unit which is lapping around is successfully
charged by fresh enemies that can reach them, the
lapping models will immediately return to the rear
rank of their formation. The chargers will be moved
into contact with the reformed unit if their charge
reach is sufficient. If they can no longer reach the
charged unit because models in it have been moved
to the rear ranks, the charge counts as having failed.

7
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COMBAT BONUSES :

Models that are lapping round the flank or rear are
ignored for purposes of establishing a unit’s rank
bonus in close combat. Lapping round models in this
way might therefore reduce vour rank bonus by
reducing the number of ranks fighting,

However, units which are lapping round do receive
the extra bonuses for flank and rear attacks so long as
the entire unit has a Unit Strength of 5 or more. This
means that, in most cases, it is well worth lapping
round whenever you can. Note that models lapping
around an enemy unit's flanks or rear do not negate
the enemy unit’'s rank bonus — only a new charge into
the flank or rear of a unit negates its rank bonus.

DEFEAT IN COMBAT

If a unit is defeated in close combat then any models
already lapping round are immediately returned to
the rear rank of their formation. They have been
driven off by the enemy and forced to regroup behind
the unit’s main body.

WHICH MODELS CAN FIGHT

All models touching base-to-base are allowed to fight
in close combat, so troops along the sides of ‘flanked’
units can fight back against troops that are lapping
round. Players might wish to physically turn the
models round to face their enemies in order to show
this, although it is not strictly necessary to do so.

“Hail to the mighty tomb guards who
are before me. They who have stood
guardian to my tomb chamber for
eternity! For I Settra, Lord of Kings
has awakened to command ye! Hail to
the sentinels, turn now your heads to
face the foe! Arise, ye Sphinxes who
crouch beside the monuments of the
king; your prey has been found. Hail to
the commanders of the right and the
left flanks, lead forth your regiments.
Fill the air with the sound of your
chariots pursuing the foe! Your
standards arc pleasing to the gods, see
how the sun god shines upon them. See

B

f how they gleam after the darkness of

the tomb. Hail to the Liche Priests, ye
|' who have loyally served without
counting the years. Ye who raised up
your incantations to strengthen my
spirit!”

Settra the Tomb King

OVERRUN RULEL

Sometimes a powerful unit is capable of smashing
through an enemy in a single round of close combat.
In such cases, the thundering charge of the victorious
unit will sweep it forward as it cuts down its pitiful
enemies.

In Warhammer this is represented by the Overrun
rule. This rule stops individuals and small units from
stopping a unit of charging Knights in its tracks, for
example.

OVERRUN

If all of a unit's opponents are slain in the first round
of close combat then it is allowed to make an Overrun
move as if it had broken its enemies. This will be 2D6"
or 3D6" depending on the Movement value of the unit
(like with fleeing and pursuit). The unit moves
forwards in a direct line (ie, towards and through the
position where the destroyed enemy unit was). Note
that the victorious unit does not have to make the
Overrun move - the playver may elect to keep his
troops stationary if he wishes.

Sometimes the Overrun move allows the unit to hit a
fresh enemy unit. This is treated as if it were a new
charge, and all the rules governing charges apply. In
this case, the Overrunning unit has no choice in the
matter, it must charge against the fresh enemy. The
unexpectedly attacked unit can only respond to the
charge by holding; any attempt to flee or stand &
shoot is impossible. When moving an overrunning
unit into contact with the enemy, the player must
endeavour to bring as many models from the charging
unit into combat as possible. This can usually be
achieved by moving them straight forward, but it will
sometimes be necessary to wheel the unit slightly to
face the enemy.

If the new enemy or the overrunning unit causes fear
or terror, neither unit has to make a Psychology test -
the overrunners are too exultant and the charged unit
is too surprised! Note that psychology will apply as
normal in subsequent turns — only tests required to
charge opponents who cause fear or terror are
ignored.

The resulting combat is worked out in the following
turn. The overrunning troops are charging and so get
all the usual benefits and bonuses, just as if they had
charged that turn, even though their charge actually
occurred during the Close Combat phase of the
previous turn.

Assuming that overrunning troops do not encounter
any fresh enemy, they move the distance indicated by
their dice roll and thereafter are ready to fight
normally. So, in their following turn they may charge,
march or move normally exactly like any other unit,
and no penalty is imposed because of pursuing.
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PSYCHOLOGY

t is an unfortunate fact that in the heat of battle
Irrnnpﬁ often don't respond as vyou, their
commander, might want them to. Faced with
terrifying supernatural foes, their courage might fail,
or they could simply be too dim to understand the
orders they have been given. The hatred engendered
by age-long feuds can overwhelm military discipline
and leave troops overcome with bloodlust at the sight
of their ancestral foes.

As the army commander, it is your duty to know about
these things and take them into account in your
plans. If you do not then you may find that you are
defeated before you even begin.

The Psychology rules represent these factors in the
game and call upon the player to make occasional
tests to determine whether his troops are affected by
adverse psychology, such as fear or terror. Most
Psychology tests are made in the same way, so we'll
describe the procedure first before we look at the
individual psychological factors.

TAKING
PSYCHOLOGY TESTS

When taking Psychology tests, roll 2D6 and compare
the result to the Leadership value of the unit taking
the test. If the result is less than or equal to the unit's
Leadership score, the test is passed and all is well. If
the result is greater than the unit’'s Leadership score
then the test has been failed.

Players will immediately realise that a Psychology test
is taken in the same way as a Break test in close
combat and uses the same characteristic, namely the
Leadership value. However, a Break test is not a
Psychology test. The two are quite separate. This is an
important point to remember because some bonuses
will apply specifically to Break tests and others will
apply specifically to Psychology tests.

USING RIDER’S LEADERSHIP

In the case of models such as cavalry, chariots and
heroic individuals riding monsters, it is the rider’s
Leadership that is used and not that of the mount or
monster. If a chariot has several crew, use the Ld of
the crew member with the highest Ld value.

USING LEADERS’ LEADERSHIP

If a unit of troops is led by a character then the entire
unit may choose to test against his Leadership value.
Characters often have better Leadership values than
ordinary troops, so a regiment led by a superior

character will be less prone to the effects of
psychology. See the Characters section for rules
concerning characters and units of troops.

THE ORDER OF TESTS

Many Psychology tests are taken at the start of the
playver’'s turn. For example, Panic tests caused by
friends fleeing nearby and Stupidity tests are both
taken at the start of the turn. When a player is called
upon to take different tests at the start of the turn
then do them in the same order as they are listed
here. So, if a unit is obliged to take a Panic and a
Stupidity test then take the Panic test first, and only if
this is passed will it be necessary to take the Stupidity
test.

Two hundred years before the time of Emperor Karl
Franz, it seemed that the world had come to an end
There was a war like none before, the only one which

alone is known as the Great War - the Great War
against Chaos.

For the first time in many long millennia the Four
Gods of Chaos set aside their endless rivalries and
marshalled their armies to end the rule of mortals once
and for all From the Northern Wastes came the
Hordes of Chaos. Armies of barbarians worshipping the
Four Powers. numberless misshapen  Beastmen,
monstrous Chaos Spawn and Shoggoths, the feared
Dragon Ogres woken from their eternal slumber by the
Storm of Chaos. The carth shook under the cloven
hoofs of nameless Chaos beasts. In the wake of their
coming the Dark Gods sent their legions to war:
endless cohorts of screaming Dacmons, footsoldiers of
the Ruinous Powers. It was the greatest army ever to

march upon the lands of the Old World.

The followers of the Dark Gods laid waste to the cities
and towns of Kislev and defeated cvery army semt
against them. Bolgasgrad. Petragrad, Kinsk and Praag
were all burned to the ground and their inhabitants put
to the sword. The Dwarf hold of Karak Viag was lost,
never to be heard from again With each victory the
borders of the Realm of Chaos swelled, claiming more
of the mortal lands. It seemed that the very end of time
had come, and all lifc was doomed to decay into a
sccthing mass of lost and screaming souls, cternally
enduring the forms thrust upon them by the uncaring
gods of Chaos.

But then a man emerged from the lands of the Empire,
lands ravaged by disunity and rivalry for the Throne of
the Emperor. From the City of Nuln came 2 man who
would unite the Empire and ultimately defeat the armies
of Chaos, throwing back the dark tide. He was Magnus,
later known as the Pious, Saviour of the Empire.
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PSYCHOLOGY TESTS

Warhammer uses the following psychology rules:

a) Panic b) Fear
c¢) Terror d) Stupidity
e) Frenzy f) Hatred

g) Stubborn

PANIC

This is the most common and most important
psychological effect. Battles are often won or lost
because an army panics and flees, even though it may
not have been beaten in combat. Troops who see their
friends run can easily lose their nerve and flee
themselves, causing other troops to lose heart until the
whole army is fleeing in blind panic.

A unit must take a Panic test in the following
circumstances:

1) Fleeing friendly unit is within 4" at the start of
the turn.

2) Friends within 6" break from close combat or are
destroyed.

3) The unit is charged in the side or rear whilst
engaged in combat.

4) Fleeing friends are destroyed by chargers who are
within 4.

5) The unit suffers 25% casualties from shooting or
magic.

6) A unit is wiped out by shooting within 4".

Note that most Panic tests are taken at the end of each
phase, and you only need to take one Panic test per unit
in each Shooting, Close Combat or Magic phase, etc,
even if there are multiple reasons to take Panic tests.

1) Fleeing friendly unit

within 4" at the start of the turn

A unit must test at the start of its turn if there is one or
more units of fleeing friends within 4". However, the unit
does not have to test if its Unit Strength is equal to or
higher than the combined Unit Strengths of all fleeing
friendly units within 4". For example, a unit of

20 Spearmen does not have to test if a unit of five cavalry
is fleeing past them. However, if the cavalry unit was
12 strong, the Spearmen would have to test for panic as
the Unit Strength of 12 cavalry is 24 (12x2=24).

2) Friends break from close combat within 6.
Test at the end of the Close Combat phase if one or more
friendly units break within 6" as a result of being
defeated in close combat. Measure from the closest point
of the broken unit. In order to avoid confusion between
units which are fleeing from combat and units which are
fleeing as a result of panic, work out all combat results
first and then take all resultant Panic tests. A unit only
needs to take one Panic test on account of breaking
friends in each Close Combat phase, regardless of how
many units of friends break within 6". The same test must
also be taken if a friendly unit within 6" is destroyed in
close combat, unless it is a single model with less than
5 Wounds on its original profile, in which case no test is
necessary. Although a unit which is destroyed cannot be
broken as it no longer exists, its destruction is still
extremely unnerving for friends nearby!

3) Charged in the side or rear while engaged in combat
A unit must test if it is fighting in close combat at the
beginning of the turn, and is charged in the side or rear
by an enemy unit with a Unit Strength of 5 or more.
Make the test as soon as the charge is declared and
determined to be within reach. No test is required if the
charging unit is unable to reach its target unit. Also, no
test is required if the charging unit amounts to fewer
than five models.

4) Fleeing friends destroyed by chargers within 4"

If a friendly unit flees from a charge and is caught and
destroyed then all friendly units within 4" of the final
position of the fleeing troops must take a Panic test once
all charges are complete but before close combat starts.

No test is needed if the unit outnumbers its destroyed
friends, in the same way as described for point 1.

5) 25% Casualties from shooting or magic

A unit must take a Panic test if it suffers 25% of its current
number as casualties in the enemy’s Shooting phase or
Magic phase. Only a single test per Shooting or Magic
phase is required, and all the tests are taken at the end
of the current phase. Example: A unit of 12 models must
test if it suffers three or more casualties from shooting.

War machines do not have to test if they lose one or
more of their crew, and neither do ridden monsters if
they lose their rider, or vice versa.

This test must also be taken by a charging unit if its
enemies stand & shoot and inflict 25% casualties. This
may result in the charging unit panicking before it
contacts its target, in which case it has been forced to flee
from the hail of arrows unleashed by the defenders.

This test must also be taken if the unit suffers 25%
casualties from randomly moving enemies, magical
effects or unusual terrain types as might be included as




‘special rules’ by the players. This is intended as a ‘catch-
all' to cover units that suffer high casualties from
something other than normal close combat, shooting or
magic. Some good examples include casualties inflicted
by a crashing Gyrocopter, whirling Goblin Fanatics, or
Squig Hoppers, which cause casualties as they move.
These Panic tests are taken at the end of the phase.

6) Unit wiped out by shooting or magic within 4"
If a unit is completely wiped out by missile fire or magic,
any friendly units within 4" of the destroyed unit must
take a Panic test at the end of the phase.

PANICKING UNITS

A unit that fails a Panic test will flee in the same way
as described for units which break in close combat or
which flee from a charge.

Fleeing troops abandon their formation and are
moved in a rough mass or mob 2D6" or 3D6" away
from the enemy and/or source of panic, but the
player is allowed to decide exactly where to flee
within these guidelines. See the Close Combat section
for rules governing fleeing troops.

PANICKING AT THE START OF THE TURN

Note that if a unit panics at the start of its turn
because of fleeing friends within 4", terror, etc, then
it may not attempt to rally that turn. The unit must
flee during the compulsory movement part of its
Movement phase.

PANICKING IN CLOSE COMBAT

If a unit is engaged in close combat and panics then
the normal Flee and Pursuit rules apply. The fleeing
unit can therefore be pursued if its enemy won the
preceding combat, and consequently the fleeing unit
may be destroyed in the same way as a unit that
breaks following defeat in combat. If the enemy did
not win the previous combat (or the two have not vet
fought for some reason) the enemy cannot pursue.

Note that a unit which panics and flees from combat
does not cause other units to panic as a result (ie,
because friends break from close combat within 6"). A
test is only required for friends that are defeated in
combat and then broken as a result.

VOLUNTARY TESTS

It is conceivable that a situation occurs where both
players agree a Panic test is in order, even though the
rules don’t strictly require it. This is most likely to
happen if fighting a scenario you have invented,
perhaps where ambushers spring a trap, where
boulders are thrown from cliffs, or some such
circumstance which the players have contrived.

If both players agree a Panic test can be taken to
represent the unsettling situation the unit is in.
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FEAR

Fear is a natural reaction to huge or especially ugly
and unnerving monsters. Some creatures inspire fear
as is indicated in their relevant Army book and these
include large and disturbing monsters such as Trolls
as well as supernatural horrors such as Skeletons.

A unit must take a Fear test if it is faced by one of the
the following situations:

1. IF CHARGED BY
A FEAR-CAUSING ENEMY

If a unit is charged by an enemy that it fears then it
must take a test to see if can overcome that fear and
carry on fighting. Test when the charge is declared
and the unit is determined to be within its charge
range.

If the test is passed, the unit can fight on as normal. If

the unit fails its test and its Unit Strength happens to
be lower than the charging enemy, it will flee.

If the unit fails its test but its Unit Strength is higher
than the charging enemy’s, it will fight on as normal
but must roll 6s to score hits in the first turn of close
combat.

2. IF A UNIT WISHES
TO CHARGE A FEARED ENEMY

If a unit wishes to charge an enemy that causes fear
then it must take a test to overcome its fear first. If the
unit is unfortunate and the test is failed, it may not
charge or shoot and must remain stationary in that
Movement phase.

DEFEATED BY FEAR-CAUSING ENEMY

A unit defeated in close combat is automatically
broken without a Break test if it is fighting an enemy
that it fears and its Unit Strength is lower than the
victorious enemy. If the fear-causing enemy does not
have a higher Unit Strength then a Break test is taken

as normal. See the Close Combat section for details of

combat results, Break tests and fleeing troops. Note
that this rule applies whether the unit has passed any
Fear tests or not.

TERROR

Some monsters are so huge and threatening that they
are considered to be even more frightening than
those described by the Fear rules. Such creatures
cause ferror.

Troops who are confronted by monsters or situations
that cause ferror must test to see whether they
overcome their terror. If they fail, they are completely
terrified and are reduced to gibbering wrecks. Troops
only ever test for terror once in a battle. Once they've
overcome their terror they are not affected again.

8l
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If a creature causes terror then it automatically causes

fear as well, and all the rules described for fear apply.
However, vou never have to take a Terror and a Fear
test from the same enemy or situation — just take a
Terror test: if you pass the Terror test then vou
automatically pass the Fear test too. As any unit of
troops only ever takes one Terror test in a battle, any
subsequent encounters with terrifving monsters or
situations will simply count as fear.

1. A unit must make a Terror test if charged by or
wishing to charge an enemy that causes ferror.

2. A unit must make a Terror test at the start of its
turn if there is an enemy which causes terror

within 6",

FLEE!

A unit which fails its Terror test will flee away from the
source of its terror as if it had failed its Break test in
close combat or had decided to flee from a charge.

A unit being charged will flee immediately like any
unit which flees from a charge.
A unit attempting to charge or failing a test at the start

of its turn will flee in the compulsory movement part
of its Movement phase.

The Halfling is but half as tall as a man
but hath a greater appetite. He dwells in a
hole burrowed out of the hill. He 1s oft
times grumpy except when he feasts. He
delights mostly in cating and drinking and
telling of bawdy tales. He is a goodly
shotte with the bow and hath a dislike for
Goblins and other sneaking things who
would raid his foodstore. The Halfling 1s
sturdy and round and hairy and sayeth little
for he knoweth that a mouth is for cating
with.

The Halflings do dwell in their own land
which is called the Moot. It lieth in the
midst of the Empire and is well hidden

E3

among woods. Here do they till the soil
and grow an abundance of food. such that
they feed the hungry cities of the Empire H
for 2 tidy sum of gold.

Ye Halflings do not oft display valour save
when the foe approacheth the baggage
wagons wherein is stored the provisions.
Then do they wax most wrothful and show
expertise in fighting.

From the Grimoire Aurus

A unit which flees in terror because of an enemy
within 6" at the start of its turn may not attempt to
rally that turn. It will flee in the compulsory part of its
Movement phase, in the same way as a unit which
panics because of fleeing friends within 4" (see Panic).

Remember that only a single test is ever made for
terror by any unit during the whole game, whether it
is made because of a charge or because the unit finds
itself within 6" of a terrifying monster.

FEAR AND TERROR LIABILITIES

Obviously a large monster is less likely to suffer from
fear or terror itself. There is no way a huge Dragon is
going to be scared of a Troll, for example. These
special liabilities also apply to any rider of a large
monster (or a steed) too, so a Dragon rider wouldn’t
be afraid of a creature that would frighten him were
he on foot. They also apply to units that are
accompanied by fear or terror causing creaturcs: a
Skink unit with a Kroxigor would be immune to fear,
for example.

The following rules apply:

A creature that causes fear is not affected by enemies
that cause fear. Faced with an enemy that causes
terror, a fear-causing monster only suffers fear, not
terror. For example, a Troll causes fear and a Dragon
causes terror. The Dragon is not at all worried by the
Troll, but the Troll fears the Dragon.

A creature that causes terror is not affected by fear or
terror at all. For example, a Dragon rider is
completely unworried by fear or terror because his
mount causes terror.

It sometimes happens that an enemy unit of ordinary
troops is led by a mighty Hero or a monster which
causes fear or terror. In this situation, test for
fear/terror if a charge will result in the charged unit
fighting the Hero or monster in question.

In the case of terror a unit must also test if it is within
6" of the creature at the start of its turn, but not
necessarily because it is within 6" of a unit that the
terrifying creature is in. If the unit is charging a unit of
enemy troops in the side or rear, so that the charging
unit won't have to fight a terror-causing monster, then
the unit does not have to test for terror. This is
common sense — if you don’t have to confront the
beast then no test is required.

STUPIDITY

Many large and powerful creatures are unfortunately
rather stupid. Even some otherwise quite intelligent
creatures act stupidly now and again because they are
readily confused or distracted, or perhaps because
they are drugged or have been knocked insensible.
The Stupidity rules represent the sort of slow
wittedness or dumb behaviour which some especially
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stolid or stubborn beasts are prone to. Creatures that
are stupid are indicated in the Army books and
include such monstrous creatures as Trolls.

Stupid creatures must make a test at the start of their
turn to see whether they overcome their stupidity.
Make a test for each unit of stupid troops. If they pass
the test by rolling their Leadership value or less on
2D6 then all is well and good - the creatures behave
reasonably intelligently and can move and fight as
normal. Nothing untoward has occurred beyond a bit
of drooling and the odd spontaneous cackle.

If the test is failed then all is not well. The following
rules apply until the creatures’ following turn when
they must test once more to see whether they are
overcome by stupidity. In addition, a Wizard subject
to being stupid cannot cast spells if he fails the test.

1) If already in close combat, half of the stupid
creatures in base contact with the enemy suddenly
stop fighting. They stare around blankly and
wonder where they are. If the unit has an odd
number of models or if a stupid creature is fighting
on its own then roll a D6. If the result is 4 or more,
the odd model fights; if not, it stands around
vacantly. Note that only stupid creatures are
affected. If a unit contains stupid creatures and
other creatures (a unit of Trolls led by a Goblin
Chieftain, for example) then the other creatures
are not affected. The controlling player decides
which individual creatures in combat cannot fight.

2) If not in close combat, the unit momentarily
forgets what it is doing. Move the unit directly
forwards at half normal speed (for example, Trolls
with Movement 6 would move 3" forward). Any
enemy troops encountered are automatically
charged. If there are friends in the way, both units
blunder into each other and their ranks become
confused, in which case both units are pinned in
place for the rest of the turn and neither may
move further. This counts as compulsory
movement and so occurs before other
movement, but after charges have been
declared (see the Movement section).
Creatures within the unit that do not
suffer from being stupid must also
move as described — they are carried
along by the movement of the rest of
the unit and risk being trampled if
they attempt to do otherwise.

FURTHER PSYCHOLOGY

Creatures affected by stupidity are
quite unaware of anything happening
around them, such is their state of
confusion. Until they are no longer
stupid they ignore all further
Psychology tests. This means that
stupid creatures cannot be affected

by panic, fear, etc, but they can still be broken in
close combat by failing a Break test exactly as normal.
Stupid troops that flee are not affected by stupidity
until they have rallied, after which they must take
Stupidity tests at the start of each of their subsequent
turns.

STUPIDITY AND RIDERS
It sometimes happens that a cavalry rider or a
monster rider will be riding a stupid creature, for
example a Dark Elf riding a Cold One. If a rider’s
mount is stupid then he will have to test for stupidity
at the start of his turn, but the rider’s Leadership
characteristic is used rather than that of the mount. If
the test is failed, the rider is obliged to hang on while
the creature behaves in whatever bizarre manner the
rules dictate, but the rider can fight normally if he gets
the opportunity.
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FRENZY

Certain warriors can work themselves into a fighting
frenzy, a whirlwind of destruction in which all
concern for personal safety is ignored in favour of
mindless violence. Many of these frenzied warriors
are drugged or tranced, and have driven themselves
into a psychotic frenzy with chanting, singing, yelling
and screaming. These troops are described as
frenzied. In the case of mounted troops, frenzy only
affects the riders. No Psychology test is required for
frenzy, and the following rules apply automatically:

After charges have been declared, measure to see if
any enemies are within charge reach of any frenzied
troops (ie, within the unit’s charge move and in their
normal charge arc). If so, the frenzied unit must
charge that enemy. The player has no choice in the
matter; the unit will automatically make its charge
move. This automatic charge is done after charges
have been declared, but you may declare normal
charges with your frenzied troops if you wish. If there
are several eligible units within the charge reach of
the fremnzied unit, the controlling player may
decide which unit to charge.

Frenzied troops and characters fight with
+1 extra Artack during close combat. Models
that have 1 Attack on their profile therefore have
2, troops with 2 Attacks have 3, and so on. If
models have an extra weapon then they will
receive +1 extra Attack for this as normal, so if
they have 1 Attack on their profile, they would
receive 2+ 1= 3 Artacks in total.

Frenzied troops and characters must pursue
fleeing enemy whether the player wants them to
or not. They even pursue if they are defending
an obstacle. Unlike other troops, they may not
attempt to hold back as they are far too crazed
with battle lust. If they wipe their enemy out in
the first Close Combat phase, they will always
overrun their opponent. Frenzied troops may
not elect to flee if they are charged - their
bloodlust overcomes their concerns for safety.

OTHER PSYCHOLOGY

Frenzied units are not affected by other
psychology. So long as they are frenzied, they are
immune to panic, fear, terror, batred etc, and
do not have to make these tests. Note that this
immunity only extends to Psychology tests. It
does not include Break tests in close combat
which must still be taken as normal. Frenzied
troops cannot flee as a charge reaction — they are
too consumed by their eagerness to fight!

DEFEATED IN COMBAT

Troops that are defeated in close combat, as
determined by the combat results, are no longer

frenzied. Their exuberant, crazed frenzy has been
thoroughly beaten out of them and they continue to
fight as ordinary warriors for the remainder of the
battle.

HATRED

Hatred is a powerful emotion and instances of hatred
and rivalry are commonplace in the Warhammer
world. There are grudges borne over centuries, racial
animosity bordering on madness, and irreconcilable
feuds that have left generations of dead in their wake.
Some races hate other races with such bitter
conviction that they will fight with astounding fury.
Like frenzy, no Psychology test is taken for batred.

Troops fighting in close combat with a bated foe may
re-roll any misses when they attack in the first turn of
any combat. This bonus only applies in the first turn
of a combat and represents the unit venting its pent
up hatred on the foe. After the initial round of blood-
mad hacking they lose some impetus and
subsequently fight as normal for the rest of the
combat.




Troops who bate their enemy must always pursue
them if they flee. They cannot attempt to avoid
pursuit by testing their Leadership as other troops
can. They must even pursue if behind a defended
obstacle.

STUBBORN

Some troops will fight on in close combat almost
regardless of casualties. This can be because they
consider themselves to be elite, have taken severe
vows to hold their ground in combat or are simply too
dumb to flee when defeated by superior troops!
Sometimes troops will fight stubbornly against certain
enemies because of honour, vows or racial animosity,
and fight normally against other enemies. These
troops are referred as being stubborn.

The following rules apply:

Stubborn troops take all Break tests on their
unmodified Leadership value. They do not reduce
this value regardless of any combat results, how many
casualties they have suffered or other combat
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bonuses. This means, for example, that stubborn
troops with a Leadership value of 9 will only ever
break on the roll of 10 or more when making a
Break test. If a stubborn unit contains characters
with higher Leadership values than the rank-and-file
troops who are not themselves stubborn, the
character’s Leadership value can be used to take the
test, but it is still subject to the normal modifiers for
a Break test. Use either the Leadership value of the
character leading the unit or the unit’'s own
Leadership value, depending on which results in
the higher value for passing a Break test.

Characters that are part of a stubborn unit but are
not stubborn themselves will not have to take a
separate Break test — they benefit and gain from the
determination of the troops around
Stubborn units led by stubborn characters can use
the character’'s unmodified Leadership value for
Break tests. Note that any troops who are not
stubborn but are led by a stubborn character may
use his Leadership value for Break tests, but the roll
is modified as normal.

them!
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Men came to Sigmar,
brave warrior.
Made him their leader,
favoured by gods.

Let us not be prey to Goblins and Orcs
For now the time of men has come.
Word came to Sigmar, of Goblin raiders

A might)r warband,
laden with plunder
Leading bound captives,
delighting in slaughter

Men held the pass,
and Sigmar stood with them
Made slaughter of Goblins
Withstood the horde
Like a wall of brave men
In the days before iron
Great was the victory
Rescued was Kurgan, the Iron Beard
Foremost of Dwarfs, A High King.
Old and long bearded

Bound by Goblins, held for ransom
Freed by Sigmar, bravest of men

Never in long years
Have 1 scen such slaughter
Of Goblin kind, nor Orc

Even in the days of my youth
In the mountains of the Dwarfs.
So spake King Kurgan.
Mighty is Sigmar,
He who saves a Dwarf King
From dishonour
How can I reward him
Attend my hall, let us feast

In honour of victory

Take this hammer

A hammer of war

A hammer of ron
Which fell from the sky
With two tongues of fire
From the forge of the gods

Worked by a runesmith
Ghal-Maraz is its name

The splitter of skulls.
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n a grim and dangerous world, warriors employ
Im:m}r different types of weapons against a
multitude of foes. From the fine swords of the Elves to
the sharp axes of the Dwarfs, every race has weaponry
fitted to its preferred style of fighting. Few individuals
manage to avoid violence in this perilous world. The
rest wage war.

WEAPONS AND UNITS

It is usual for all the models in a unit to carry the same
weapons. So, a unit will be a unit of Spearmen, a unit
of Halberdiers, a unit of Crossbowmen, etc. It is
acceptable for a unit to include a minority of models
that are differently armed for the sake of a varied and
interesting appearance, but the whole unit still counts
as being armed as the majority. Where models are
varied in this way, it is important that the overall
appearance of the unit is not misleading.

All troops and characters are assumed to carry hand
weapons, such as swords, long daggers, axes, clubs,
maces and comparable weaponry. In addition,

some troops carry another weapon such as a spear,
Great Axe, or halberd. At the start of the first turn of a
combat, troops can choose which of their weapons to
use. Whichever weapon they use must be used for the
entire combat. Eg, troops armed with Great Axes may
opt to fight with their swords if they do not wish to
suffer the penalty of striking last, but must then fight
with swords for the duration of the entire combat.

SPECIAL COMBAT RULES

Before we look at the rules for individual weapons we
shall consider two exceptional but important cases. In
both instances these rules only apply to warriors
fighting on foot and not to mounted warriors or
warriors fighting from chariots. They cover warriors
fighting with a weapon in each hand and warriors
fighting with hand weapons and shields.

FIGHTING WITH A
WEAPON IN EACH HAND

Some warriors carry two hand weapons, one in each
hand, and can rain down even more blows on their
enemy. This could include a sword in both
hands, an axe and sword, a sword and long
dagger, or any combination of hand weapons
described in the Weapons section.

If a warrior on foot fights with a hand

weapon in each hand, he receives +1 extra

Attack to account for his second weapon. Eg,

if the warrior’s Attack characteristic is 1, he

has 2 Arttacks, if his Attack characteristic is 2, he
has 3 Arttacks, and so on.

FIGHTING WITH A
HAND WEAPON AND A SHIELD

Some warriors carry a hand weapon in one hand and

a shield in the other, and so are able to defend

themselves easily by deflecting blows by means of

either their shield or hand weapon. Any hand

weapon is good for this, whether it is a sword,
an axe, a club, pistol butt, etc.

If a warrior on foot fights with a hand
weapon and shield, he may increase his
Armour save by a further +1 in close
combat. Eg, if he has a shield and light
armour and a sword, his armour save is
increased from 5+ to 4+ when fighting
in close combat. This only applies in
close combat, not against wounds
suffered from shooting, magic, or other
means.
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SPECIAL WEAPON RULLS

Different weapons have advantages and disadvantages
in different circumstances. Some require both hands
to use but are very powerful, some missile weapons
have long range but take a long time to load, and so
on. These qualities are represented by the special
weapon rules described here. Rules for individual
types of weapon are listed later in this section.

STRENGTH BONUS

Some weapons give their wielders a Strength bonus in
close combat or when shooting. This is clearly
indicated in the weapon’s profile. For example, a
halberd has a +1 Strength bonus, so if used in close
combat by a warrior with a Strength of 3, any hits
caused are resolved with a Strength of 4. Note that
this Strength bonus only applies when the warrior is
using the weapon - his Strength characteristic
remains unchanged for other purposes.

Some Strength bonuses only apply in the first turn of
a combat. This reflects the fact that the weapons are
especially cumbersome or exhausting to use. This
restriction is indicated in the weapon's description.

Some Strength bonuses only apply in the first turn of
a combat and only if the user has charged that turn.
These are weapons that rely upon the impact of the
charge to pierce the foe. This restriction is indicated
in the weapon’s description.

REQUIRES TWO HANDS

Some weapons require two hands to use in close
combat. These weapons usually have a long shaft.
Note that all Great Weapons require two hands to use
and are sometimes known as ‘double-handed
weapons’ for that reason. However, Great Weapons
are not the only weapons that require two hands to
use.

If a weapon requires two hands to use then it is not
possible to simultaneously employ a shield or another
weapon. If a shield is carried then it must be slung
across the warrior's back or dropped behind him
whilst he fights in close combat.

STRIKES LAST

Many weapons, such as the Great Sword favoured by
some Empire troops or the Great Axes of the Dwarts,
are very heavy and require considerable training and
stamina to wield. Such a weapon is described by the
term strikes last.

Troops armed with a weapon that strikes last will
always strike last during close combat where they
would otherwise strike in Initiative order. Note that
troops that charge will still strike first in the initial
turn of close combat, as charging troops always
strike first rather than in Initiative order. For
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example, troops armed with Great Axes will strike first
on the turn they charge and strike last thereafter.

FIGHT IN RANKS

Spears and similar weapons are well suited to fighting
in deep formations. Weapons used for fighting in
ranks enable troops in a second or subsequent rank
to fight in close combat as well as the warriors in the
first rank who are actually touching the enemy. For
example, a unit of Spearmen can fight in two ranks —
warriors in the second rank can stab past their
comrades using their long spears.

If a unit is entitled to fight in this way then any model
in a second or subsequent rank can fight if it is behind
a model that is engaged in close combat to its front.
Extra ranks cannot fight to their side or rear but only
to their front. Where a weapon can fight in two or
more ranks, this is indicated in the weapon’s
description, for example, ‘spears fight in two ranks’.

In order to employ all of its additional ranks as

described. a unit must not have moved in that turn. If

a unit has moved, if it has charged for example, then
it fights with one less rank than it otherwise would.
For example, a unit of Spearmen can normally fight in
two ranks, but will fight with only one rank if they
charge. The unit will be able to fight with the extra
-ank during subsequent rounds of close combat.

Note that troops armed with weapons which fight in
ranks can fight with the extra ranks only against
opponents engaged to their -

front, not against enemies .

fighting in the
formation’s flank or
rear.
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MULTIPLE SHOTS

Some missile weapons enable their users to shoot
several times in each Shooting phase — known as
multiple shots. The number of times the weapon can
fire is given as part of its description. Eg, a Dark EIf
repeater crossbow can fire two shots in each Shooting
phase so is noted as having 2 x multiple shots. These
weapons can either fire once without penalty, or
several times with a -1 to hit penalty for each shot.

Note that a model’s Attacks characteristic has no effect
on the number of shots it can make. The Attacks
characteristic refers to close combat attacks only.

THROWN WEAPON

Some warriors carry missile weapons which are
designed to be thrown, such as javelins or throwing
axes. These generally have a short range, but as they
are aimed individually, they can be very accurate.

Thrown weapons do not suffer the usual to hit
penalties for shooting at long range or for moving and
shooting. Note that this doesn’t entitle the warrior to
throw his missile if he charges or marches, it is simply
that the usual -1 to hit penalty for moving whilst
shooting does not apply.

Where march you, men of Reikland,
Where carry you halberds and swords?

We march to war for our Emperor
And Sigmar, our saviour and lord.

Tomorrow we go to war
to face the hosts of Chaos.

Tomorrow we will be buried
in the cold graves that await us.

And when this war 1s done,
and my body lies on the field at night

Hear my praycr, save my soul,

Lord Sigmar take me to your light.
Old Soldier’s song from Reikland

MOVE-OR-FIRE
Some missile weapons take a long time to load, such
as crossbows and handguns. So, a model that is
armed with a move-or-fire weapon may fot fire his
weapon if he has moved at all during that turn. It
doesn’t marter if the model was forced to move by
some compulsory action or by magic. Any movement
will prevent the model from shooting, even the
simple act of turning round.

ARMOUR PIERCING

Certain weapons, most notably
blackpowder weapons such as
handguns, are even better at

penetrating armour than their
Strength value suggests. Therefore,
the enemy Armour save is reduced
by an additional -1. For example,
an Armour piercing weapon that
has Strength 4 would have a
-2 Armour save modifier rather
than -1.

LIST OF
WEAPONS

Listed on the following pages are
some of the many and varied types
of weapon used by warriors in the
Warhammer world. The weapons
that are covered here are those
most commonly and universally
used rather than a comprehensive
list. Unusual weapons and
weapons which are specific to
individual races or armies are
covered in the Army book for that
particular race.




CLOSE COMBAT WEAPONS

Close Combat weapons are just that... weapons which are used in close combat. Most warriors carry at least a hand
weapon of some kind and many carry something more potent in addition. In close combat, warriors fight using their
own Strength characteristic to resolve hits, but modified as indicated for the weapon they use.

HAND WEAPON
(SWORD, AXE, MACE, CLUB, ETC)

The term ‘hand weapon’ is used to describe any
stabbing, cutting or bludgeoning weapon held in one
hand and not otherwise covered by the rules. As such it
includes swords, axes, clubs, maces and long daggers.

Rules: No special weapon rules apply to hand weapons
but they do have the advantage that they can be used in
combination with each other (see ‘Fighting with a
weapon in each hand’) or with a shield (see ‘Fighting
with a hand weapon and shield’).

GREAT WEAPON

(GREAT SWORD, GREAT AXE, ETC)
Great Weapons are especially large and heavy weapons
that are wielded with both hands. As well as Great
Swords this includes the similarly heavy Great Hammer,
Great Axes, and such like. A blow from a Great Weapon
can cut a foe in half and break apart the thickest armour.

Rules: +2 Strength bonus; requires two hands;
strikes last.

FLAIL

The flail is a cumbersome and heavy weapon that is
wielded with both hands. It consists of heavy weights,
often spiked, attached to a pole or handle by means of
heavy chains. A flail drains the user’s stamina quickly, but
is very destructive in the hands of a skilled warrior.

Rules: +2 Strength bonus in first turn of combat;
requires two hands.

MORNING STAR

This is a single-handed weapon that consists of one or
more spiked balls on a chain. Like the larger flail that it
resembles, 4 morning star is a tiring weapon 10 use so its
advantage lies in the first round of combat.

Rules: +1 Strength bonus in first turn of combat.

HALBERD

The halberd is a heavy bladed weapon mounted on a
sturdy shaft. The steel blade has a point like a spear as
well as a heavy cutting edge like an axe. It is held in both
hands and used to chop as well as thrust, so it is a very
adaptable and extremely effective weapon for infantry.

Rules: +1 Strength Bonus; requires two hands

SPEARS (INFANTRY)
Spears are used by troops on foot to form a solid mass of

spear points. Because stationary spearmen can fight in
two ranks they are ideal defensive weapons.

Rules: Fight in two ranks.

SPEARS (CAVALRY)

All cavalry, monster riders and chariot riders armed with
spears can employ them to ride down enemy troops
with, spitting them as the horsemen ride into their ranks.

Rules: + 1 Strength bonus in first turn of combat
when charging.

LANCE

All cavalry, monster riders and chariot riders armed with
long lances can employ this deadly weapon with
devastating cffect.
Rules: +2 Strength bonus in first turn of combat

when charging.

PISTOL (hand-to-hand)

A pistol is an exceptional weapon in that it can be used
both in close combat and for shooting at a distance. For
this reason it is included in both the Close Combat and
Missile lists. Pistols are primitive weapons that employ a
noxious and rather unreliable form of gunpowder to
propel a small lead or stone bullet.

In close combat, a pistol can be used in one hand whilst
the other hand holds either a hand weapon or another
pistol. In this respect the pistol acts like a hand weapon
and uses the ‘Fighting with a weapon in each hand’ rule,
conferring + 1 additional Artack.

In the first turn of a combat engagement, a pistol counts
as having Strength 4 and also has an Armour piercing
attack, reducing the enemy’s Armour save by a further
-1. This applies to all artacks if a model carries a pistol in
each hand, but only to the single additional attack if a
warrior is fighting with a hand weapon and a pistol. This
represents the pistol’'s shot. In second and subsequent
rounds of the engagement the wielder uses the heavy
butt of his pistol/s like a club, so after the first round, a
pistol is considered to be equivalent to an ordinary hand
weapon (see rules above).

For example, a warrior who is fighting with a pistol
in each band fights with Strength 4 and the Armour
piercing modifier in the first turn of combat and
fights as with band weapons thereafter. However, a
warrior with a sword in one band and a pistol in the
other strikes one Attack with the pistol (Strength
d/Armour piercing) and remaining Attacks with the
hand weapon in the first turn of combat, but in
subsequent turns be counts as having only band
weapons.

Rules: Strength 4 in the first turn of combat,

Armour piercing in the first turn of combat.
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MISSILE WEAPONS

Missile weapons are bows, crossbows and similar weapons whether simple or primitive like a javelin or more complex

and advanced like hand guns and pistols.

SHORTBOW

Shortbows are small, short-ranged bows which are
favoured by Goblins. Some cavalry also carry a shortbow
because it is easier to shoot from horseback.

Maximum range: 16"; Strength: 3; Rules: -

BOW

The bow is carried by most races and used extensively in
warfare. It is a compact, long-ranged weapon that is
cheap to make and easy to maintain.

Maximum range: 24"; Strength: 3; Rules: -

LONGBOW

A longbow is a dangerous weapon made of alternating
layers of either yew or elm. A skilled archer can hit an
enemy from three hundred paces.

Maximum range: 30"; Strength: 3; Rules: -

CROSSBOW

A crossbow consists of a short, strong bowstave mounted
on a wooden or steel stock. It takes a long time to load
and wind a crossbow for each shot, but the crossbow
bolt has tremendous range and power.

Maximum range: 30"; Strength: 4; Rules: Move-or-fire

REPEATER CROSSBOW

Used almost exclusively by the Dark Elves of Naggaroth,
the repeater crossbow is a lighter, less powerful type of
crossbow that has a magazine of bolts which allows a
single bolt to drop into place ready for firing as the string
is drawn. A repeater crossbow can fire a hail of shots in
the time it takes to shoot one ordinary crossbow bolt.

Maximum range: 24"; Strength: 3;
Rules: 2 x Multiple Shots

SLING

Slings are not often used on the battlefield because of
their short range. The weapon consists of a looped string
of cloth or leather into which a stone is placed.

Maximum range: 18"; Strength: 3;
Rules: 2 x Multiple Shots if enemy is within 9",

JAVELIN

The javelin is a light spear designed for throwing, and
javelin armed warriors often carry several to last them
throughout the battle. The javelin is too flimsy to be used
in hand-to-hand fighting. It is not a very common
weapon as it has a short range, but the multitudinous
reptilian Skinks of Lustria use javelins extensively.

Maximum range: 8"; Strength: As user;
Rules: Thrown weapon

THROWING STAR/KNIFE

Throwing stars and knives are small, easily concealed
weapons. Consequently they are favoured by assassins
and lightly armed infiltrators. A perfectly balanced knife
is not suitable for close combat, but is deadly in the
hands of a skilled thrower.

Maximum range: 6'; Strength: As user;
Rules: Thrown weapon

THROWING AXE

Some Dwarf warriors use heavy-bladed throwing axes.
These weapons are keenly balanced so they can be
thrown accurately despite their weight. Even so, the
strongest warrior cannot throw such a weapon very far,
but if a throwing axe hits its target the effect is
devastating.

Note that throwing axes cannot be used in close combat
- or if used they simply count as hand weapons. Normal
axes carried as hand weapons cannot be thrown either!

Maximum range: 6; Strength: As user;
Rules: Thrown weapon, Strength bonus +1

HANDGUN

A handgun is a simple firearm consisting of a metal barrel
mounted on a wooden stock. The gunpowder charge is
ignited by poking a length of burning cord, or match as
it is called, into a small touchhole. Some of the more
advanced versions made by Dwarfs have levers and
springs which hold the burning match and triggers which
release the firing mechanism and fire the gun.

Handguns are not terribly reliable weapons, as
occasionally the gun barrel tends to explode violently
apart or the powder fails to ignite. Handguns, however,
do have a long range and hit very hard, making a
mockery of even the thickest armour.

Maximum range: 24"; Strength: 4;

Rules: Move-or-fire, Armour piercing

PISTOL (shooting)

A pistol is simply a small version of a hand gun fired by a
spring mechanism. We have already described how a
pistol can be used in close combat. In addition a pistol
can shot up to a distance of 8.

Note that although a model may carry several pistols he
may only shoot one in the Shooting phase.

Pistols do not suffer the usual to hit penalties for
shooting at long range or for moving and shooting,

Maximum range: 8"; Strength: 4;
Rules: Armour piercing




WEAPONS SUMMARY

Missile weapons table

Name Max. Range Strength Rules

Shortbow 16" 3 -

Bow 24" 3 -

Longbow 30" 3 -

Crossbow 30" K Move-or-fire

Handgun 24" 4 Move-or-fire, Armour piercing
Pistol 8" 4 Armour piercing

Repeater crosshow 24" 3 2 x multiple shots

Sling 18" 3 2 x multiple shots if enemy within 9"
Javelin 8" As user Thrown weapon

Throwing axe 6" As user Thrown weapon, + 1 Strength bonus
Throwing knife/throwing star 6" As user Thrown weapon

Close Combat weapons table

Name Rules
Hand weapon Special combat rules
Great Weapon Requires two hands; strikes last; +2 Strength bonus
Flail Requires two hands; +2 Strength bonus in first turn
Halberd Requires two hands, +1 Strength bonus ‘
Spear (infantry) Fights in two ranks
Spear (cavalry) +1 Strength bonus in the first turn when charging
Lance +2 Strength bonus in the first turn when charging
Morning star + 1 Strength bonus in the first turn
h? Pistol Strength 4; Armour piercing in the first round of combat
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Thc Warhammer world would not be what it is
without the presence of potent individuals, great
Heroes. valiant Champions, mighty Wizards and
black-hearted Necromancers. These individuals add
an entirely different aspect to the game either as
valuable leaders, or powerful individuals able to fight
against vast numbers of lesser mortals. These models
are known as characters.

Heroic individuals vary tremendously: some are
tougher, meaner and more powerful than the average
arrior. Others are faster than a typical member of
their race, stronger and more skilled with weapons,
or are natural leaders with the power to inspire.
Whilst others have special powers, skills or abilities,
such as the Dark Elf Beastmasters or Imperial
Engineers.

In most cases they are known by different names
appropriate to their nation or race. Orc characters, for
example, are known by the ‘Orcy’ titles of Big Bosses
and Warbosses, while the leaders of the Empire are
known as Elector Counts and Warrior Priests.

Of course, these types of valiant individuals cannot
really represent every nuance of distinction between
mighty warriors, bold leaders and cunning wizards,
but it does enable us to fight with comparably
powerful characters, whether they are goodly,
honourable knights or are the most rotten-hearted
perpetrators of evil.

Characters often have superior characteristic values
compared to ordinary members of their race. For

example:
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Human 4 3 3 3 3 | 3 1 7
i MWS BS § T W_1 _Als

Flector Count 4 5 5 4 4 3 5 3 9

From these examples it is clear that characters are
quite different from ordinary troops.

TYPES OF CHARACTERS

Characters such as Wizards and Generals are
represented by individual models, which fight as units
in their own right. However, as we shall see, one of
the most useful abilities of independent characters is
to join other units in battle, so that they can bolster
the battleline where needed. Some characters also
have the ability to cast spells. In game terms, all such
characters are called Wizards.

WIZARDS

Magic is everywhere in the Warhammer world, it
permeates all living creatures and every inanimate
thing. Its power is there to use for good or ill. Magic
is almost as important as the fighting abilities of
warriors. for it can make the difference between
victory and defeat. As a consequence, mighty rulers
and noble lords employ their own Wizards to protect
them and fight on their behalf. Some of the races are
even ruled over by powerful
Wizards.

In the Empire, the Emperor
himself encourages the study
of magic so that he may have
powerful battle Wizards to
help fight his wars. In
Ulthuan in the far west, the
High Mages of the Elves
. practice the most potent of all
w sorceries. Even Orcs and
s 7" Goblins, low minded as they
% ° are, have Shamans who can
);hlilﬁl’ the enemy with raw

magic. Of all the intelligent

races of the Old World only

the Dwarfs have no Wizards.

Their skills lie in the
manufacture of fabulous
magical artefacts and

enscribing runes of power.




There are many different types of Wizard but they all
have a Power Level ranging from 1 to 4. The Power
Level of a Wizard represents his ability to cast spells
and determines the number of spells he has. These
four Power Levels are not intended to represent every
possible variation in an individual’s abilities; they are
useful categories that enable us to match comparable
Wizards against each other.

The complete rules for Wizards, spellcasting, and
many magic items are covered by the Magic section of
this book. Refer to this section for a description of
how magic works in the Warhammer game.

MOVING CHARACTERS

A character model is moved and fights as an individual
piece, except that he may also join up with and fight
alongside units of troops as described below:.

When a character moves on his own he can ignore any
penalties for crossing terrain and obstacles (apart
from impassable terrain), and because he is not part
of a larger formation he does not have to change
direction by turning or wheeling — he can change
direction freely as he moves. So, a character can move
a fraction of his Movement distance, head off in
another direction, move a little more, change
direction again, and so on.

CHARACTERS
AND LINE OF SIGHT

Characters on foot are able to move and see freely and
can therefore see, charge and shoot 360" around
themselves.

However, if a character is mounted on a steed such as
a horse, in a chariot or rides a monster like a Griffon,
he must follow all the normal rules for line of sight
(ie, the character has a 90" arc of sight). He must also
still be able to see his enemy when charges are
declared. Just like other troops, he cannot dash round
the side of a unit to charge it in the rear if he begins
his move in front of it. Also, such a character (whether
he is riding in a chariot, on a steed or a monster) must
take into account penalties for terrain as normal. This
is because a mounted character is not as
manoeuvrable as a character on foot.

Characters on foot who have 5 or more Wounds in
their original profile also have to follow the normal
rules for arc of sight (see above). This is because these
characters are so massive and cumbersome.

COMPULSORY MOVES

As characters can turn freely as they move they can
also be turned to face any direction once they have
moved — in order to see a target the character intends
to shoot at, for example.

The exception to this rule is if the character makes a
compulsory move, such as a charge, flee or pursuit
move, in which case the model must finish its move
facing the direction of travel. Obviously, in this
situation the character is far too preoccupied with
what is in front or behind him to worry about looking
round for fresh targets.

MARCHING

Characters moving on their own are allowed to march
just like formations of troops, although in their case
this represents their freedom to move about the
battlefield as they will, natural dynamism and an
uncanny ability to be in the right place at the right
time (in true heroic fashion!). Individual characters
can march at double their normal Movement
distance, even if within 8" of any enemy models, and
they also ignore penalties for terrain or obstacles,
apart from impassable terrain.

CHARACTERS AND UNITS

INDEPENDENT

CHARACTERS JOINING UNITS

Apart from Champions, who always fight as part of
their regiment as described elsewhere in this book,
characters can move and fight on their own. In effect,
they are individual units of one model. During the
battle, a character can join a unit of ordinary troops,
in which case he becomes part of that unit until he
leaves it.

To join a unit of troops, a character has only to move
so that he is touching it. Once he has joined the unit,
the model is automatically placed in its front rank.
Note that a character will inevitably use up a
proportion of his move to reach the unit he is joining.
If the unit has not already moved then its further
movement is limited to that fraction remaining to the
character. Any movement lost represents time wasted
waiting for the character.

If there is no room for the character in the front rank
of the formation (because the Standard Bearer,
Musician and Champion take up all the available
positions, for example), he is placed in the second
rank of the unit. As long as the character remains in
the back ranks he cannot fight (even with a spear),
use magic or magic items, nor can the unit use his
Leadership value for tests. In effect, he is out of the
game. Only if the character is engaged in close combat
(via a flank or rear charge, for example) can he fight
back normally.

Characters may not join units which are in close
combat, although they may obviously join the battle
by charging their enemies (if allowed to by normal
circumstances). Characters may not join a fleeing
unit.
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INDEPENDENT
CHARACTERS LEAVING UNITS

Except in the circumstances noted below, a character
who is part of a unit of troops can leave during the
Movement phase. A character is able to leave one unit
of troops and join another in the same turn if you so
wish, but he is unable to join and leave the same unit
in the same turn.

A character may never leave or join a unit of troops
while it is subject to a compulsory movement rule.
For example, he cannot leave a unit which is fleeing,
which has declared a charge, which has rallied that
turn (because it cannot move) or which is engaged in
close combat.

As mentioned above, if a
character is with a unit
when it declares a

charge he must charge with it. However, if the unit he
is with does not declare a charge, a character may
declare a separate charge of his own and therefore
leave the unit by charging out of it.

Once close combat has begun, a character will not be
able to leave a unit he has joined until all the fighting
is over and any compulsory movement, such as
flecing and pursuit, has been resolved.

INDEPENDENT
CHARACTERS MOVING WITH UNITS

If a character forms part of a unit of troops then the
unit as a whole will dictate his maximum movement.
He simply moves along like an ordinary member of
the unit. If the character moves more slowly than his
unit then the whole unit will have to slow down so
that he can keep up with them.




MOVING CHARACTERS
WITHIN ENGAGED UNITS

If a unit is engaged in combat and a character is
positioned in the formation in such a way that he is
unable to fight, perhaps because he is in the front
rank and the formation has been charged in the rear,
or because the enemy unit is smaller and the
character is stranded beyond the fighting, then the
player is allowed to move the character into a position
where he can fight in his next Movement phase.
Simply swap the character for an ordinary trooper
model that is already fighting. This can mean that the
character loses the chance to fight in the first turn of
combat. Note that a character may not replace
another character who is already engaged in close
combat.

Although the above rule allows a character to move
within a unit in order to fight an enemy, he cannot
move once he is already fighting. For example, he
cannot move from the front to the rear if he is already
fighting to the front, he must stay where he is and
fight the enemy he is touching. Nor can a character
move into a non-fighting rank to avoid fighting unless
he is deliberately refusing a challenge, as described
later.

SHOOTING AT
INDEPENDENT CHARACTERS

The Shooting rules are written from the point of view
of units of troops firing upon other units of troops. A
character moving around on his own is treated as a
unit consisting of one model. In this respect, a
character is a viable target just like a regiment of
infantry.

However, in reality a lone individual would be likely
to escape the notice of the enemy on the battlefield,
being strewn as it is with stragglers from destroyed
regiments making their way back to camp, and the
inevitable confusion and debris of conflict. The
following rules represent the fact that characters are
harder to shoot at than larger units of troops.

PROXIMITY TO
FRIENDLY TROOPS

A character model which is more than 5" from a
friendly unit of five or more models can be shot at
without any restrictions. Characters who are prone to
jumping up and down right in front of the enemy are
just asking to get killed, so it serves them right if they
get shot!

A character model within 5" of a friendly unit of five
or more models can only be picked out as a target if
he is the closest target. This restriction enables
characters to move around behind the battlelines
without attracting an unrealistic and unreasonable
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amount of missile fire. Note that if the character is
riding a horse or similar mount then he can still be
singled out as a target if all the friendly units within 5"
are infantry. The same applies if the character is riding
a monster or is much larger than any friendly units
within 5"

If a character is part of a unit which consists of at least
five rank-and-file models of similar size in total then
he cannot be shot at. Any shots against the unit will
hit ordinary troopers and not the character. If the unit
drops in size to less than five rank-and-file models,
then further hits are allocated before rolling to
wound. Divide the number of hits evenly berween all
the members of the unit (including the characters),
and randomise any excess hits. If the number of hits
the unit suffers is smaller than the number of models
in a unit, randomise which models are hit.

So, for example, if a unit with three rank-and-file
models and two characters suffered seven hits, then
each model would suffer a single bit, and you would
roll to wound and take saves immediately. Allocate
the remaining two bits between any survivors
randomdly.

By order of the great god Khorne

whose name [ called upon extolling his glory.
he commanded

that I should assail my enemies.

When the command of Khorne,
my lord. came to my cars

From Wastes I departed

to Kislev I marched straightaway.

The boyars of Kislev
mustered their fighting men against me,
offering resistance 1n battle.

I grasped in my hand the mighty axe,

the weapon which Khorne had granted me.
Like a lion I raged

I butchered them like sheep

with my terrible weapon.

Not 2 man among them escaped.
Their corpses I skewered on stakes, '
with their skulls I covered

the altar of Khorne

From the monolith of Gerther von Stahl,
the Exalted Champion of Khorne
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PICKING OUT
INDEPENDENT CHARACTERS

If a character is substantially larger than the troops he
is with or near to, then he can be picked out as a
target regardless of the rules just given. If a character

rides a horse then he will stand out amongst a unit of

infantry, if he rides a Dragon or is mounted in a

chariot he will be an obvious target amongst a unit of

cavalry, and so on.

TO HIT PENALTY

When deliberately shooting at a man-sized character
model on foot there is a -1 to hit penalty, as described
in the Shooting section. This is because the normal
chance of hitting assumes that the target is massed up
in ranks. This is not the case when you are shooting
at a single character, especially if there are other
potential targets to distract the shooter’s attention.

Note that this -1 does not apply if you are shooting at
a character who is riding a steed or a monster, as
described in the Monsters section. In such a case, the

shooter does not suffer the -1 penalty and benefits
from the +1 to hit modifier if the monster ridden by
a character is defined as a large target.

CLOSE COMBAT

When a unit closes with its enemies in close combat,
character models will inevitably find themselves
confronted by enemy troops. As described in the
Close Combat section, models can attack any enemy
models whose base they are touching.

Troopers confronted by character models will usually
have the option of attacking a character or ordinary
enemies, as bases will usually overlap slightly when
models move into combat. Where a player has a
choice of attacking characters or ordinary troops, he
must nominate which model(s) he is striking against
before rolling to hit.

DIVIDING ATTACKS
Characters often come face-to-face with enemy
characters, and the same choice applies to them as to
other models — they may attack any
S 1 enemy whose base they are touching. If
i a character has more than 1 Attack he
can divide his attacks among characters
and ordinary troops as described in the
Close Combat section. The challenge is
an important exception to this rule as
described below.

EXCESS WOUNDS

As with combat between ordinary
warriors, casualties inflicted by a
character can extend
models the character is touching. If a
character has say, 4 Attacks and is facing
two enemy troopers then his attacks
are worked out against these. However,
if the character scores sufficient
wounds to slay three or four models
then the enemy unit loses three or four
troopers, not just two.

beyond the

Don’t be fooled by the fact that models
are static and the battle lines rigid and
straight. What is represented is real
combat! Heroes are just the type to
strike boldly left and right, stepping
forward to deliver fresh attacks, cutting
down foes who step forward to fill a
gap.

It a character
character, or another individual model
such as a monster, then any excess
wounds caused by those attacks are not
carried over onto ordinary troopers
fighting alongside. The attacker has

attacks an enemy




chosen to concentrate his attacks on a single special
foe and any wounds left over are wasted and do not
count towards the result of the combat. The
exception to this rule is during the challenge as
described next.

CHALLENGES

In each turn before working out any close combat,
each side is allowed to issue challenges. The
challenge represents one-on-one combat between
powerful rivals, the final showdown between mighty
adversaries in the midst of battle.

ISSUING A CHALLENGE

One challenge can be issued in each combat that is
being fought. For each combat, start with the player
whose turn it is. The plaver chooses one character
model from those fighting to issue a challenge with.

The second player has the option of refusing or
meeting a challenge. If he refuses then no challenge
takes place, and the refusing player must retire a
character from the combat as described below. The
challenger fights normally in the following combat. If
the challenge is accepted, the player selects one of his
characters from those already fighting in the combat
to take up the challenge.

If the player whose turn it is does not issue a
challenge then his opponent may issue one himself.
The other player may then accept or decline in the
same way. However, note that a challenge cannot be
issued unless there is a character to fight — ordinary
troopers or monsters cannot take up a challenge.

Note that in order to participate in a challenge, either
to issue it or to meet it, a character must be fighting
in combat already. This means that the model must
actually be positioned base-to-base against an enemy
model. A character who is not already fighting, for
example because he is in the front of a formation
which has been attacked in the rear, cannot take part
in a challenge.

REFUSING A CHALLENGE
(Boo Hiss!)

If a challenge is refused then the declining player
must retire one character nominated by his
opponent. The retiring character is removed from the
engaged rank and placed at the back of the formation.
The retired character may not fight or do anything
else that turn. The unit may not use his Leadership for
any tests during the same turn either, noone likes a
coward! The (so called) Hero has chosen to hide away
behind his fellows rather than face the challenger
one-on-one. The retired character is automatically
returned to a fighting rank at the end of that Close
Combat phase ready to fight in the following turn. He
is positioned in the same place as before.

FIGHTING A CHALLENGE

Once a challenge is accepted, the character who
accepted the challenge is moved in the ranks so that
the two protagonists are opposite each other. If the
models are especially large it may be more convenient
to remove them altogether and place them beside the
fighting units.

When combat is worked out, these two will fight
together. No other models may attack them even if
their bases are touching, and no other models may
shoot at them or use magic to attack them.

Once the challenge is underway no further challenges
may be issued in that combat until one character is
slain. The challenge might therefore last over several
turns of combat.

If characters are riding monsters or steeds which have
their own attacks then these fight during the
challenge as well as their rider. If the character is
riding in a chariot then the crew and creatures do not
fight in the challenge at all (see chariot rules).

SINGLE CHARACTER CHALLENGES

Sometimes a single character, possibly mounted on a
huge monster, will attack a unit of troops. If the single
character finds himself challenged he cannot refuse as
he has no formation to hide behind.

OVERKILL!

Excess wounds caused when attacking characters are
normally discounted because all the effort of these
attacks goes into fighting the character. As any excess
wounds are not inflicted they are not counted
towards the combat result. However, any excess
wounds scored when fighting a challenge do count
towards the combat result (up to a maximum of +5),
even though they are not actually inflicted. This is
called the Overkill rule.

This represents the situation where troops are
watching their hero boldly (or deperately!) battling
for his life against his adversary. All eyes are focussed
on the mighty clash and both sides are yelling
encouragement. If the troops see their champion
crushed to a bloody pulp before their eves they will
inevitably get a bit upset and might decide to turn tail
and run rather than stick around for a dose of the
S54mece.

In practical terms, the Overkill rule means that it is a
positive advantage to crush a challenged enemy as
overwhelmingly as possible. It also means that players
will benefit if they meet a challenge with as powerful
a character as possible. Players are advised to avoid
taking on especially dangerous opponents with lowly
Champions, although, of course, even the most
modest character will generally do better than an
ordinary warrior.
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LEADERSHIP &
UNIT PSYCHOLOGY

CHARACTER’S LEADERSHIP

If a unit of troops is led by a character it may use the
character’s Leadership value for any Leadership-based
tests it has to take, including spells which are resisted
by using the Leadership value of the target. Where a
unit includes several characters, use the highest
Leadership amongst them. This is a very important
rule, as it provides units of poor troops with the
leadership that they need. This is especially true of
Goblins, which are all but useless without a proper
character to lead them. Leadership is important
because it is used for Psychology tests, Rally tests, and
also for Break tests in combat.

INDEPENDENT CHARACTERS
AND UNIT PSYCHOLOGY

While a character is with a unit of troops he is
considered to be part of that unit in all respects. This
means that if the unit flees then he must flee along
with them at the same speed, if the unit pursues then
he must pursue with them as well, if the unit declares
a charge then he must charge as part of it. Some
implications of this are discussed in the following
paragraph.

If a unit of troops panics, or is forced to flee because
of a Fear or Terror test, then any character who is part
of the unit must also flee even if he is immune to
panic, fear or terror. If the unit is affected by frenzy
or forced to pursue because of batred, the character
must move along with the unit but does not benefit
from any bonus unless he is affected by frenzy/batred
himself. In other words, a character does not go into
a frenzy just because he is with a unit that can do so,
although he has no choice but to accompany them
when they charge.

If a unit is affected by stupidity any characters must
move as the unit moves, although the character can
fight normally unless he is stupid himself. Remember,
a character cannot leave a unit when it turns stupid
and stands still or moves stupidly because such a unit
is bound by a compulsory movement rule, the
character must therefore stay put. We can imagine he
is trying to goad the stupid creatures into activity, or
perhaps he is pinned down or hemmed in by the
dribbling brutes and unable to move of his own
volition.

If a character is liable to a Terror or Fear test which
doesn’t apply to the rest of the unit, he can ignore any
tests. For example, if a character who is subject to fear
is in a unit of fear-causing troops, such as Ogres, and
is charged by enemies who cause fear, he does not
have to take a Fear test.

STONE THROWERS,
CANNONS 6 CHARACTERS

Some shooting weapons, such as stone throwers,
have an area template that the firer can place
anywhere he wants. This allows the plaver to
deliberately aim his shot at a character. Cannons also
allow vou to choose exactly where to aim shots, and
so can be aimed directly against characters, as do the
breath weapons of Dragons, for example.

In the case of missile weapons that can be aimed in
this way, there is a special rule which allows
characters to either jump out of the way, throw
themselves to the ground, or somehow avoid
destruction by their amazing luck or uncanny
reactions. This is intended to prevent characters
becoming targets for these weapons in a manner
which is unrealistic, unfair and definitely unheroic!

This rule applies to all missile weapons which work in
a different way to ordinary shooting, and which are
not therefore restricted by the rules regarding
shooting at characters described above.

“LOOK OUT, SIR!”

A character model who is part of a unit of five or more
rank and file models may be lucky enough to avoid
death from cannon shot, a boulder from a stone
thrower, or any other attack using a template (such as
spells which use templates), thanks to a warning
shouted by a comrade. Possibly one of his
companions shoves him out of the way, or pushes him
to the ground. A warrior spots the fateful missile
heading towards his leader, and shouts “Look out,
Sir!” or some such warning, and hopefully alerts the
character in time for him to duck or adroitly avoid the
hurtling missile. The missile slips past the character
and hits the man standing beside or behind him.

If a character is part of a unit of models of similar size
(cavalry models cannot benefit from this rule in a unit
of infantry, for example) and is hit by cannon fire, a
stone thrower, or other missiles not governed by the
normal target restriction, then roll a D6.

On the roll of a 1, the character fails to hear the
warning and is hit. Work out damage as normal.

On a roll of 2 to 6, the character is alerted to the
danger and avoids the missile. The character is not hit
and the missile strikes another model instead, so
transfer the hit onto the closest rank-and-file model in
the unit.

Note that some magic spells work like conventional
shooting, in which case the normal rules for shooting
at characters with arrows, etc, will apply. In other
cases, magic works in different ways, either like
cannons or stone throwers or differently altogether.
This is covered further in the Magic section.




CHARACTERS
RIDING MONSTERS

If a character is riding a creature that causes fear or
terror, then the entire combined model of rider and
mount is assumed to cause fear or terror. The rider is
only affected by fear and terror in the same way as the
mount he is riding and any tests that are required are
taken using the rider’s Leadership. See the Psychology
section for a detailed explanation of how this works.
For example, a Dragon causes terror and so is
unaffected by fear or terror — it is a huge monster and
is hardly likely to be upset by smaller, less frightening
creatures. A Dragon rider is also immune to fear and
terror. Perched on top of a huge Dragon his courage
is bolstered beyond the point where he has to worry
about such things.

MOUNTS AND PSYCHOLOGY

If a monster is subject to some inhibiting
psychological effect, such as batred or stupidity, then
the appropriate tests must be made. However, all
Leadership tests can be taken using the rider’s
Leadership characteristic. This represents the rider’s
ability to control the beast and impose his own will
over the creature’s natural instincts.

If the monster is affected by frenzy, stupidity, batred,
etc, it will carry its rider along with it, but the rider
himself is not affected by the psychological reaction.
So, if a monster goes stupid and is unable to tight, this
does not affect the rider who continues to fight on as
normal.

The same rule applies to monsters pulling chariots:
any Psychology tests are taken using the best
Leadership value of the chariot’s crew.

SHOOTING PENALTIES

Remember that a character riding a large monster
does not benefit from the -1 to hit penalty when being
shot at. This penalty only applies when shooting at
roughly man-sized characters on foot. Also, the rider
and large monster will suffer from the +1 to hit bonus
when shot at if they represent a large target.

SPECIAL CHARACTERS

The Warhammer Army books include several different
tvpes of characters, be they Wizards or Heroes.
However, we can easily imagine all kinds of wild
individuals with different characteristic values from
those given in the army lists. The characters described
above are ‘standard’ types. They are typically
representative of their race, and of the sort of Heroes
and Wizards you can expect to find in a Warhammer
army. Variant types of character, those differing from
the standard types, are referred to as ‘special
characters’.

Special characters are the Warhammer equivalent of
famous warleaders and mages, individuals renowned
amongst their own kind and abhorred by their
enemies. For example, they can be the mighty leaders
of nations, such as the Emperor Karl Franz of the
Empire, Orc and Goblin Warlords such as Grom the
Paunch of Misty Mountain, Malekith the Witch King of
the Dark Elves, Hotek the renegade Priest of Vaul and
many more besides. There are also important military
leaders and high ranking nobles, such as Bretonnian
Dukes, Elector Counts from the Empire, and devious
Skaven Seers. All of these special characters are quite
different from the standard types. Some are better
fighters than others, but some are better leaders,
while many carry specific magical weapons or ride
large monsters.

Numerous special characters are described in the
Warhammer Army books and other Warhammer
supplements and, of course, players can get together
and make up their own if they wish. After all, who can
resist the temprtation to create a mighty leader of
armies in their own image, to paint and perhaps even
model him to suit their heroic vision, to name and
invent a past for their character, and to fight him in
battle after bartle!

A,
T

101



102

GENERALS 5
BATTLE STANDARDS

very army has a heroic character to command it.

We refer to this character as the General, although
this is only to distinguish him from other heroes. He
might be an Orc chieftain, a Bretonnian duke, an
Elector Count of the Empire, etc. Many armies are
commanded by the ruler of their entire nation. For
example, the Emperor of the Empire and King of
Bretonnia are mighty warriors who are ever ready to
ride out at the head of their forces.

The General of your army is always the character with
the highest Leadership value. If several characters
have the same value then choose one to be the
General at the start of the battle. He is in command of
the whole army and represents you personally. The
General is an important character because he can
inspire others to fight on where otherwise they might
turn and flee.

GENERAL'S LEADERSHIP

Any unit within 12" of the General model may use the
General's Leadership value instead of its own when
making a Leadership-based test. This means that a
unit near the General can use his superior Leadership
when testing for Break tests in close combat, when

attempting to rally,
for Psychology

tests such as fear and panic, and for any other
Leadership-based test. This rule ceases to apply if the
General is fleeing.

THE BATTLE STANDARD

A General can be accompanied by a special Standard
Bearer carrying either his personal banner or the
Battle Standard of the army itself. This Battle Standard
does not have to move along with the General but it
is most useful when he is close by.

An army’s Battle Standard is usually carried by a
character model who has appropriately heroic
characteristics. Unlike ordinary standards the Battle
Standard cannot be passed on if its bearer is slain.
Should the bearer be slain then the Battle Standard
can be captured in the same way as a unit banner. See
the rules concerning standards for details.

COMBAT BONUS

A Battle Standard Bearer can join a unit of troops in
the same way as any other character. If he is with a
unit that is fighting in close combat then the unit
receives an extra + 1 combat bonus when working out
combat results if the Battle Standard Bearer is placed
in the front rank of the unit.

Troops fighting alongside their banners only receive
+1 no matter how many banners are involved. A unit
with both a Standard Bearer and the Battle Standard
Bearer will only receive +1 Combat Result bonus.

RE-ROLL BREAK TESTS

Any unit within 12" of the Battle Standard may retake
a failed Break test. The unit is only allowed to retake
any Break test once, a re-roll may never be re-rolled.

If the General is within 12" of the unit as well then it
will also benefit from being able to use his Leadership
value. These two factors combined, the General's
Leadership and the opportunity to re-take a failed
throw, mean that units near to the General and the
Battle Standard will tend to hold their ground come
what may.

- 1' =% Note that a Battle Standard allows a unit to retake a

failed Break test — and only a Break test. It does not
entitle a unit to retake any other Leadership test, such
as a Psychology test or a test to rally.
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MONSTERS

he Old World is a vast and untamed place where

wild and monstrous creatures roam the dark
forests and tall mountains. There are many creatures
roughly human in appearance, though a little larger
than a man, such as Orcs, Trolls, and Minotaurs, but
there are also bigger and more bizarre monsters:
Griffons, Dragons, Manticores, to name but a few.

It is with these monsters that this section of the rules
is concerned. Monsters may be ridden to battle by
mighty Heroes and Wizards. Many of these beasts
must be hand reared by their master if they are ever
to accept a rider, so the great leaders of the Old World
pay vast sums to adventurers who collect eggs or
hatchlings from the nests of Griffons and other
winged monsters. This is a dangerous profession, and
for many a fatal one, but it ensures that the Emperor’s
zoo in Altdorf gains fresh creatures to rear on behalf
of the nobles and Wizard Lords of the Empire.

Monsters are powerful elements of the army. Some
monsters develop loyalty and devotion to their
masters and will willingly fight for them, while others
are placed under enchantments or simply driven

forward towards the enemy in the hope that they will
attack the right side.

MONSTERS AS UNITS

Monsters can fight as if they were a unit consisting of
one model. They do not have to turn or wheel to
change direction, but can pivot about on the spot
without penalty. They require line of sight if they want
to charge or shoot, just like units of troops.

MONSTER MOUNTS

Monsters are most commonly employed as mounts
for characters. A monster and its rider or riders count
as a single model in the same way as a cavalry model,
although different rules apply.

Horses, wolves, warboars and other similar sized
creatures that only have 1 Wound are covered by the
rules already described for cavalry. As you will recall,
a mounted Knight is a cavalry model. If the Knight is
slain then the complete model is removed including
the horse he is riding. To represent the value of the
horse and to make cavalry appropriately resilient an
extra +1 is added to the Knight's saving throw, but
otherwise no account is made of separate casualties
for mount and rider.

This system is fine for these smaller creatures, but
obviously wouldn’t work for big monsters such as
Dragons which are far larger and much more difficult
to kill than a horse or a wolf.

If a mount has 2 or more Wounds then it is classed as
a monster and the following rules are used for riders
and mounts. These rules would theretore apply to a
Hero riding a Griffon, a Wizard mounted on a Wyvern,
a Dragon and its lordly rider, and so on. No additional
+1 is added to the rider’s saving throw, as the
advantages of riding the monster are worked out in
other ways instead.

SHOOTING AT A MONSTER MOUNT

As a single model, the monster and its rider are
considered to be a single target. It is not possible to
shoot specifically at either the rider or the mount. All
shots are taken against the whole model and any hits
are randomised between the rider and monster as
described below.

SHOOTING AT CHARACTER RIDERS

When you shoot at a character riding a monster the
usual restrictions for shooting at characters apply, as
explained in the section on Heroes and Wizards.
However, some monsters are so big that the chance of
being able to find a unit of comparably sized crearures
to shelter inside or nearby is rather slim. A character
riding a monster is therefore easy to pick out as a
target. If the monster is a large target, the enemy adds
+1 to his ‘to hit’ score.

The normal -1 to hit that applies to man-sized
characters on foot does not apply to characters who
are riding steeds or monsters. The whole target is
simply so obvious that there is no doubt as to where
the character is! You might wish to re-read the rules
for shooting at characters in the Characters section to
clarify this.

RANDOMISE HITS

When shooting at a monster and its rider, roll to hit
the model as normal, adding +1 if the monster is a
large target. Once you have established how many hits
have been scored you must apportion them between
the rider and the monster. For each hit scored roll a
DG6; on a roll of 1-4 the monster has been hit. Roll to
wound the monster as normal. On a roll of 5 or 6 the
rider has been hit. Roll to wound the rider as normal.

“There arc countless worlds beyond the void of
chaos, endless kingdoms to conquer, cities to
sack, forests to burn, warriors to slay in their

millions. But by Khorne, I have chosen this

oy

world to conquer, and conquer it I shall, even if
it takes a thousand millennia.”
Khastarax, Dacmon Prince of Khorne

.
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Work out wounds separately on the rider and his
mount. Take any saving throws due to the target as
normal. Most monsters do not have an armour saving
throw as they have no armour, but some have scaly
hide which confers a equivalent save. Riders are
permitted saves for their armour, but remember that
they do not receive the additional +1 save as cavalry
troops do when riding smaller creatures.

If a monster has two or more riders (a very unusual
combination) then randomise hits to see which rider
is hit and work out any resultant wounds on that
individual. If models are glued in place (as is likely) it
will be necessary to make a note of any casualties

suffered.

EXCESS WOUNDS

If a rider is slain and suffers more wounds than he has
on his characteristic profile, excess wounds are
discounted. They are not carried through onto the
monster, nor onto a second rider if the monster has
two riders. Similarly, any excess wounds inflicted on
the monster are discounted, they are not carried over
onto the rider.

—

“The only good stunty is a dead stunty, and the
only thing better 'n a dead stunty 1s a dyin' stunty
who tells yer where to find 'is mates.

Black Orc Warboss Morglum Necksnapper

AT ]

CLOSE COMBAT

In close combat, the enemy is faced with a deadly
monster and, more often than not, a potent Hero as
The attack wusing its
characteristics, and the rider attacks separately using
his characteristics. As the monster and rider are likely

well, monster will OWT

to have different Initiative values they might strike

their blows at different times. These attacks are
worked out entirely normally, one batch for the rider

and one batch for the monster.

ENEMY ATTACKS

When it comes to attacking back, the enemy will be
faced with two potential targets, the rider and the
monster. The enemy can choose to direct his attacks
against either the rider or the monster, and can
distribute attacks between them in any way he likes.

=
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The opposing player must state how many attacks are
against the monster and how many are against the
rider before he rolls any dice, otherwise all attacks are
assumed to be against the rider.

Attacks are worked out exactly as normal, and the
score required to hit will depend upon the relative
values of the monster or the rider’s Weapon Skill, like
all hand-to-hand fighting.

SLAIN RIDERS 6 MONSTERS

Wounds must be recorded separately for the rider and
his mount. If the mount is slain the rider may
continue to fight on foot if you have a separate model
to represent him. If the rider is slain, the monster will
behave in an erratic fashion, possibly going wild and
attacking either its own side or running rampant
amongst both armies. Remember that these big
monsters are often hand reared by their masters, and
are likely to go uncontrollably wild if their rider is
slain. Take a Leadership test against the monster’s
own Leadership (you may not use the Leadership
value of the General for this even if he is within 12").

If successful, the plaver may control the monster as
normal for the rest of the game. If the test is failed,
roll a D6 and consult the chart opposite. Note that if
the monster’s rider is killed in close combat, you
should resolve the combat first (ie, fight the combat
until one side is broken or destroyed, resolve fleeing
and rallying, etc.). If the monster is victorious than
make the Leadership test on the first turn when the
monster would be free to move and act normally.

VICTORY POINTS

Victory points are rewarded separately for the
monster and the character riding it (see p.198).

Monster reaction chart
D6 Reaction

1-2

3-4

5-6

The monster makes for the nearest table edge
as fast as it can and tries to leave the
battlefield. The monster will avoid any troops
or scenery blocking its way and will attempt
to go round them to find an escape route. If
attacked, the monster will fight back, but it
will not charge of its own volition unless it is
forced to do so by a Psychology rule. It will
not use any breath or other range weapon.
Once it has left the table, the monster will not
return.

The monster attacks the nearest target that it
can see, favouring enemy if there is a choice
of two equally distant targets. It must charge
if able to do so, and if unable to charge must
move towards the nearest target it can see as
fast as possible. Once in close combat it will
fight, pursue, etc, normally. It will use any
breath or other range weapon to attack the
nearest troops if able to do so.

The monster remains steadfastly where it is,
guarding the fallen body of its beloved
master. The monster will not move but it will
face towards and use any breath or similar
ranged weapon to attack enemy who
approach within range. If the monster is
engaged in close combat it will fight, but it
will not pursue fleeing enemy. It s
unbreakable and immune to Psychology. The
monster will remain by its master to the end.
faithfully protecting him against harm or
capture.

ynu!'

"Erc now! Wot do you think you're doin”?" bellowed the big Black Orc Boss. Furtive Goblin faces
turned round and flinched instinctively. ‘Nuffink Boss, just “aving a bit of grub is all, whimpered

the bravest of the greenskins. ‘Don't give me that. Yer up to sumfink..” The towering Orc looked
round suspiciously. 'Where's Ratgash? You ‘aven't.. ‘et im?" There was a shocked silence.

“Et Ratgash,’ the Goblin sounded hurt. "Et Ratgash. That's disgustin” Boss. E's one of us ladz.
‘Besides,” squeaked another greenskin, “E’s all grease and gristle ‘im. Give us all innagestion ¢ would.

"Then who is this then? The Black Orc pointed a damning claw towards the meal. "And none of
yer lies or I'll give yer sumfink a whole lot worse than innagestion.’

‘Er... Gitter, Boss. One of Maggot's lot. But ‘¢ was dead when we found 'im” The Goblin paused a
moment. ‘Corse ‘¢ claimed ‘c was just slecpin’.. but that lot is all liars ain't they” The Goblins
nodded in unison. No Goblin really trusted another, and with good reason.

‘Carry on then, pronounced the Black Orc. "And you'll save me a leg if you know what's good for
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ome creatures in the Warhammer world have wings
Sand can fly, soaring quickly from one side of the
battlefield to the other. Representing such creatures
poses a few problems on the gaming table. As it is
impractical to suspend heavy models over the tabletop
the following rules are intended to capture the feel of
fast moving aerial combat in a practical manner without
worrying unduly about the third dimension.

FLYERS

All models capable of flight have the special rule Fly on
their army list entry they belong to. For the sake of
convenience they are termed as flyers. Flyers are moved
during the player's Move phase along with other models.

There are two types of flyers: flying monsters and flying
units. They share the same rules apart from a few
expections given later. All flver models are on square
bases like other troops in Warhammer. This is more
convenient and makes it easier to resolve close combats
between flyers and other unts.

AIR AND GROUND MOVEMENT

Most flyers are also capable of moving along the ground
by walking or running. If a flyer has a Movement value
this represents its ground movement in the same way as
any other model. When moving along the ground using
its Movement characteristic the usual movement rules
apply, as described in the Movement section. A flyer may
choose to fly or move along the ground, but cannot do
both in the same turn.

AERIAL MOVEMENT

In Warhammer, flight is represented by a ‘long swoop’ or
‘glide’ of up to 20". The flyer starts off on the ground,
takes off, flies to where it wishes to go, and then lands.
Flvers, therefore, begin and end their movement on the
ground. Flyers never need to wheel or turn, but can
always make their move in a direct line. Of course, they
still need to see any target they want to charge or shoot
at and have a 90" arc of sight to their front, as normal.

Flyvers do not benefit from the extra Move distance
conferred on ground moving models for charging or
marching. The flying move is never doubled and flyers
charge at normal speed as explained below.

FLYING CHARGES

A flyer may charge an enemy within its 20" flight move.
The charge must be declared in the normal way and the
enemy has the usual response options. The flying move
is not doubled like a ground charge is. Note that a flyer
must be able to see its intended target when charges are
declared as normal, and can fly over models and scenery
which would stop the charge of a normal model. Flyers
that charge their enemy are placed into base contact with

the enemy unit in a normal manner (ie, flyers are
positioned to the sides if the attack comes from the flank,
to the rear if it comes from behind, etc).

MOVE PENALTIES AND RESTRICTIONS

Flyers suffer no movement penalties for changing
direction, overflying scenery, or crossing obstacles. They
may overfly other models, including enemy troops,
without penalty. Flyers may not move, land in or take off
from within a wood. If flyers wish to enter a wood, they
must land outside it and walk inside using their ground
movement in the next turn. Note that this applies to any
terrain that both players consider would prohibit flying.

Flyers may not land on top of enemy formations — if they
wish to attack an enemy they must engage in combat as
described above.

WORKING OUT COMBAT

Close combat between flyers and their enemies is
worked out in the same way as other combat, because
flying monsters land at the end of their flying charge and
then fight normally on the ground. Work out casualties
for both sides and calculate the combat results as
normal. The losing side must take a Break test and, if it
fails, must flee just like in any other combat.

FLEEING FLYERS

The distance flyers flee is usually based on their flying
Move rather than their ground Move. The normal flee
distance for flyers is therefore 3D6" in common with all
models whose move is more than 6". If flyers must flee
along the ground due to some constraint which prevents
them from flying, for example, if they are in the middle
of a wood, then they flee 2D6" or 3D6" depending on
their Movement characteristic, just like other troops.

Flyers pursue fleeing enemy in exactly the same way as
ordinary troops. Their normal pursuit rate is therefore
3DG" and the same comments apply as for fleeing.

UNITS OF FLYERS

Most flyers are monsters, but some units of troops can fly
too. Such units are clearly identified in their army lists.
They follow all the normal rules for flyers given above,
apart from the exceptions noted below.

SKIRMISH

Flying units always operate as skirmishers (see p.115).

CHARACTERS

Characters can never join units of flyers, even if they ride
flying creatures. This is because characters ride large
flying monsters, which are nowhere near as
manoeuvrable as the light, fast creatures of flying units
and will slow them down considerably.
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MUSICIAN

6 CHAMPIONS

o far we have described units as consisting of
Siclentica] rank-and-file troops. However, more
often than not, warriors march to war under the
leadership of a captain or some other officer, to the
accompaniment of a drum or horn and beneath the
fluttering standards of their cities and rulers. The
regiments of the Empire march under flags bearing
the arms of their Electors and their Emperor.
Bretonnians go to war before the glittering heraldic
banners of their lords and King. Orcs wave banners
covered in glyphs proclaiming the might and power
of their chieftains.

Standards and drums also have a practical value: they
are used to signal to the troops, direct their unit’s
movement and provide a highly visible point around
which formation changes and manoeuvres can be
made. The rules that follow represent the boost that
Standards and Musicians give to a unit's fighting

Prowcss.

POSITION WITHIN THE UNIT

The unit’s Standard Bearer, Musician, Champion and
any characters within it, must be placed in the front
rank. When the unit turns round to face the side or
rear, its Champion, together with the Standard
Bearer, Musician and any characters in the unit, are
automatically rearranged into the new front rank.

Except, as discussed elsewhere, these special models,
including any characters that have joined the unit, are
always positioned in the front rank, with the Standard
Bearer in the middle. Only if all the character models
cannot fit into the front rank alongside the Musician
and Standard Bearer are they placed into the second
rank. Characters in the second rank cannot take part
in close combat in any way unless they are directly
engaged, via a flank charge for example.

STANDARDS

A unit of troops may carry a standard which might
take the form of a flag, banner, totemic idol or similar
device. The standard is carried by a Standard Bearer.
He is assumed to be armed and armoured like the
other models in the unit and fights in exactly the same
way. Although the model might actually lack a shield
or substitute a spear for a sword, such things are
ignored as making no difference to the unit’s overall
fighting ability. The Standard Bearer also has to carry
a banner as well as fight, but he is chosen from the
meanest and most determined individuals in the unit,
and this more than makes up for any disadvantage
suffered because of the weight and inconvenience of
his standard or difference in his armour or weaponry.

The enemy cannot specifically attack Standard
Bearers or Musicians as he can character models.
Standard Bearers are not normally removed as
casualties, as it is assumed that if the Standard Bearer
were killed another warrior would pick up the banner
and take his place. Therefore, the player can always
remove an ordinary warrior in preference to a
Standard Bearer, even if the ordinary warrior is not in
base contact with the enemy.

COMBAT RESULT BONUS

If a unit includes a Standard Bearer then it will be
more determined than ever to beat its foe. A unit
which has a Standard Bearer may therefore add +1 to




its combat result when deciding which side has won @
close combat. See the Close Combat section for a
complete description of how to work out which side
has won a combat.

CAPTURING STANDARDS

If 2 unit is defeated in close combat and subsequently
breaks and flees then the enemy automatically
captures its standard if they pursue. The standard is
captured regardless of whether the pursuers catch
and destroy the fleeing troops. Standards are also
captured if an enemy unit is completely destroyed in
close combat.

If victors do not pursue then the standard is lost in
the tide of battle but it is not captured. In either case,
the Standard Bearer model is removed from the unit,
and in the case of a unit which is not destroyed, it is
replaced with an ordinary trooper model.

Note that standards are only lost if the unit is defeated
and broken in close combat, not if the unit flees after
it has panicked or because of a failed Fear test.

Captured standards may be placed behind the unit
which captured them and carried about as trophies
for the rest of the game. Trophies have no fighting
value; they are merely used to indicate that the unit
has captured its adversary’s flag. The player’s
Standard Bearer model is surrendered for the
duration of the game and his jubilant enemy places it
behind his unit to proclaim his victory (or removes it
from the table if this is more convenient).

Trophies may be recaptured along with the defeated
unit's own standard if it breaks and flees from
combat. Captured trophies may therefore be
recaptured by defeating the unit that has them,
thereby avenging their initial loss and restoring them
to a proper place of honour.

Once the game is over, a player can claim extra Victory
points for standards he has captured and still holds,
as described in the Scenarios section.

MUSICIANS

An army marches under its banners but it does so to
the beat of drums and the call of blaring horns. A unit
of troops may include a Musician model, either a horn
blower or a drummer, to accompany it into battle.
Like Standard Bearers, Musicians fight just like an
ordinary member of their unit, even if the model itself
has slight variances in armour or weaponry. Also like
Standard Bearers, the player does not have to remove
Musicians but can substitute an ordinary model
instead. Unlike Standard Bearers, Musicians are not
removed automatically when a unit breaks and flees
from combat. Their instruments are somewhat lighter
and less cumbersome than a weighty standard.
Musicians cannot be captured as trophies.

A Musician model is placed in the front rank of its
unit. His effect on the fighting ability of the unit is not

as great as a Standard Bearer but is useful

nonetheless.

RALLYING AND DRAWN COMBATS

If 2 unit of troops has a Musician in its front rank then
an inspiring horn blast or rousing drum beat can turn
retreat into a stalwart defence.

A fleeing unit with a Musician will gain a +1
Leadership bonus in any attempt to rally (note that a
unit's Leadership cannot be increased to more than
10 in this way). Also, if close combat is drawn but one
side has a Musician and the other doesn’t, the side
with a Musician wins the combat by one point. If both
sides have a Musician then the result is still a draw.

CHAMPIONS

A unit of troops can often include a single Champion.
He can be bought as an upgrade to a normal model in
the unit as described in the Warhammer Army books.
Champions are often extremely strong, tough or
astute members of their race, and comrades look up
to them and take pride in their prowess. Champions
of units have various names depending on the army
they fight for; Orc Champions can be called Bosses,
while Empire Champions can be called Sergeants or
Marksmen, for example. No matter what their name,
Champions always follow the same rules.

Although powerful, Champions are not characters
but members of their regiment and always fight as
part of it, moving, attacking, fleeing and pursuing
alongside the unit as a whole. If the unit has any
special rules which apply to it then these also apply to
the Champion. Unlike characters, a Champion never
moves and fights on his own, and can never leave his
unit or join another one. They are effectively another
model in the unit with enhanced characteristics. If
killed in close combat, any excess wounds caused
against them are carried over to normal rank-and-file
models in the unit,

The Champion is always armed and equipped in the
same way as the rest of his unit, unless otherwise
noted. The Options entry in each army list tells you
whether you can upgrade one of the unit members 1o
a Champion. Except where noted elsewhere, the
Champion is always placed in the front rank along
with the unit's Standard Bearer and Musician.

Unlike Standard Bearers and Musicians, you can
direct attacks against Champions and kill them - if a
Champion is removed as a casualty he is not replaced
by another Champion. Even though they are not
characters, Champions are subject to the following
rules which govern characters: they can accept and
issue challenges and benefit from the ‘Look out, Sir!
rule. See the Characters section (p.94) for details.
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L I'J: I remember well the day when the armies of the Empire mustered to defend their land against the
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Lords of Ulthuan. 1 marched to battle amongst the ranks of the Stirland halberdiers, and fought
1Eainst the Elves, hand-to-hand, from dawn till dusk.

Wc know not whcthr_r the foe came for

plunder or the secrets of the bygone

ages. But they were upon us i an

instant, an army of spearmen in glittering

mail coats, cohorts of keen-cyed Elven

archers and silver-helmed knights, and

even two great serpentine dragunﬁ like

which the world has not scen in many
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Sec the great skull of a Dragon Araugnir *.,

now stands here in the Hall of Trophies
The great W}'nn was slain by the Nuln
battery of Great Cannons. Their captain

was decorated for their bravery with the
Laurels of Victur}' after the battle

The blade you scc befare you was a tr:::ph}r
from the duel between Grand Master
Heydrich and the Elven prince commanding
th:.:n:m}r. The Lord of Templars vanquished

the Elven Lord and it was this decisive g
fight which finally broke the

spirit of our foes and made

th:m retreat frum thc

ficld leaderless.
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SPECIAL RULLES

any troops in the Warhammer game have unique
Mand unusual abilities and skills. These range
from supernatural abilities, such as the regenerative
powers of Trolls and the fiery breath of Dragons, to
the natural protection gained by Lizardmen from their
scaly hides.

In the game these abilities and special skills are
represented by special rules. Any creature may have
one or more special rules and, unless otherwise
mentioned, the effects from special rules are

cumulative.

The following list is by no means exhaustive, but it
does detail the most common special rules and
should serve as a good reference source.

SCOUTS

These troops are skilled at sneaking forwards to scout
out the enemy before the main force arrives. By
making the best use of cover, advancing at night, or
with other troops providing a diversion, they are able
to deploy ahead of the rest of the army.

Scouts are set up after both armies have been
deployed. They can be set up anywhere on the table,
at least 10" away from the enemy and must be out of
the sight of any enemy troops and in or behind
interposing terrain (not out in the open!). If both
armies contain troops with this ability, each player
should roll a D6, with the player scoring the highest
choosing whether he deploys before or after the
enemy’'s Scouts. Two opposing groups of Scouts
cannot be set up within 10" of each other.

Alternatively, Scouts can be placed on the controlling
player’s deployment zone like any other troops, after
deployment of both main armies is finished.

IMMUNE TO PSYCHOLOGY

Some warriors and creatures in the Warhammer
world are almost completely fearless, or such grizzled
veterans that scenes which would make lesser troops
panic have no effect on them.

Troops that are immune to psychology are never
affected by fear, terror, frenzy or any other Psychology
rules. Troops immune to Psychology may never flee as
a charge reaction — they are far too proud and brave
to do this! These troops still have to take Break tests
as normal.

UNBREAKABLE

Some creatures are utterly fearless and will never give
up a battle, no matter how hopeless the situation
might be. This could be because of the troops’

extreme bravery, or because the creatures fighting are
not truly alive.

These troops never break in close combat, and they
are also immune to panic, terror and fear or any
other Psychology rules. If defeated in close combat
(even by fear-causing creatures that outnumber
them) unbreakable troops continue to fight on
regardless of results. They may never, however,
declare that they are fleeing as a charge reaction, as
they will literally die fighting wunder any
circumstances.

SCALY SKIN

Some creatures, the reptilian Lizardmen in particular,
have tough, scaly skin which acts exactly like armour,
This save can be variable. Lizardmen Skinks, for
example, have a scaly skin save of 6+, while mighty
Dragons could have a save

of 3+ or more! The
effectiveness of the scaly
skin can be combined with
armour, so a model with a
5+ scaly skin save and a
shield would have a 4+
save. Note that scaly skin is
an armour save for all
intents and purposes, and
may be modified by high
Strength, etc.

KILLING BLOW

Some warriors have honed
the craft of killing into an
art. Tales are told of the
master swordsmen of the
White Tower who can
decapitate a man with one
stroke of their blade - their
victims barely registering
the sword leaving its
scabbard.

If a model with the Killing
Blow special ability rolls a 6
when rolling to wound, he
automatically slays his
opponent without recourse
to a saving throw, apart
from Ward saves.

This attack is only effective
against roughly man-sized
opponents such as Men,
Orcs, Elves, Beastmen, etc.
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It has no effect on big creatures such as Ogres _or
Dragons, or things like swarms which consist of
several creatures. It can be used against models
mounted on steeds or monsters as long as the riders
themselves are roughly man-sized.

REGENERATION

A creature with this ability may try to regenerate any
wound on a D6 roll of 4+. Only one attempt may be
made on each wound to regenerate it.

Troops that are able to can regenerate damage if not
too badly hurt. Work this out as follows. When
attacked in close combat, shot at, or the target of
spells, calculate the number of wounds suffered as
normal. Once all attacks for the phase have been
made, the creature may try to regenerate. Roll a D6
for each wound suffered during that phase. If a 4 or
more is rolled, that wound has regenerated. You may
only try to regenerate any single wound once. Any
regenerated wounds are reinstated, and models
removed as casualties are replaced if enough wounds
are regenerated.

The results of combat, panic, etc are worked out after
creatures have regenerated (the number of wounds
inflicted does not include any that are regenerated).

For example, three Trolls (which can regenerate) are

fighting five Empire Knights. The Knights strike first

and inflict 5 wounds, enough to kill one Troll and
cause 2 furtber wounds. The remaining two Trolls
inflict 3 wounds on the Knights. The Trolls now test to
regenerate and successfully regenerate 3 wounds.
The 3 wounds are reinstated, the ‘killed’ Troll is
replaced, and the 2 wounds suffered are noted down.
The Knights bave scored only 2 wounds in the end
while the Trolls bave inflicted 3. Assuming no other
combat bonuses apply, the Trolls bave won.

Fire

The flesh of a regenerating creature cannot
regenerate if it has been burnt. If a regenerating
creature or unit sustains one or more wounds from a
flame attack it cannot regenerate any wounds during
the remainder of the battle, not even those inflicted
by ordinary weapons.
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MAGIC RESISTANCE (1-3)

Some supernatural creatures are resistant to magic, or
are protected by divine mystic powers or mighty

SOrcercrs.

A creature with magic resistance will be difficult to
harm with magic. The number in the brackets
indicates the maximum number of extra dice that may
be rolled when tryving to dispel each spell that affects
the magically resistant creature. For details of
dispelling see the Magic section.

POISONED ATTACKS

Some warriors of the Warhammer world use lethal
toxins to envenom their weaponry. The Dark EIlf
Adepts of Khaine and the Skinks of the steaming
jungles of Lustria are the most noted exponents in the
use of poisoned weapons.

A warrior with poisoned attacks will wound his target
automatically if he scores a 6 when determining
whether he hits his opponent in the Shooting or
Close Combat phases. Armour saves are taken as
normal. Unliving targets (such as war machines) are
immune to poison as are some troop types. These are

clearly defined in their
description.

The teardrop-shaped template is
placed with the thin end at the |:
Dragon's mouth and the wide end |
aver the target unit. In this
example, four models are l
completely under the template and
are bit automatically. Eleven
models are partially covered and
are bit on a 4+,

- T

BREATH WEAPON

Fiery Dragons and the dreaded Hydras and
Chimeras of the Chaos Wastes, as well as some
even more bizarre creatures, have the ability to
breathe fire, noxious gas, lightning or even
stranger breath weapons.

A model with a breath weapon may use it in
the Shooting phase. Use the Flame template,
placing the broad end over your intended
target as you wish and the narrow end next to
the creature’'s head. Any model that lies
completely under the template is hit
automatically — models whose bases lie partially
under the template are hit on a 4+. The strength
and any special effects of the breath weapon will
be detailed in the entry for each individual
creature. Characters under the template are eligible
for ‘Look out, Sir!” rolls if they are in a unit.

Breath weapons may not be used as a stand &

shoot charge reaction, and neither can they be
used in close combat. A creature with a breath
weapon needs time to belch forth its flames!

FLAMMABLE

Some creatures, such as Undead Mummies
and Treemen, burn easilv. A flammable
creature hit by a flaming weapon or fiery
spell will take double wounds, so every
wound suffered by a flammable creature
will be doubled to 2 wounds. Take any
saves before multiplying the wounds.
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SKIRMISHERS

skirmish is an encounter between small groups

ighting in loose or dispersed formation rather
than formal ranks and files. Such an encounter might
take place over a broad area of woodland or a group
of buildings, where skirmishers can spread out to
infiltrate the wood or occupy buildings. In a battle,
only specified troops are allowed to skirmish, as
indicated in their Army book. However, any units can
adopt a skirmish formation in order to enter
buildings, as described in the Buildings section.

FORMATION

A unit which can skirmish never moves in a rigid
formation of ranks and files. Instead, it moves as a
loose group or rough line. This enables skirmishers to
move more quickly and to take advantage of minor
folds in the ground, scrub, and other small features to
shelter from shooting. The Warhammer Army books
indicate which units are able to skirmish.

1" APART

Skirmishers are deployed on the battlefield in a
formation consisting of a loose group. Models in a
skirmishing unit are positioned up to 1" apart so that
they are not touching each other.

FACING
A skirmishing unit does not have a specific facing and
can see all round (ie, it has an arc of sight of 360°).
Skirmishers can declare charges or shoot in any
direction.

MOVING

Troops in skirmish formation move in a loose group
with models up to 1" apart. Should the group be split
as a result of casualties, or should individuals become
divided from it for some reason, the player must
rectify this in his next Movement phase.

MANOEUVRES

Skirmishing models are moved in the same way as
individual character models. The unit does not turn
or wheel and instead each model is moved in any
direction without penalty. Once movement is
complete, the entire unit must form a loose group or
line with models no more than 1" apart.

OBSTACLES AND DIFFICULT TERRAIN

Skirmishers move around obstacles or over rough
ground more easily than troops in formation. They
suffer no movement penalties for crossing obstacles
or for moving over difficult or very difficult ground.

DOUBLE PACE

Because they are not restrained by a close formation,
skirmishers can move up to double their normal pace
despite the proximity of enemy troops within 8". So,
a skirmishing unit with a Movement characteristic of
4" moves up to 8" rather than 4"

Skirmishers do not double their ‘doubled’ move to
charge or march. They simply move up to double
their Movement rate all the time. Their standard move
value is still used to work out pursuit and fleeing
distances.

SHOOTING AND MOVING

Skirmishers moving faster than their standard
Movement characteristic value are assumed to be
concentrating on moving and are unable to shoot that
turn. They are running too fast and do not have time
to stop and shoot at their enemy.

SHOOTING

Skirmishers can shoot in any direction, though
individuals models can be pivoted on the spot so that
the unit looks more realistic (this does not count as
movement).

Thanks to their special training and loose formation.
skirmishers do not block the line of sight of other
members of their own unit (including characters that
have joined the unit).

Note that units of skirmishers block the line of sight
to other units (see diagram). It is not possible to see
through the gaps between skirmishing models.

[nits of skirmisbers
block line of sight. In
this case the Empire
Spearmen unit cannot
see the Orcs unit
bebind the skirmishers
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An enemy shooting at a skirmishing target. suffers
a -1 to hit penalty in the same way as if they were
shooting at a single man-sized model. See the
Shooting section for to hit modifiers.

If a character is fighting as part of a skirmishing unit
of troops the -1 to hit penalty is applied only once,
not twice.

CLOSE COMBAT

A unit of skirmishers may charge an enemy that is
visible to at least one of its models when charges are
declared. To decide which side of the enemy is
charged, follow the normal rules: the skirmishers will
charge the enemy in the arc where most of the
skirmishers are when the charge is declared. All
models within charge reach are moved individually
towards their foe and arranged into a fighting line.

When the maximum number of models has been
brought into base-to-base contact with the side
charged (including models fighting corner-to-corner),
remaining skirmishers will begin to form up in ranks
behind the first line of models in base contact with
the enemy.

Any models unable to reach the enemy (because they
don’t have enough movement or because there is no
space left in the fighting line) are placed in the rear
ranks so that the unit forms up in what looks like a
regular formation behind the models that have
formed the fighting line (see diagram).

If the skirmishers are charged, the enemy is brought
into base contact with the closest skirmisher and then
the enemy unit is halted. The skirmishers immediately
form up following the rules explained above and then
the enemy will proceed with further charges. The
charging enemy models attack first in the ensuing
Close Combat phase as normal.

Skirmishers will remain in this formation as long as
the combat continues, and adopt the loose formation
as soon as combat ends.

SKIRMISHERS IN COMBAT

Skirmishers fight in a normal formation of ranks and
files but, due to their nature as extremely light troops,
they lose most of the normal bonuses that apply to
units who fight in ranks.

Skirmishers receive no combat bonus for additional
ranks in their formation.

Skirmishers do not negate the rank bonus of other
units if they charge them in the flank or rear.

CHARACTERS

A character on foot can join a skirmishing unit and
fight with it. No other characters (mounted, riding in
chariots, etc) can join skirmishing units.

Most of the charging models

s« are in the enemy's front arc.
@‘ m This is a frontal charge.
@' E Final p:ﬂsfﬁ{m

S B

All the skirmishers 5
are within charge 5
distance.

S L B

CRESURTA
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5

Most of the charging models are in
the enemy's front arc. This is a
[frontal charge, even if the closest
models are in the flank arc of the
targel unil.

Final |
position

LoD 9D
L DD DD

Only three models
are within charge
distance of the
enemy’s frond.

LR e N

CHARGE'

Final position

All the skirmishers are within double pace distance of the
[front line of the enemy.
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FAST CAVALRY

ast cavalry (sometimes called light cavalry) are
Friders of exceptional prowess, trained in
lightning-fast manoeuvres and flank attacks. They are
more lightly armed and armoured than heavy knights,
but make up for this with their flexibility.

Troops that are fast cavalry are indicated in their
relevant Army book. In battle, they act as scouts and
outriders for the army, as well as harrying the flanks of
enemy formations with their missile weapons.

FORMATION & MOVEMENT

A fast cavalry unit uses regular formations as do other
cavalry and suffers penalties in difficult terrain. In fact
they follow all of the normal rules for units apart from
the exceptions detailed below. Fast cavalry receives no

bonus for ranks. .

FREE REFORM

Unless it charges, the fast cavalry unit

FLEEING FAST CAVALRY

Fast cavalry is extremely good at escaping from
combat and regrouping. Unlike normal troops, a unit
of fast cavalry which chooses to flee as a charge
reaction and subsequently rallies at the beginning of
their next turn may reform facing in any direction and
is free to move during the Movement phase. If the
chargers fail to catch the fast cavalry unit which
declared flee as a charge reaction then the charge is a
failed charge as normal. If the flee move of the fast
cavalry does not take them beyond the charge reach
of their enemies, the unit is destroyed as normal.

CHARACTERS
AND FAST CAVALRY

Mounted character models may join fast cavalry units
and move with the unit, but do not benefit from any
of the special shooting rules.

is permitted to reform at any time
during its Movement phase without
incurring any penalties to its Move
distance. See the rules for reforming
(p-49). Note that none of the models
in the fast cavalry unit can move
more than their maximum move
distance despite the free reform.

SHOOTING

CHOOSING A TARGET

Although it may sound unlikely, a
well-trained horseman can turn
completely around in his saddle and
shoot behind him while moving |
forwards! When they are shooting, |
fast cavalry can fire all round
regardless of the direction in which
the model is pointing. Note that for |
charging, stand & shoot reactions,
etc, the model needs to be facing the |
enemy as normal.

Position.

SHOOTING
AND MOVING

Fast cavalry armed with missile |
weapons are expert at shooting from
horseback (or wolfback!) and can
therefore shoot even  when
marching. The normal -1 penalty for
moving applies.

This move is legal as long as no model in the
cavalry unit moves more than its allowance.
Model B bas moved 8" to reach bis final

7
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W:u‘ machines are an important part of many
armies in the Warhammer world. Amongst the

most spectacular of these engines of destruction are
the gigantic cannons of the Empire and Dwarfs, but
their manufacture is difficult and the secrets of gun
casting and gunpowder manufacture are carefully
guarded. Orcs and other less sophisticated races build
gigantic stone throwers which lob boulders high into
the air to come crashing down upon enemy
formations or behind city walls. Bolt throwers are
powerful giant crossbows that can send a spear-sized
bolt clean through several ranks of enemy, skewering
each in turn. These are all relatively common war
machines that can be found in several armies, and
thus their rules are included here.

MODELS

A war machine comprises the machine plus a crew,
which is usually two or three crewmen. The crew are
based separately, unlike with the model of a chariot or
a ridden monster where the crew or riders are likely
to be physically glued to the chariot or mount. This is
necessary because a war machine’s crew can be forced
to flee from their machine, either because they are
broken in combat or because they panic. Crew must
be kept within 1" of the machine to count as crew.

MOVING A WAR MACHINE

The machine’s crew can wheel, carry or move their
machine, perhaps to gain a better position to fire.
Note that a war machine may not march or charge.

AIMING A WAR MACHINE

A player may freely pivot a war machine to face any
direction he likes before shooting. Apart from this, a
war machine or the crew may not move and fire.

CHARACTERS

A character model may join a war machine in the
same way as he might join a unit of troops. Note
however, that war machines never include their own
Champions - only units of troops are able to have
Champions. The war machine benefits from the
associated character’s Leadership value in the same
way that a unit of troops would.

WAR MACHINLES

“There are no problems that cannot be solved
with cannons.”

Chicf Engincer Boris Kraus of Nula

In the case of war machines, the character must be
positioned within 1" of a specific machine for the
purpose of allocating damage from shooting hits.
However, only crew can operate a machine, a
character cannot.

Characters do not actually become crew when they
join a war machine and are never hurt should the
machine malfunction. They are sensible or
experienced enough to keep sufficient distance
between themselves and the dangerous mechanism to
be safe.

COMBAT

The crews of the war machines described over the
following pages all fight in the same way, so rather
than repeat ourselves several times over, the rules
have been collated for ease of reference. Note that
some of the war machines described in the
Warhammer Armies books have their own special
rules and those will be included with the appropriate
army lists.

SHOOTING AT
WAR MACHINES

When shooting at a war machine, shots are worked
out against the entire model (both crew and machine)
and any hits scored are randomised between the crew
and war machine.

When shooting at a war machine, the shooter does
not receive any bonus or penalty to his to hit score,
unless a war machine is a large target. In which case
the normal bonus of +1 to hit for large targets
applies. This will be clearly indicated in the army list
entry of each war machine.

Once hits have been established, randomise where
they strike by rolling a D6. If 1-4 is the result, roll to
‘wound’ the machine. If the result is a 5 or 6, roll to
wound a crewman.

Once all crew are slain, if they flee, or once the
machine is destroyed, further hits do not need to be
randomised but will strike a crewman or the machine
as appropriate.

HITS FROM TEMPLATES

Any shots from stone throwers, or weapons that use a
template, are worked out as follows. If a crewman lies
under the template, he is hit. If the machine lies
under the template, it is hit.
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HITS ON CREW/CHARACTERS

Usually a machine’s crew are identical, so it is not
necessary to determine which is hit, but if a machine
includes a character he may be hit by shots directed at
the machine. In this case, randomise any crew hits to
determine whether the character is hit. For example
where there are two crew and a character roll a
D6: 1-2=crewman A, 3-4=crewman B, 5-6=character.

CHARGE RESPONSES

If charged, a war machine’s crew can either hold or
flee but cannot stand & shoot as the machine is too
cumbersome to allow this.

HOLD

In close combat, the crew will defend their machines.
Models are moved so that they are interposed
between their machine and the chargers in order to
fight the enemy that comes into contact with the
machine.

Enemy models can divide attacks between crew,
characters or the machine that they are touching. The
machine itself does not fight.

FLEE

If a machine’s crew flees from a charge then the
chargers can either continue to charge past the
machine in order to destroy its crew or, if the player
prefers, they can stop when they reach the machine
and attack it. The machine itself does not flee as such,
but is abandoned by its crew and any associated
characters.

FLEEING CREW

If crew flee from close combat, their machine is
abandoned. The victors must ignore it in order to
pursue unless the plaver elects to restrain pursuit and
passes the required Leadership test to do so.

Note that once they are separated from their war
machines, crewmen become a fleeing unit.
Consequently, the number of crewmen fleeing is used
as the basis for any Panic tests on friendly troops
nearby. For the purposes of rallying, the original
number of crewmen is considered to be the original
size of the unit.

ATTACKING A MACHINE

A war machine that is attacked in close combat is
assumed to have a WS of 0 and is therefore hit
automatically,

An enemy that is attacking an abandoned war
machine is not considered to be engaged in combat.
No combat results are worked out and the attackers
are free to move away from the war machine as they
wish.

ABANDONED MACHINES

An abandoned machine can be re-crewed by crew
members from any other war machine from the same
side if their own machine has been destroyed or if
they abandon their machine. The entire crew may
deliberately abandon a war machine in order to crew
another. Crew models will not fight away from a
machine and, if they are charged whilst not serving as
crew, they will always flee.

WAR MACHINES
AND VICTORY POINTS

In games where Victory points are awarded for fleeing
or destroyed units, a war machine is considered to be
destroyved for the purposes of calculating
Victory points if either the machine has been
destroyed or its entire crew has abandoned the
machine (whether they have fled, been killed or
moved away).

19
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STONE THROWERS

These are powerful and destructive weapons that lob
large boulders into the air, sending them crashing
through enemy ranks. Many races in Warhammer use
these devices. Not all are built in the same way: some
use a massive counterweight to catapult their missile
into the air while others use torsion power like a giant
crossbow. The bigger the engine, the larger the rock it
can throw and the more damage it can do. The very
largest stone throwers can hurl a projectile big
enough to knock down buildings and even city walls!

Work out the results of stone throwing in the
Shooting phase. To work out damage vou will need
the small 3" round template. The stone is not as big as
the template of course (that would require a very
large engine indeed) but it shatters on impact sending
shards of sharp stone over a wide area.

Pivot the stone thrower on the spot so that it is
pointing in the direction it is going to shoot. The crew
do not need to be able to see their target, but they
must see that there are enemy in the direction they
are firing. Then declare how far the rock is to be fired.
Do this without measuring the distance to that target,
sO try to guess the range as accurately as possible.
Once vou have made vour guess, place the template
directly over that spot where you have guessed.

For example: A stone thrower is firing at a unit of
Bretonnian Knights that are in front of the player. He
makes bis puess and declares that the stone thrower is
firing 28" directly towards the centre of the Knights. He
then measures 28" towards the target. If be has made a
good guess the template will lie over its intended target.
If not, there’s still a chance the stone may veer off course
and bit something.

To decide whether the missile lands where it was
aimed roll the Scatter dice and the Artillery dice.

The Scatter dice is the dice marked with arrows on
four sides and the HIT symbol on two sides. If a HIT
is rolled then the missile lands exactly where it was
aimed. If an arrow is rolled then the missile veers off
in the direction shown by the arrow.

s funn}r.' muttered the Orc. 'Da uvver ones didn't
do that.

‘Er. Boss, wheedled the Goblin, tugging on the
Orc’s sleeve. ‘Boss. That was Skragit, tha.. urk!

‘Wot?” Growled the big Orc, grabbing the Gobbo
by the throat and lifting him up to head height.
The Gobbo began to go blue. but managed to
point one trembling finger towards the arcing rock’
that was now falling towards the enemy. ‘Oh.’ said
the Orc, dropping the Goblin and turning to watch
the ‘rock” land in the midst of 2 regiment of

1 and its crew is disrupted by some accident

[I engine does not shoot this turn and cannot

Misfire chart

D6 Result

1 DESTROYED!

The engine cannot stand the strain placed
upon it and breaks under the tension as it is
fired. Bits of wood and metal fly all around,
the stone tumbles to the ground splintering
the engine and throwing debris into the air.
The engine is destroyed and its crew slain or
injured. Remove the engine and its crew.

2-3 DISABLED

The normal smooth running of the machine

or freak occurrence. A rope snaps and
lashes about wildly, a crewman sets the
machine up wrongly so that it pulls itself
apart, or mavbe a careless operator has
become entangled in the mechanism. The

fire next turn either while the damage is
repaired. To help you remember, it is a good
idea to turn the machine round to face away
from the enemy. In addition, one of the
crew is slain — caught by a snapping rope,
entangled in the machinery, or thrown high
into the air in place of the stone!

4-6 MAY NOT SHOOT
A minor fault prevents the machine
shooting this turn. A crewman drops the
stone as he lifts it into position, maybe a
ratchet jams or a rope loosens. The machine
is unharmed and may shoot as normal next
turn.

humies. T was wonderin’ wh}r it was screechin’

The Artillery dice is marked 2, 4, 6, 8, 10 and MISFIRE.
If a Misfire has been rolled then something has gone
wrong — roll a D6 and consult the Misfire Chart above.
A Misfire roll automatically cancels out the whole shot
regardless of the Scatter dice result. If a number on
the Artillery dice is rolled then this is the distance in
inches the missile veers off target as shown by the
arrow on the Scatter dice. Move the template the
distance indicated in the direction shown by the
arrow. If a HIT has been rolled then the numbers are
ignored; a number simply indicates that the shot has
not misfired.

For example: The player guesses bang on and the
template lies directly in the middle of the chosen
target. He then rolls both dice. The Scatter dice shows
a HIT! It bas landed right on target. The Artillery dice
score is 4 — the number indicates that nothing is
amiss and the shot lands exactly where it was
aimed. If the Artillery dice bad been a MISFIRE then
the whole shot would bave been messed up as
described on the Misfire chart.

|
|
1
|
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SPIAT! The model at the exact centre point of the
template is bit at double strength. Four models are bit
automatically at normal strength. Sixteen are hit on a
4+,

DAMAGE

Once it is established where the stone lands damage
can be worked out. Any model that lies completely
under the template is hit automatically — models
whose bases lie partially under the template are hit on
a 4+. See the diagram above for details.

You will have to use vour judgement and common
sense to decide exactly which models lie under the
template — sometimes it is not easy to judge precisely.

Once it has been worked out which models are
struck, work out damage in the usual way. Roll for
cach target to see whether it has suffered damage.
Stone throwers have a Strength of 4 or more, so they
cause damage on the roll of a 3+ or 4+ against most
Human or similarly sized targets. Refer to the
To Wound chart for details. A damaging hit from a
stone thrower causes D6 wounds, but as most
creatures have only 1 Wound it is not necessary to
take this dice roll. It is, however, useful when
attacking characters and big monsters.

Any single model which lies directly at the centre of
the template suffers 1 automatic hit at fwice the stone
thrower's usual Strength — the stone lands directly on
top of that model. This means that a stone thrower
can potentially slay even a large monster or a
powerful character.

No armour saving throw is permitted against wounds
from a stone thrower. When a big rock lands on you,
you are squashed regardless of what armour vou may
be wearing! Ward saves may be taken as normal.

WAR MACHINES

PROFILES

Stone throwers vary in design — some are much bigger
than others, whilst some may be positively
monstrous! However, most stone throwers use the

following profile:
RANGE STRENGTH DAMAGE SAVES

Stone Thrower 60" 4(8) DG

NO armour save

Being large, solid devices, stone throwers are difficult
to destroy. However, it's possible for them to become
the target of other engines of war or they may be
attacked by large monsters. Stone throwers therefore
have a profile like a creature with a Toughness value
and a number of Wounds which they can sustain
before they are destroved. As with other details, these
might vary in specific cases, but a typical engine has
the values shown here.

The Movement rate is the speed which the stone
thrower can move with its full crew - if any crew are
slain then its speed is reduced proportionally. A
machine cannot move and shoot in the same turn
except to turn to face its target. Generally speaking,
war machines have such a long range that it is
pointless moving them about.

Toughness Wounds
ASs crew 7 3

Movement

LOSS OF CREW

A stone thrower requires a full crew to work it
properly — to carry stones, push the machine round to
bear on its target, and so on. If one crewman is slain
then the rest can just about get by without slowing up
the machine noticeably. If two or more crewmen are
slain then the remaining crew will be unable to cope
and the stone thrower will have to miss a whole turn
before it can shoot again. This is in addition to any
penalty imposed by a Misfire result. Obviously, the
engine requires at least one crewman to work, so the
machine will become useless should they all be slain.

STONE THROWER SUMMARY

1) Declare target and guess range.
2) Position the 3" template and roll Scatter and
Artillery dice.
3) If the Artillery dice is a MISFIRE, refer to Misfire
Chart, otherwise. ..
a) If the Scatter dice is a HIT, the stone has struck
home.
b) If the Scatter dice is an arrow the stone has
landed in the direction shown 2", 4", 6", 8" or
10" away from the aiming point as shown on the
Artillery dice.
4) All models completely under the template are hit
automatically, those partially under are hit on a 4+.

5) Work out hits as normal. Models are allowed no
armour saving throw from a stone thrower.
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CANNONS

Cannons are dangerous, if sometimes unpredictable,
weapons whose manufacture is limited to human and
Dwarf experts. When they work, cannons can shatter
the most determined enemy, pouring deadly shot into
his massed formations, levelling his cities and
toppling huge monsters. But cannons often go
wrong. Weaknesses in the casting methods can leave
minute cracks or other deficiencies which cause them
to explode when fired, or gunpowder can fail to
ignite or may explode prematurely. Despite the
occasional spectacular accident, cannons are
extremely potent weapons that have been
instrumental in winning more than one battle on
behalf of their users.

7

Cannons are fired in the Shooting phase along with
any other missile weapons. To fire a cannon, it must
first be turned on the spot so it points in the direction
of the intended target. Then the player must declare
how far the cannon is going to shoot — eg, 24", 30",
3%, €t

The cannonball travels the distance that the player has
nominated, plus the score from the Artillery dice. Roll
this dice and add the score to the distance that has
been declared. The cannonball travels the total
distance towards the target and will either land short,
pass straight over, or hit depending on how accurately
the player guessed the range and what effect the dice
has.

Remember the dice will always add at least 2" to an
estimate, and can add up to 10", so you should aim a
few inches short of the target.

Once it is established where the cannonball hits, place
a small coin or other marker directly over the spot.
The cannonball does not stop where it hits the
ground but bounces straight forward and cuts a line
through any targets in the way. To determine how far
the cannonball bounces, roll the Artillery dice again
and mark the spot where the cannonball comes to
land. Any models between the points where the ball

E1 A war rages across the Old World: It 1s

A7) 2 war between Law and Chaos. Between
steel and forest. Between truth and lies.
Between fathers and sons. Between life
and death. It is a world where the din
of battle never grows silent, and for cach
warrior who falls in battle ten youths
take up arms. It is a grim world filled
with peril and danger. Take up your

arms. It 1s time for war.

strikes the ground and where it eventually comes to
land are hit by the flying cannonball. This line is
considered to be a template for rules purposes (such
as ‘Look out, Sir!” rolls).

When a cannonball collides through a unit, only one
model per rank is hit. The diagram below shows how
this works.

Any model struck by a cannonball takes a Strength 10
hit resolved in the normal manner. If the cannonball
wounds its target then it causes not 1 wound but D3
or D6 wounds depending on the size of the cannon.
As most models have only 1 Wound anyway it will not
be necessary to roll this extra dice, but it is important
when it comes to rolling for Heroes, big monsters,
and engines of war which can take several wounds.
Wounds caused by cannon shot cannot be saved by
armour. If a cannonball hits a model which has several
parts then resolve which part of the model is hit just
like shooting with bows, etc.

No armour saving throw is permitted for wounds
caused by cannons. If a cannonball hits you, no
amount of armour is going to do vou any good. Ward
saves can be taken as normal.

For example: A cannon is fired at a unit of Goblins
that is in front of the player. He makes bis guess and
declares that be is aiming 12" directly towards the
middle of the Goblin unit. Having made bis guess the
player then rolls the Artillery dice and scores a 4,
which equals 4". This makes a total of 16". He
measures 16" towards the Goblins and places a
marker where the ball hits. If be bas guessed well this
will be just in front of them. The ball now bounces
forward the score of the second Artillery dice roll
This time he rolls an 8 and the ball bounces 8
straight through the Goblin unit bitting all the
models in the way.

GRAPESHOT

Instead of firing a normal shot, cannon crew can
declare at the beginning of the Shooting phase that
they are going to use grapeshot. In that case, place the
Flame template straight in front of the gun. All models
under the template (even if only grazed by it) suffer a
Strength 4 hit (1 wound, -2 save modifier).

MISFIRES

The Artillery dice is rolled twice when a cannon is
fired, so there are two chances of rolling a Misfire
result. However, the two results will be different. If a
Misfire result is rolled on the first dice, the cannon
has literally misfired and may explode. If a Misfire is
rolled on the Bounce roll then this merely indicates
that the ball has stuck in the ground and does not

bounce.

If a Misfire is rolled as the cannon is shot then consult
the Misfire chart on the following page.
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Misfire chart
D6

Result

1 DESTROYED!
The cannon explodes with a mighty crack.
Shards of metal and wood fly in all
directions leaving a hole in the ground and
a cloud of black smoke. The cannon is
destroyed and its crew slain or injured.
Remove the cannon and its crew.

2-3 MALFUNCTION

The powder fails to ignite and the cannon
does not fire. The crew must remove the
ball and powder before the cannon can
shoot again — which takes another turn. The
cannon therefore cannot fire either this
turn or the next turn. It is a good idea to
turn the cannon round to indicate this.

4-6 MAY NOT SHOOT
A minor fault prevents the cannon from
firing this turn, perhaps the fuse is not set
properly or maybe the crewmen mishandle
the loading procedure. The cannon is
unharmed and may shoot as normal next
turn.,

If you roll a Misfire on vour Bounce roll then the
cannon is unharmed, the misfire result merely
indicates that the cannon ball has stuck in the
ground where it hits. If the shot lands on top of a
model then that particular model is hit as normal,
but there is no further bounce damage.

PROFILES

Cannons are hand forged by master craftsmen, and
each is different with little standardisation in the way
of calibres or length. Individual cannons can be huge,
but most are either large cannons, such as the Empire
Great Cannon, or smaller cannons.

Details are given below for typical examples. The
difference between the two types is range and
damage. Bigger cannons carry a larger charge and so
have a longer range and cause more damage.

Machine Range Strength Damage Saves
Cannon 48" 10 23 No armour save

Great Cannon 6GO" 10 DG NoO armour save

Cannons are cast from iron or bronze and are built
into solid carriages. They are very difficult to destroy,
although the enemy may try to attack them with other
war machines, large monsters or magic, for example.
Therefore they have a profile with a Toughness value
and number of Wounds which they can sustain before
they are destroyed. As with other details these may
vary, but the typical cannons have a value shown here.

The Move rate is the speed that the cannon can be
moved by a full crew, assuming that the cannon's
carriage has wheels. A cannon which does not have
wheels cannot be moved. If any crew are slain, the
cannon’s speed is reduced proportionally.

A cannon cannot move and shoot in the same turn
except to turn to face its target. Cannons have such a
long range it is pointless moving them.

Movement Toughness Wounds

As crew 7 3

Gruess + Artillery dice roll

S10 bit and D3 or D6 wounds.

Estimate the distance to the target and add the result of the Artillery dice roll. This is where the cannonball lands. Then roll another
Artillery dice to determine the distance that the cannonball bounces. Any model lying under the path of the bouncing cannonball take a
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LOSS OF CREW .

A cannon requires a full crew to work properly - to
carry cannonballs, load gunpowder, push the
machine round to bear on its target, and so on. If one
crewman is slain then the rest can just about get by
without reducing the rate of fire. If two or more
crewmen are slain then the remaining crew will be
unable to cope, so when it shoots the cannon must
miss a whole turn before it can shoot again. This is in
addition to any penalty imposed by a Misfire result.

Obviously the cannon requires at least one crewman
to work it. so the machine becomes useless should
they all be slain.

CANNON SUMMARY

1) Align the cannon on the target and declare the
distance you are aiming.

2) Roll the Artillery dice and add the score to the
distance aimed. The cannonball travels forward
this distance before striking the ground.

3) If vou roll a MISFIRE refer to the Misfire chart.
Otherwise, mark the point where the cannonball
strikes the ground and roll the Artillery dice to
establish the bounce distance. All models in the
path of the bounce are hit.

4) If you roll a MISFIRE for the Bounce roll, the
cannonball sticks in the ground and does not
bounce.

5) Work out the effect of hits normally. Models have
no armour saving throw for a cannon hit.

BOLT THROWERS

Bolt or dart throwers are large crossbows that shoot a
spear-sized missile. They are so large that they are
mounted on their own stand, often with wheels so
they can be pivoted easily. A crew of two or more is
required to wind back the powerful torsion arms and
position the huge bolt ready for firing. On the whole,
these weapons are nowhere near as large or
cumbersome as stone throwers and cannons.

Bolt throwers are fired in the Shooting phase along
with other missile weapons. To fire a bolt thrower it
must first be turned on the spot so that it points
towards its intended victim. The bolt travels straight
forward and (hopefully) hits the first target in its path.
In a unit of troops this will always be a regular
trooper. Only if there are no rank-and-file troops in
the first rank hit by the bolt will it be necessary to
randomise which model in the first rank is hit.

To determine whether the bolt strikes its target, roll a
D6 to hit using the crew’s BS in the same way as bow
shots, crossbows, and other missile weapons. The
usual modifiers apply, except no penalty is imposed
for turning the machine, as it is designed to be used
in this way. See the Shooting section for details.

STRENGTH OF ATTACK

t

If a hit is scored work out damage as described below.
If the shot misses then the bolt hits the ground or sails
into the air and comes down harmlessly somewhere
else.

WORKING OUT DAMAGE FROM HITS

A bolt thrower is a powerful weapon which can hurl
its bolt through several ranks of troops, piercing each
warrior in turn. If it hits then resolve damage against
the target using the bolt thrower’s full Strength of 6.
If the model hit in the first rank is slain then the bolt
hits the trooper in the second rank directly behind:
resolve damage on the second model with a Strength
of 5. If the second rank trooper is slain then a model
in the third rank is hit: resolve damage with a Strength
of 4. Continue to work out damage as the bolt pierces
and slays a model in each rank, deducting -1 from the
Strength for each rank pierced.

A model damaged by a bolt thrower sustains not 1 but
D3 wounds, which means that even large monsters
can be hurt or slain by a hit from a bolt thrower.
Armour saves are not allowed for hits from a bolt
thrower because the missiles are so fast and deadly
that any armour is pierced along with its wearer. As
saves are not taken, a target with only 1 Wound will be
slain if it takes damage, there is no need to roll the D3
to decide the number of wounds. Remember that
Ward saves can be taken as normal against damage
from a bolt thrower.

PROFILES

The bolt thrower hurls a sharp spear which causes
considerable damage. The chart below shows its
details.

Range Strength Damage Armour saves

48" 6 -1 per rank D3 No armour save is allowed

Bolt throwers are made from solid wood and iron.
They have a profile like a creature, with a Toughness
value and a number of Wounds which they can sustain
before they are destroyed.

The Movement rate is the speed which the bolt
thrower can be moved by its full crew. If a crewman is
slain, the bolt thrower’s speed is reduced
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proportionally. A bolt thrower cannot move and shoot
in the same turn except to turn to face its target.

Movement Wounds

o

AS Crew

Toughness

7 3

LOSS OF CREW

Some bolt throwers have a crew of two and if one
crewman is slain then the remaining crewman can
just about get by without slowing up the machine
noticeably. Should a bolt thrower require a larger
crew, then the loss of a second crewman will reduce
its rate of fire to every second turn in the same way as
for stone throwers and cannons.

BOLT THROWER SUMMARY

1) Align the bolt thrower on target and roll to hit.

2) Resolve damage at Strength 6. No armour save is
allowed for a hit from a bolt thrower.

3) If the target is slain roll damage against the second
rank at Strength 5.

4) Continue rolling for damage until you fail to slay
the target or run out of ranks.

5) Deduct -1 from the Strength for each rank already
pierced.

OTHER WAR MACHINES

Stone throwers, bolt throwers and cannons are
common to several armies, but in addition there are
many strange war machines that are available only to
specific These
Warhammer Armies books together with the special
rules that apply to them. Examples include flame
cannons which spout a sheet of flames, devastating

Armies. are described in the

multiple-barrelled organ cannons, and the deadly
Skaven warpfire throwers.

Some of these unique war machines are so different
that they have entirely new rules, but others are
similar to the machines described above in that they
consist of a weapon and its crew.

In general, when shooting at such machines, all hits
are randomised between the machine and crew in the
same way as hits on stone throwers, cannons and bolt
throwers. Also generally speaking, when in close
combat with such machines the same rules apply as to
the crews of stone throwers, cannons and bolt
throwers. Exceptions to these procedures are
described together with the special rules for the
weapons in the appropriate Warhammer Armies
books.




126

CHARIOTS

Clmrinln are capable of charging into the midst of

enemy units, cutting them down like wheat with
their scythed wheels. Most chariots have at least two
crew with two creatures pulling the chariot - these
creatures are normally horses, but many races of the
Warhammer world utilise far more powerful and
dangerous beasts. For example, Goblins capture and
harness ferocious wolves to their chariots, while Orcs

favour brutal, snorting warboars, and the chariots of

the ruthless Dark Elves are pulled by croaking Cold
Ones.

THE CHARIOT MODEL

A chariot, including its crew and the creatures pulling
it, are considered to be a single model in the same
way as a powerful character riding a large monster.
Chariots can move and fight individually in the same
way as character models or large monsters. Each
chariot is, in effect, a unit of one model. However,
note that spells which move individual models cannot
move chariots as this would make them far too

powerful.

Chariots have separate characteristics for the chariot
itself, the crew, and the creatures pulling it, but some
characteristics are not included in the profile as they
are never used.

EXAMPLES OF CHARIOTS
Goblin Wolf Chariot

M WS BS § T W 1 A Ld
Chariot - - = 5 i et
Crew il R U R S - SRy I §)
Giant Wolves P R = B - - B R
Armour save: 5+
High Elf Tiranoc Chariot

M WS BS §S T W I A Ild
Chariot T R W N SRR
Crew - A F = - § 1 8B
Elven Steeds D % - B oam e oA ] -
Armour save: 5+
Beastman Tuskgor Chariot

M WSBS § T W I A Id
Chariot SO R Ta S SR PSEEEEEN
Crew A N N TR

-

Tuskor

Armour save: 4+
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CHARIOTS

CHARIOT UNITS

Some armies, most notably the army of the Tomb
Kings, can group several chariots together into a unit.
These are treated exactly as cavalry, though they can
never gain a rank bonus. If chariots can be grouped
into units, this is clearly indicated in the army list.

Any standard carried in a chariot gives its usual
benetit in close combat (normal +1 Combat result
bonus) and if a banner carried in a chariot is a magic
banner, the magical effect of the standard applies as
normal.

MOVING CHARIOTS

A chariot moves at the same speed as the creatures
that are pulling it. Chariots of the Old World are
massive, lumbering war machines and can therefore
never march, although they double their move when
charging in the same way as other models do. When
moving a chariot simply measure the distance and
move it. There is no need to turn or wheel, though
the chariot still has to have a line of sight to any
enemy that it is going to charge. In effect, chariots can
turn to face any direction without reduction to
movement.

Each chariot is pulled by two or more creatures. Their
characteristics are listed in the chariot’s army list entry
as theyv affect the speed of the chariot and because the
creatures fight in the Close Combat phase.

OBSTACLES & TERRAIN

Chariots cannot voluntarily move over obstacles or
difficult terrain, except to cross a river at a bridge or a
ford, that is safe to cross. A chariot compelled to move
over terrain it cannot normally move through is likely
to be damaged as its wheels strike rocks, its body
becomes entangled in undergrowth, or it careens
over a wall. If forced by circumstances into difficult
terrain or over an obstacle, the chariot sustains D6 S6
hits. Apply these as hits from close combat and all the
hits are directed toward the chariot. Chariots
sometimes have to cross obstacles or difficult terrain,
for example, if they are forced to flee from close
combat. Chariots cannot charge over obstacles.

CHARIOT'S WEAPON SKILL

A chariot does not have a separate Weapon Skill, so
when it fights in close combat, the enemy compares
his Weapon Skill against that of the chariot’s crew. If
the chariot has crewmen with different Weapon Skill
values then always use the highest.

SHOOTING AT CHARIOTS

When you want to fire at a chariot, treat it like any
other unit. One of your units can choose it as a target

and must direct all its shooting at it. Roll to hit and to
wound against the chariot in the same way as against
troops. Any hits scored are targeted towards the
chariot as a whole, unless any characters are riding in
the chariot (see Characters in Chariots). Some
chariots are large targets and yvou therefore get a +1
to hit bonus when shooting at them. If the chariot is
a large target then this is clearly indicated in the army
list entry.

DESTROYED CHARIOTS
& HIGH STRENGTH HITS

Just like any other creature, a chariot can only suffer

a certain number of wounds before it is destroyed.
Roll to wound as normal, and take any saves that
apply as explained below. A chariot has a pool of
Wounds which represent the chariot itself, its crew
and the creatures pulling it. When a chariot loses its
last Wound, remove the whole model from the
battlefield.

If a chariot is hit and wounded by an attack which is
of Strength 7 or more, it is destroyed automatically
with no armour saving throw allowed - even the most
strongest chariot can be blown apart if hit by a
cannonball!

If a chariot is destroyed, all of its crew are
automatically killed. Any characters in the chariot (see

below) will sufter a single S5 hit if it is destroyed. If

they survive, they may continue to fight on foot.
Survivors are placed within 2" of the place where the
chariot was. If the chariot was in close combat before
it was destroved, any surviving characters will
continue the fight on foot.

CHARIOT SAVES

Most chariots have an armour save, just like troops, to
take into account their heavy construction and the
protection they offer to their crew. The army list entry
clearly indicates the armour save value of each
chariot.

CHARACTERS IN CHARIOTS

Characters can ride chariots in much the same way as
large monsters. When shooting at a chariot, the hits
are randomised between the character riding the
chariot and the chariot itself. Roll a D6: on a roll of 6
the attack hits the character. Work out damage in the
normal manner, except that the character either gains
a +2 armour save bonus for riding the chariot or can
use the armour save value of the chariot, whichever is
the highest.

In close combat, enemies can choose whether to
attack either the chariot or the character riding it (see
overleaf).
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CHARIOT ATTACK

Chariots are heavy, lumbering machines, which cause
considerable damage when they charge. In addition
to this, the crew and steeds pulling the chariot may
attack, making a chariot extremely dangerous in
combat when it charges.

IMPACT HITS

When a chariot charges a unit, it causes D6 hits with
its own Strength. The number of hits is increased by
+1 if the chariot is equipped with scythed wheels.
These hits are inflicted first, before the close combat
begins, and any wounds caused by the charging
chariot count towards the combat resolution as
normal. Remove any casualties as detailed in the
Close Combat section. Like other casualties of close
combat, the models killed by the impact hits do not
get to fight.

The main danger from a chariot comes during its
charge, so it is wvitally important that it isn’t
outmanoeuvred and charged by the enemy. Chariots
caught out in this way get no impact hits and are likely
to be overwhelmed.

Impact hits against a unit of troops are worked out
against the troops rather than against any characters
in the unit (including the unit Champion). If a chariot
charges against a single character on his own then the
impact hits will obviously strike the character, but in
other cases it is assumed that the character is canny
enough to avoid the crushing chariot.

It a chariot charges another chariot ridden by a
character, or a monster ridden by a character, the
impact hits are never worked out against the character
but rather against his chariot or mount. Crew and
creatures pulling the chariot may attack the rider as
normal.

CREW ATTACKS

Chariot crew may fight against enemy in contact with
the chariot whether to its front, side or rear. They
strike blows in normal Initiative order and arttack
during a charge, exactly like other warriors. All crew
(usually two) fight, including the driver.

Crew and chariots may also shoot any of their missile
weapons in the Shooting phase as normal (unless
engaged in close combat) though a -1 to hit penalty
applies if the chariot moves.

CREATURE ATTACKS

The creatures pulling the chariot may fight if they
have their own attacks. Giant Wolves, for example,
have their own attacks. Due to restrictions of harness
and reins, creatures can only attack enemy directly in
front of them. Work out attacks in Initiative order, but
they will attack first during charges as normal.

ATTACKING CHARIOTS
IN CLOSE COMBAT

You may choose to attack either the chariot (this
includes crew and creatures pulling it) or a character
riding in it (if present). In the case of characters, the
protection of the chariot increases their armour save
by +2 or use the chariot’s armour save. Otherwise
combat against characters in chariots is resolved in
the normal manner. Attacks in close combat against
the chariot are resolved exactly like they would be for
shooting, (except that you roll to hit comparing your
Weapon Skill against the highest WS of the chariot
crew), and then record any wounds suffered.

CHARIOT CHALLENGES

A character in a chariot may issue or meet a challenge.
He is considered to have stepped down from the
chariot and the challenge is worked out as if the
character was on foot. Any impact hits from the
chariot are worked out against the unit rather than
the character, as are the attacks of the creatures
pulling the chariot and the rest of the crew; they are
not part of the challenge. Only if the enemy character
was on his own when the chariot charged are impact
hits, crew and creature attacks worked against him.

FLEE AND PURSUIT

Chariots flee and pursue exactly like ordinary troops.
If broken in close combat or forced to flee, they move
2D6" or 3D6" depending on their speed. If caught by
pursuers, they are destroyed. Similarly, they pursue
fleeing enemies at the same rate and will destroy
them if caught.

VICTORY POINTS

Chariots yield Victory points for each individual
chariot destroyed. Calculate Victory points for
characters riding chariots separately.

CHARIOT UPGRADES

As indicated in the Warhammer Army books, some
chariots can be upgraded as summarised below:

Chariot upgrade summary
UPCRADE  EFFECT

T TR ™=

Extra crewman +1 additional crew attack per

exXtra crewman

Extra steed +] additional steed attack per

steed

Scythed wheels +1 to impact hits




BUILDINGS

uildings provide interesting terrain features on
Bthc battlefield. Not only are they attractive but
they can also be important from a tactical point of
view. Towers might overlook the battlefield providing
an excellent vantage point for archers, Wizards or war
machines. Troops deployed in buildings will be hard
to winkle out and are able to defend their position
against a much more numerous enemy. However, a
good General knows that it is not always profitable to
occupy buildings just because they are there, as it is
easy to waste vital time taking a village that the enemy
then ignores or circumvents. Players must weigh the
tactical considerations for themselves, and decide
whether or not a particular building has any tactical
value. One way is to simply treat buildings as difficult
terrain.

MOVING INTO
AND AROUND BUILDINGS

It is not possible for units of troops to enter buildings,
courtyards, or small walled fortifications in a
conventional formation. In order to do so they
automatically break into a skirmish formation (see the
Skirmishers section). Although only specified types of
troops can skirmish on the battlefield, any troops can
skirmish in and around buildings.

ENTERING A BUILDING

Models may enter a building in their Movement phase
by moving through an unguarded door or window
which is judged to be large enough to accommodate
them. A unit of troops may be divided between
several buildings, or a building and the
surrounding area. Models can leave a building
through an unguarded door or window in the
same way, but are not allowed to enter and leave
the same building in a single turn.

INSIDE A BUILDING

The number of models it is possible to place
inside a building will depend upon its size. If
the model building has roofs and floors that
can be removed, then the models can be
placed physically inside, which simplifies
matters considerably. However, most
buildings do not offer this kind of facility,

so players must decide before the game
how many models the building can
contain. Obviously, models that are too
large to fit into the building cannot do so

- a Dragon or Troll is simply too large to

fit into a cottage!

Unless your buildings have removable roofs and
floors you will need to keep a separate record of
where models occupy a building. This can be done in
any suitable manner, for example by writing down
how many models are inside on a scrap of paper and
placing the piece of paper under or beside the
building. Point out to your opponent where troops
are moving into buildings to avoid any confusion later
on.

Except where buildings are really huge, you will not
need to move troops about inside. Models inside the
building are assumed to be wherever you wish, and
can shoot from any windows, doors or other
openings as opportunity permits. However, if a
building is very large, roughly speaking more than 6
along any side, then this can lead to unreasonable
situations. If a building were 24" long for example, it
would be ridiculous to allow a model to romp from
one end to the other in a single turn. Should you wish
to employ such grandiose buildings then you must be
prepared to either make them in such a way that
models can be placed inside, or record movement
within them by means of graph paper charts or maps,
noting down where models are each turn.
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SHOOTING

Models that are inside buildings can shoot from arrow
slits, windows, doors or other openings. Up to two
models may shoot from a single opening. Models on
flat roofs, parapets, balconies or suchlike can also
shoot. Troops occupying a building do not all have to
shoot at the same target but shoot as individuals
choosing permissible targets as you wish.

Models which have shot from windows or other
openings in their own turn can be seen and shot at by
the enemy in their turn. Models inside buildings
benefit from the advantage of being behind hard
cover (-2 to hit) as well as being in skirmish formation
(a further -1 to hit).

FIGHTING INSIDE BUILDINGS

A unit that wishes to attack an enemy-held building
must adopt a skirmish formation in order to move
through doors or windows. This is automatically
accomplished as soon as the charge is declared.
Attackers can move straight through any unguarded
doors or ground floor windows but must stop if there
is a defender guarding the entrance.

Up to two models per side can fight across a window
or doorway. The defenders benefit from the rule for
fighting across defended obstacles, so the attackers
will need 6s to hit regardless of their Weapon Skill
characteristic (WS) until they win a round of combat.

When both sides have troops inside a building, and
assuming that models cannot physically be placed
inside the building model itself, it will be necessary to
resort to a map or ground plan. Quickly draw out a
rough ground plan of the building noting the position
of windows and doors. Place the ground plan as near
to the gaming table as possible. The defender places
his models onto the ground plan and attackers are
transferred over as they move into the building.
Further movement and combat can then be resolved
on the plan, and models transferred back to the
gaming table as they leave the building.

DESTRUCTION

Buildings are very tough but not so tough that they
cannot be destroved by large machines or monsters.
To represent this, buildings are given a Toughness
value and a number of Wounds in the same way as
other constructions such as war machines and
chariots. As it is not strictly appropriate to talk about
‘Wounds’ in this context we refer to them as Damage
points instead — remember that Damage points and
Wounds are exactly the same thing.

LARGE BUILDINGS

If a building is very large it would be inappropriate to
destroy it all at once. You might prefer to divide it up

: BUILDINGS _\4— \\ .

into several portions and consider each separately. Eg,
a Lord’s manor house could have a main hall and two
wings. This would conveniently divide into three
parts for the purposes of recording damage.

DAMAGE ON BUILDINGS

The chart below lists types of buildings and suggests
Toughness values and Damage points for them. As
many gamers make their own buildings you may
prefer to tailor each building's values to its
appearance.

Builaing chart

Type of building Toughness Damage pts
Mud or straw huts,

light wooden shacks/outhouses 5 2
Timber or brick house

or log built cabin 7 5
Stone house 9 5
Stone tower or fortification 10 10
Heavily reinforced & barred door 6 1
Secured fortress gate 8 5

If a building sustains its full quota of Damage points
it collapses. Models inside a collapsing building must
make their basic armour saving roll or they are
trapped and slain. Models which pass their armour
save may be moved outside the building.

We have included values for a variety of buildings as
well as heavy doors and fortress gates, as you may
wish to experiment with games where defenders shut
the doors of their tower or castle whilst defenders
attempt to batter down the defenses (see also the
Siege rules in the Appendix section). Ordinary
domestic doors are not considered to offer any
significant defence.

AND FINALLY..

This section includes many suggestions and ideas
rather than reams of hard and fast rules. This is simply
because it is impossible for us to imagine what kind of
scenery you have available or might wish to construct.
Ambitious players might want to construct a whole
townscape of temples and palaces, sorcerer’s towers,
public squares and who knows what! Rules for castles,
keeps and towers are discussed in the Siege section.

If you make your own buildings, you will no doubt
want to incorporate interesting features such as spiral
stairways, sweeping bridges, gatehouses, drawbridges
and so on. For example, a winding staircase could
take half a turn to climb or a turn if it is very long, or
a narrow corridor could allow passage to only four
models per turn. Such matters are left to players to
determine as they feel appropriate.
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Then fame and renown
Of Sigmar, hammer bearer
Of the high king of the Dwarfs
Spread far and wide.
Sigmar the chief, mighty lord
Of Unberogens, and other tribes
Of Mankind.
Except for Teutogens
Who is this Sigmar?
Let us wage war on him!
Men against men, pleasing to Orcs.
Yet the gods shook their heads
Let Sigmar prevail. Let tribes be united
Let mankind be well led.
And vanquished was, the Teutogen chicf
And for Sigmar was his hall
Lord of all tribes, leader of Men.
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MAGIC

h.’ﬁ section introduces such things as mighty

‘Wl.g:lrdq magical spells and sorcerous items into
the Warhammer game. In the Warhammer world,
magic is a very real force — a force to be both feared
and respected. Only beings that possess awesome
mental and physical power can even hope to bend the
powers of magic to their will. Lesser persons would
be consumed in an instant — their minds torn apart by
unfettered energies and their souls dragged to the
darkest underworld by cackling daemons. Even the
most accomplished sorcerers walk a narrow path
between ultimate power and eternal damnation.

You will learn much from the pages that follow about
how magic works in the Warhammer world, about the
different kinds of spells, and about the ever present
dangers of meddling with dark, sorcerous forces.
Before we begin, let us make sure that we are
properly prepared!

WIZARDS

In the Warhammer game we commonly refer to a
model able to cast spells as a Wizard. Some races use
different terms, such as Sorcerer, Mage, Shaman or
Seer, but all of these and others are considered to be
types of Wizard. Their use in the game is covered by
the rules described on the following pages.

SPELLS

In the player’s Magic phase, his Wizards can cast
spells. These can be terribly destructive, or powerfully
protective, or might confer special abilities on the
caster or other models. A comprehensive list of spells
is given later.

In the furthest north, beyond the boundaries
E of s.:.nil"‘vﬂr and the laws of nature, stands the
wrecked gateway of the Old Ones, oozing
with darkness and spewing forth mutating
energy: the raw stuff of chaos It is a
bleeding wound, a tear in the fabric of
reality, a gateway to another dimension. The
shattered gate appears as a great ring circled
by stone machineries, dwarfing the
mountains around it. It is covered in runes
of unimaginable potency, that glow in the
darkness, their dancing shapes altering
reality. From the dark reaches of the
gateway pours out the winds of magic and
mutating clouds of warpstone dust.

Some races have their own unique types of spell
which they can use instead of those in this book.
These are not described here as there are a great
many, and they are only of specific interest to a plaver
who owns that particular army. They are therefore
included in the Warhammer Army book for each race.

MAGIC ITEMS

A magic item is an artefact or device imbued with
magical power. Such items are not common in the
Warhammer world and their extraordinary value and
arcane nature means that they often take the form of
treasured heirlooms belonging to noble houses or
powerful magical covens. The kings and lords of the
Old World possess many such devices but rightly fear
to use them, except in the most dire circumstances.

We have provided a short list of magic items in this
book. These are items of a relatively general type, the
kind of artefacts which can be made and duplicated
by an accomplished artificer of magic. However, most
magic items are unique and their nature is strongly
bound to the race that manufactured them. You will
find many more magic items specific to each race
described in the Warhammer Army books.

WIZARD LEVELS

No two Wizards in the Warhammer world are identical
in power or knowledge, but in the game we divide
Wizards into four degrees of ability called Levels.

Level 1: Wizards of the First Level are those of basic
ability, although they are mighty practitioners of
magic in everyday terms.

Level 2: Wizards of the Second Level are experienced
spell casters whose powers are significantly greater
than mere First Level Wizards.

Level 3: Wizards of the Third Level are great sorcerers
of a kind rarely seen on the battlefield except in times
of dire need.

Level 4: Wizards of the Fourth Level are the most
mighty of all Wizards, the very equals of kings
amongst the realms of sorcery.

The higher a Wizard’s Level, the greater his ability to
draw magical power from the swirling winds of magic,
either for his own use or that of his fellow Wizards.

Each Wizard begins the game with one pre-generated
spell for each Magic Level he has. We'll explain how to
generate spells later. For now it is sufficient to know
that First Level Wizards have one spell, Second Level
Wizards have two spells, and so on.
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CASTING SPELLS

In a player’s Magic phase, which follows the
Movement phase, each of his Wizards can attempt to
cast each of his spells only once. Spell casting is
determined by rolling dice, and the number of dice
available to roll limits the number of spells that can be
attempted. Fleeing or dead Wizards cannot attempt to
cast spells.

Wizards cannot cast spells at units in close combat,
unless specifically noted in the spell’s description.

POWER DICE

At the start of the Magic phase, the player whose turn
it is takes two dice and adds one further dice for each
First Level Wizard, two dice for each Second Level
Wizard, three dice for each Third Level Wizard, and
four dice for each Fourth Level Wizard in his army.
Some magic items also add bonus dice. All of these
dice are called Power dice. The dice are expended
throughout the Magic phase when rolling to cast

spells, so it is important that all of the Power dice are
placed in a pile directly in front of the player where
they can be seen, or alternatively placed into a cup, a
box or some other convenient place where they will
not get mixed up with other dice used in the game.
Alternatively, the players may wish to use different
coloured dice to represent Power dice. Fleeing or
dead Wizards do not generate Power dice.

4 N
Power dice chart |
LEVEL NO. OF POWER DICE |
Basic 7 :
Each First Level Wizard +1 i
Each Second Level Wizard +2 !.
Each Third Level Wizard +3 f;
Each Fourth Level Wizard + 4 :
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DISPEL DICE

At the same time as the player whose turn it is makes
a pile of Power dice, his opponent makes a pile of
Dispel dice. To do so, he takes two dice (four in the
case of a Dwarf army) and adds one further dice for
each First or Second Level Wizard, or Dwarf
Runesmith or Runelord in his army regardless of
Level, and two dice for each Third or Fourth Level
Wizard in his army. As with Power dice, magic items
can add to the Dispel pile. As with Power dice, the
Dispel dice can be placed into a cup, box or some
other convenient place where they will not get mixed
up with other dice used in the game. The Dispel dice
are expended throughout the Magic phase when
attempting to dispel spells that have been cast by the
opposing player. Fleeing or dead Wizards do not
generate Dispel dice.

Dispel dice chart

LEVEL NO. OF DISPEL DICE
Basic 2

Each First Level Wizard +1

Each Second Level Wizard +1

Each Third Level Wizard +2

Each Fourth Level Wizard +2

Once the players have gathered the appropriate
number of dice into their Power dice pile or Dispel
dice pile the player whose turn it is can begin to cast
spells.

HOW TO CAST A SPELL

To cast a spell, a Wizard chooses and nominates one
of his spells to cast and then declares the target of the
spell.

Each spell has an associated casting value which varies
from a minimum of 3 to a maximum of 15. When a
Wizard attempts to cast a spell, the player can roll a
number of dice from his Power dice pile equal to the
amount indicated in the table below. So, for example,
a First Level Wizard may only roll a maximum of two
dice to cast a spell. The result is the total of the dice
rolled.

For example, if one dice scores 4 the result is 4, if two
dice score 4 and 6 the result is 10, if three dice score
3, 5 and 0 the result is 14.

Spell casting chart

Maximum Power dice

Level of Wizard rolled for a single spell

W e BN B

1
2
3
4

If the result equals or exceeds the spell’s casting value
the spell is successfully cast. If the resulrt is less than
the spell’s casting value, it is not cast. In either case,
all dice rolled are ‘expended’ and removed from the
Power dice pile. As can be appreciated, the chances of
casting a spell can be increased by rolling more dice,
but doing so will reduce the number remaining and
hence the chances of casting further spells.

If a spell is successfully cast, the opposing player can
make one attempt to dispel it. He rolls as many Dispel
dice as he wishes and compares the total of the scores
with the score rolled by the caster’s Power dice. If the
result is equal to or higher than the caster’s score, the
spell is dispelled - it is not cast and has no effect. As
Dispel dice are rolled they are expended, reducing
the player’s ability to dispel further spells.

MINIMUM 3 TO CAST

No matter how powerful a Wizard might be, he
cannot cast a spell where the total of the dice result is
less than 3. A result of 1 or 2 is always considered a
failure, despite any modifiers. This is true regardless
of any bonuses that might apply in any form, whether
from a magic item or some other source. When rolling
to cast a spell, a result of 1 or 2 is always a failure.

MISCASTS AND
IRRESISTIBLE FORCL

So far we have seen that spells are cast by rolling a
result equal to or more than the required casting
score. In addition, there are two special rules that
apply to all Wizards when they cast spells: these are
Miscasts and Irresistible Force.

When rolling to cast a spell, if the player rolls two or
more 1s, the spell is a Miscast. The spell automatically
fails to cast regardless of the total result. Something
goes horribly wrong. Refer to the Miscast table to
discover what horrible fate has befallen your Wizard.

When rolling to cast a spell, any result of two or more
natural 6s means that the spell has been cast with
Irresistible Force. The spell is cast successfully and the
enemy cannot attempt to stop it working, as
described below. It cannot be resisted!

As astute readers will have realised, the chances of
rolling a Miscast or Irresistible Force is increased by
rolling more dice. Such is the nature of magical
power! If a spell miscasts and is cast with Irresistible
Force at the same time (eg, from four dice the player
rolls two 1s and two 6s) then the spell counts as a
Miscast. Miscasts take precedence in this case.

With Miscasts and Irresistible Force it is the actual dice
scores that are considered, irrespective of bonuses
and before any re-rolls from magic items are taken. A
re-roll cannot cause a spell to be cast with Irresistible
Force, nor can it prevent a Miscast.
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DISPELLING A SPELL-

Compared to our mundane world, the Warhammer
world is drenched in magic. The very rocks of the
planet are soaked with sorcerous power, the trees
draw their sustenance from waters steeped in magic,
and the air itself is impregnated with raw sorcery.
Small wonder then that the creatures which live in the
Warhammer world have developed a certain natural
immunity to magic — an ability to resist the influence
of magic upon their minds and bodies. Were this not
the case then all life would have since mutated into
abhorrent forms and the world would be overrun
with slithering tentacled monstrosities.

To represent this natural ability to resist the influence
of magic, we have the Dispel roll. After a player has
cast a spell, his opponent can immediately make one
attempt to dispel it using any number of his Dispel
dice. Some magic items may allow a second attempt,
or a re-roll, but these are exceptions and in normal

circumstances only one attempt can be made to
dispel a spell. You will notice that it does not matter
who or what the spell has been cast at, it can always
be dispelled.

In addition, the result can be increased further by the
use of magic items. Any number of magic items can be
combined to boost the score, but the player must
declare that he is using any magic items before he
makes the Dispel dice roll. It is not permitted to roll
the dice and then decide to use a magic item
retrospectively. Many of these magic items can only be
used once, or a limited number of times, so it is
important to be clear about whether you are using
them or not before rolling the dice.

To dispel a spell, the plaver must score the same
number or higher than the caster scored to cast the
spell. For example, if the caster used four dice and got
a result of 20, the dispelling player must score 20 or
more on his Dispel dice to dispel the spell.
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bargaining tool with my master.

Dwarf King's blood would be hers!

the scattered woods into a2 massive ball of flame.

The crash of Dwarven boots echoed down the valley as rank upon rank of Longbeards, Hammerers and
Ironbreakers marched along to the martial beat of the drums and the rising notes of war horns. On the
hillsides above them dark shapes flitted from shadow to shadow. The Dark Elf scouts whistled to cach other
in the manner of birds, reporting the slow progress of the Dwarf King's army. They could see him now, borne
upon his throne which was carried on the shoulders of four sturdy Dwarf veterans. As the Dwarf column
reached the centre of the pass a picrcing howl echoed across the mountans.

On the summit of Mount Blood. Morgir smiled grimly at her second-in-command Kherith.

We'll give them a few more minutes, | want the rock fall to cut the King off from retreat. Thc}r will be
uught like rats in a trap. Are your riders ready for the charge?”

Yes, my lady! Thu::,r wait in the copse to the cast, and will charge as soon as the ground starts to tremble’

‘The King must not escape. | have need of him. His blood will be useful to me when I seize power from my

brother. Dwarf blood. I am told. is very rich, and the blood of their High King will be a most useful

The Dark Elf Knight shuddered despite himself. He dared not think what could possibly make Morgir more
powerful. The screams of her rituals echoed around the tower on the dark nights, and the uncarthly voices of
the beings she summoned would vibrate through the black stone like an urthqu:,

Morgir started to chant, gesturing frenziedly with her hands. The air grew hot and dry and Kherith felt the

moisture being pulled from his body. A dark aura surrounded the sorceress now, and as she traced her arms

through the air faint shadows were left in their wake. With a hideous screech Morgir snatched a dagger from
her belt and plunged it into the acolyte standing beside her. As the Dark Elf's life bubbled away into the

rough grass his mistress spnk: the final incantation and the ground began to shake

As the trees around them toppled to the ground Kherith’'s Knights charged from the woods, ahead of them the
hillsides collapsed. A massive wall of rock and dust plunged into the valley bringing screaming death onto the
heads of the Dwarf rearguard. The splintering of wood and the screech of tortured metal echoed harshly in the
midday air, as the Dwarf’s artillery train was crushed.

Screaming her triumph, Morgir lashed out at the bewildered Dwarfs with a bolt of darkness. As the magic
arced down towards the valley floor the spell suddenly dissipated. Frowning, the Sorceress closed her eyes,
secking out what was amiss. There! Another wizard! Opening her eyes she scanned the Dwarfs' ranks and
spotted a splash of red beside the High King, an Imperial Wizard of the College of Bright Magic. Even as

she watched she saw a massive fireball hurtle into her Knights, smashing them from their saddles and turning

Summoning up the energies for another spell, Morgir laughed aloud. She still had plenty of power left and the
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DOUBLE 1 AND DOUBLE 6 : MISCASTS

Trying to control massive magical energy to dissipate
an enemy spell is extremely taxing and difficult, and
can easily go wrong. Therefore, just as with casting
spells, if two or more of the Dispel dice come up as
1s, the attempt to dispel a spell automatically fails.
Regardless of how many bonuses you might have
accrued from magic items, etc, a roll of two or more
Is is always a failure. If a player rolls two or more 6s
when dispelling a spell, the dispel succeeds
automatically. Note that an automatic fail takes
precedence over an automatic success when
dispelling a spell.

If a player rolls two or more 1s when rolling Power
dice to cast a spell, this is a very bad thing. Something
has gone terribly wrong with the spell. The Wizard,
and by extension the player, is about to find out what
kind of terrible consequences occur when foolish
creatures dabble in things best left alone. We said that
magic is a dark and dangerous power and how telling
those words will become as you take 2D6 and roll on
the Miscast table! Note that a Miscast spell never
succeeds regardless of the actual number rolled by
the Wizard.

IRRESISTIBLE FORCE

As we have already noted, if two or more 6s are rolled
when casting a spell, the spell is considered to have
been cast with (adopt deep booming voice now)
Irresistible Force! A spell cast with Irresistible Force
is irresistible just like it says... you cannot dispel the

spell and no Dispel roll can be attempted. The Miscast table given below is a general table which

is used for all races that do not have a specific table in
DWARFS their own Warhammer Army book. Some races derive
Dwarfs are legendarily resistant to magic and a Dwart their sorcerous powers from specific, and usually very
army always adds two extra Dispel dice to its pile. A nasty, gods or daemons, for which specific, and
Dwarf army therefore starts with four dice plus one usually very nasty, Miscast tables are provided in the
per Runesmith or Runelord in the army. appropriate Warhammer Army books.

Miscast table .

Roll 2D6 as your opponent cackles maniacally

2D6 Result
2 The collected magical power explodes in a ball of energy. Models in base contact, friend or foe, suffer

one Strength 10 hit, as does the casting Wizard.

3 There is an explosion of dazzling colours and sulphur as the Wizard loses the control of the spell. The caster is blasted
D6" in a random direction (use the Artillery dice to determine the direction) and cannot cast further spells until he rolls
2 6 on a D6 at the start of his Magic phase. If blasted into another model he stops and both take one Strength 10 hit. If
blasted into a wall, wood, or solid object, the caster takes one Strength 10 hit.

+ The magical energies escape as the Wizard loses his concentration. The opposing player may immediately cast any one
of his own spells of the same casting difficulty rating or less. No casting roll is required - the spell is automatically cast
— but it can be dispelled by the player whose turn it is by using Power dice in the same way as Dispel dice. A player needs

to beat the basic casting value of the spell to dispel it.

5 The caster is knocked off his feet by a sorcerous explosion. He cannot shoot or attack this turn, is hit ;iummzﬂﬂlk‘h}i -
close combat and cannot cast any magic this turn or in his next turn, but is otherwise unaffected. ;

6-7  The caster loses control of his spell and struggles to keep the magical energies in check. He cannot cast any more §| |
in this Magic phase. '

8-9 A massive vortex of power drains away the sorcerous energy. Any remaining Power dice held by the player are remov _ :
and the Magic phase ends. :

10  The caster is racked by sorcerous power and suffers 1 wound with no saves allowed.

11  Ravaged by the power of Chaos the Wizard loses some of his power. The caster’s Magic Level is reduced by -1 and he
cannot attempt to cast the spell that he has miscast for the rest of the battle. If the caster’s Magic Level is reduced -.t 0
he can cast no further spells for the rest of the battle, but he still counts as a First Level Wizard for the "
calculating the number of Dispel dice only.

12  The caster’s mind is ravaged by the power of a hideous Daemon who's attention the spellcaster has drawn. The spell he
attempted to cast is successful and counts as having been cast with Irresistible Force, but the caster cannot cast any more
spells for the duration of the battle, and generates no Dispel or Power dice. ©
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CHARACTERS AND UNITS
AS TARGETS OF SPELLS

Note that characters on their own, large monsters,
war machines, etc, are classed as units as well, so
spells that target units can be cast on these targets.
Characters in units cannot be targeted separately
unless otherwise noted.

A unit is considered to be the target of a spell if any of
the models in the unit are affected by the spell.

NATURAL DISPELS
AND MAGICAL DEFENSES

Some units have a natural resistance to magic, or they
are protected from hostile magic by magical artefacts

These often add Dispel dice to attempts to counter
any spells. These dice may be used on their own as
well — for example a unit may carry a magic standard
which gives two Dispel dice against any spells which
affect the unit. These can either be used on their own
against any spell targeted against the unit, or in
combination with Dispel dice from Wizards or other
sources.

SPELLS WITH TEMPLATLES

Certain spells utilise one of the templates provided
with the game.

When using templates, any models whose base is
completely under the template are considered to be
affected by the spell. Models whose bases are not
covered by it have been lucky enough to escape.

FLEEING WIZARDS

Fleeing Wizards are not allowed to cast or dispel
spells. Fleeing Wizards do not add any dice to the
Dispel dice or Power dice pool. Note that Wizards
who are rallied before the Magic Phase are allowed to
cast spells and can dispel as normal. Dispel dice can
even be used if the plaver has no Wizards.

SPELLS IN PLAY

Most spells are cast instantly and their effect is worked
out at once. For instance, the Fire Ball spell is cast, it
strikes a target and damage is resolved. In this case,
the spell has no further effect in the game during the
same Magic phase, and the spell cannot be cast again
in that Magic phase.

Some spells last for longer than this and they are said
to Remain in Play or Last One Turn. These spells
cannot be cast again while they remain in play.

DISPELLING
SPELLS IN PLAY

After a player has finished casting his spells, his
opponent is allowed to dispel any spells that remain
in play (unless they were cast in the same Magic
phase) if he has any Dispel dice left. Note that he only
needs to beat the casting value of the spell in question
— he does not have to beat the original casting score.
In addition, these spells can be dispelled in the
player’s own Magic phase using any Power dice not
being used to cast spells, as Dispel dice. Follow the
same rules as given above. Note that a spell that was
originally cast with Irresistible Force can be dispelled
as normal in subsequent turns if it remains in play.

e m———
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Magic phase sequence

1. CAST

together to determine how difficult the spell will be to dispel.

come up as 1s, the spell is Miscast (refer to the Miscast table).

2. DISPEL

3. SPELL FAILS OR SPELL SUCCEEDS
Apply the effect of the spell if it succeeds.

4. CAST AGAIN

5. DISPEL ANY SPELLS IN PLAY

The player decides that one of his Wizards is casting a spell. He nominates the target of the spell and decides how many Power
dice he wants to use to cast the spell. The number of Power dice he can use is limited by the caster’s level.

To cast a spell successfully, the caster must roll equal to or greater than the casting value of the spell. Add the results of the dice
If two or more of the dice come up as 6s, the spell is cast with Irresistible Force and cannot be dispelled. If any two or more dice

The opposing player may attempt to counter the spells using one or more of his Dispel dice. He will have to roll equal to or greater
than the score rolled by the casting player. If two or more dice come up as 1s, the dispel automatically fails.

Provided that he has more spells to cast and more Power dice remain, the player whose turn it is can cast again,

Once the first playver has finished casting his spells, the opposing player may dispel any spells in play if he has any Dispel dice left.
The casting plaver mayv use any remaining Power dice that he has to try to dispel spells in play.
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The Battle of Blood Gorge

Blood Gorge was my first battle, and damn ncar my last. See this scar, and this? My empty sleeve, and this patch where my eye should be?
They were all gained on that black day.

The Orcs had been restless all summer and finally swept down from the mountains like a Spring flood, smashing aside the militia, burning
and pillaging all they could reach. By the time we'd mustered our scattered forces they were withdrawing with their loot back into the
mountains, It was in Blood Gorge that we caught them. uncounted Orcs and numberless Goblins, cager for battle. I was young then. like
you are now, and proud to lead the valiant but doomed Wolfenberg Halberdiers.

We fought like Unberogens, slaughtering dozens of the foul Orcs, but there were always more. Mind you, it's not ust scars that | have from
that day. No, | have other reminders of that grim battle See here, the battered Orc shicld | took from the dead hands of the beast that
slew Beckmann. The cunning Orc had caught his halberd blade with it and disarmed him. I was too late to save Beckmann, but not to pay
the brute back. Here too is the sword I finished that day with. Took it from one of our dead. Always carry two weapons lad. that's a lesson
I learned the hard way. If I hadn't picked this up I'd not be talking to you now. See the fine pommel and the gold work? Forget em and
look at the blade Finest Estalian stecl That's what matters. That's what'll bring you back home. That's also what I used to relieve one of
their spell casting witches of his head after he'd turned my hammer into a smake. This bird skull totem was his. And the Book? No I can't
read any of it either. Magical. I'd say. Took it from the witch too. but it was loot. Not an Orc thing Every time I look at it my cyes go
funny, so now | don't Head hurts? That's magic for you

And this takes Fridt of Ph::i:. The helmet that belonged to the biggest of the scum. The one who killed most of my brave lads. No, I'm
fine, qust got jsomething in my eye Yes, like | said, the Orc’s helmet. It took a bit of a battering. but then so did the pair of us. Still. it's
me with his helm and not the other way about, and for that I truly thank Sigmar. Now run along and play.. =)
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MAGIC

SPELL LISTS

he Warhammer rulebook describes eight different

kinds of magical lore each of which is represented
by six spells making a total of 48 individual spells.
Each Lore is based upon one of the eight magical
traditions of the High Elves whose learning far
exceeds that of any other race in the Warhammer
world. The men of the Empire learned their sorcery
from High EIf mages and so use the same system as
their basis of study — though their knowledge is by no
means as great.

The sorcery of the other races of the Warhammer
world is also based upon one or more of the eight
kinds of magic but often includes spells unique to a
particular race. The Warhammer Army books contain
further spell lists for specific armies where
appropriate. There are two other types of magic
which do not directly concern us here — High magic
and Dark magic. These are described in the
Warhammer Army books for the High Elves and Dark
Elves respectively.

THE EIGHT
LORES OF MAGIC

The Eight Lores of Magic are listed here by the names
that they are referred to in the following pages. These
are not the only names by which they are known, by
any means, but these terms will serve our purposcs
perfectly well.

The eight different Lores of magic in Warhammer are:
Fire. Metal, Shadow, Beasts, The Heavens, Light, Life,
and Death.

SELECTING SPELLS

The Warhammer Army books describe exactly which
kinds of Lore are used by the different Warhammer
races and provide further race specific spells in most
cases. Those given here are used primarily by the
Wizards of the Empire and by Elves, but form the basis
for the magic of other races too.

All Wizards follow one particular kind of magical Lore.
Where permitted, an army can include Wizards who
follow different Lores or several of the same — this is
up to the player.

Wizards have one spell for each Magic Level. Wizards
of the First Level have one spell, Wizards of the
Second Level have two spells, Third Level Wizards
have three spells and Wizards of the Fourth Level have
four spells.

The standard procedure for selecting spells is for each
player to randomly generate a spell or spells for each
of his Wizards before both sides deploy their troops.

This is normally done openly and opponents will
therefore be aware of which spells their opponent has
generated. A Wizard can always substitute one of his
spells with the first spell that is on the list. For
example, a Level 1 Wizard who chooses to use Fire
magic and rolls a 5 (getting the Conflagration of
Doom spell) could substitute this spell with the Fire
Ball spell.

Players who wish to adopt some other method of
selecting their spells, such as choosing spells or
secretly generating random spells, are perfectly
welcome to come to an arrangement between
themselves. The spell lists include random generation
charts and players declare before the battle which
Lore of Magic each of their Wizards is using before
generating any spells.

If both sides are using Wizards, roll a dice to see who
generates his spells first. Start generating spells with
the highest Level Wizards. If two Wizards in the same
army are using the same Lore of Magic, they may gain
duplicates of spells, but no single Wizard can have the
same spell twice.

Two Wizards on opposing sides may use the same
spell lists, thus both sides may have the same spells.

FIRE BALLS AND
OTHER MAGIC MISSILES

Many spells are described as magic missiles — for
example, Fire Ball. In this case, the Wizard conjures a
ball of flame and hurls it at a target. All magical
missiles are thrown, hurled, or projected in this
fashion.

A magic missile can only be cast at a target if it would
be a viable target according to the rules for shooting.
For example, the Wizard must be able to see the
target, and individuals can only be picked out from
surrounding units in the same circumstances as
archers. crossbowmen or comparably armed
individuals can do so. Unless otherwise noted, magic
missiles hit their targets automatically.

A Wizard cannot cast these spells if he is engaged in
close combat.

CANCELLING SPELLS

It is quite possible for the effect of one spell to
contradict the effect of another. For example, a unit
which has a spell cast upon it by one Wizard which
prevents it from moving might subsequently have a
spell cast upon it by another Wizard that obliges it to
move. In these cases, the most recent spell
automatically dispels the previous spell.
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he source of all magic is the bright realm whose airs form the

substance of change and which is known to the wise by the name
of chaos. All life lies balanced between the order of timeless idealised
forms and the chaos of endless change. Order and chaos in equal measure
and strength. Few understand this, for most men are flawed by ambition,
desire and vanity so that their souls are blind to what is most pure and
noble. So it i1s that many are drawn to the vice of wizardry. These fools
scoff at danger. mistaking the wisdom of the aged for fear., and wise
prudence for the coward’s terror. It is as a warning that 1 write this.
Reader! Mark well my words and let my fate be a lesson to all who
would meddle with the powers of change.

As the dread Rune of Chaos has eight arrows so eight winds blow from
chaos into the lands of time and. hence. through the minds of men.
Upon each wind daemons ride into the world. Their whispering is the
noise of the wind and their laughter rattles at our doors. These are the
names of the Eight Winds of Chaos: Aqshy the Wind of Fire, Chamon
the Wind of Change. Ghur the Wild Wind. Hysh the Serpent Wind.
Azyr the Celestial Wind, Ulgu the Shadow Wind. Ghyran-the Wind of
Life, Shyish the Wind of Death.

From these winds the sorcerers of this earth distil their spells, calling
upon the aid of daemons and their minions as travel upon the winds of
magic. Thus, in centuries past. grew the great traditions of sorcery which
are practiced to this day for good or ill. These are their names as they
are known to me.

From the Wind of Agshy comes the lore of Fire or Fyromancy
From the Wind of Chamon comes the lore of Metal or Alchemy.
From fhe Wind of Ghur comes The lore of Beasts

From the Wind of Hysh comes the lore of Light

From the Wind of Azyr comes fhe lore of the Heavens or Astromancy

From the Wind of Ulgu comes The lore of Shadow.
From the Wind of Ghyran comes the lore of lite:
From the Wina of Shytsh comes the Lore of Peafh or Ameihyst.




THE. LORE OF FIRE

ire magic is practiced in varying degrees of accomplishment by several races of the Warhammer world.
In the Empire its secrets are kept by the Wizards of the Bright Flame, or Pyromancers, whose fire-topped

towers rise above the city of Altdorf

All of these spells are considered to be Fire attacks and cause double damage against flammable creatures
(see the section on special rules, page 114). To randomly generate a spell roll a D6 and consult the chart

below. If you roll the same spell twice for the same Wizard, roll again. | | f !
P e
D6  Spell Casting Value ; e ;”(
1 Fire Ball, . ..o nv oo PR 5+ ey B 5:3
2 Flaming Sword of Rhuin. . . . . ... 6+ o f ¥4 5
3 FieryBlast ........... e s s 8+ : .wr {;;f s
4 Burning Head. . . ... .. e A _ ?.I '/17}"
5 Conflagration of Doom. . . ... .. 11+ ""2;4\‘ h S P L | é; / ;
6 WallofFire.....v...: % P L oW . »ff’f,, w &
FIRE BALL  Caston 5+ - : CONFLAGRATION OF DOOM  Cast on 11+

The fire ball is a magic missile with a range of up to
24" If successfully cast, the Fire Ball hits its target and
causes DO Strength 4 hits.

FLAMING SWORD OF RHUIN

Remains in play Cast on 6+
This spell can be cast by the Wizard on himself. It can
be cast even if the Wizard is in close combat. Once it
has been cast, the spell lasts until the Wizard attempts
another spell.

A magical flaming blade materialises in the Wizard’s
grasp. This counts as a magic weapon. The Wizard
gains +1 additional Attack to his profile for the
duration of the spell. All the Wizard's attacks will hit
on a basic score of 2+ and he adds +3 to his Strength
whilst using the Sword of Rbuin. Whilst he has the
Flaming Sword, the Wizard must use it as his sole
weapon, he cannot combine it with other weapons.

FIERY BLAST Cast on 8+
The Fiery Blast is an especially dangerous
magic missile — it is an upmarket version of the Fire
Ball, being both more powerful and harder to cast.
The Fiery Blast has a range of up to 24", If successfully
cast, the Fiery Blast hits its target and causes
2D6 Strength 4 hits.

BURNING HEAD Cast on 9+
A phantasmic flaming head shoots 18" from the caster
in a straight direct path, laughing insanely as it burns
a trail of destruction in its way. Each model that lies in
the direct path of the Burning Head suffers a Strength
4 hit.

M'_‘H-
e

o

.
}

This can be cast on any enemy unit anywhere on
table. If successfully cast, the target bussts into
taking D6 Strength ﬂ'-'hit:-'.. The target can take
hits depending o how lo “the fire

represent this botl la}'grs,f% a DG6. If the casting
player's dice score is r than or equal '
opponent’s, the flames go out an i[}ﬁtﬁﬁ{g else
happens, but if her igher, add the dice roll to the
number of hits caused. Both players then roll a
further DG-and repeat the process until the casting
player rolls equal to or less than his opponent. Once
the casting player fails to roll higher, the fire goes out k
and no further hits are caused. :.

WALL OF FIRE

Remains in Play Cast on 12+
This spell has a range of 24" and can be cast on an
enemy unit which is visible to the caster and which
has no models (friend or foe) within 1" of its front
rank (though walls, hedges and other scenic features
don’t matter).

A wall of fire rises in front of the unit. To represent
this take some cotton wool or paper and place this in
a line up to 1" thick in front of the unit.

The unit suffers 1 automatic hit for each model

(including characters) in its front rank. For example,
six models in the front rank would suffer 6 hits. Each
hit is resolved with a Strength of 4.

Once it is cast, the Wall of Fire remains where it is
until it is dispelled, or until the Wizard chooses to end
it (which he can do at any time), attempts to cast
another spell or is slain. No further hits are caused by

the Wall of Fire unless a unit tries to move through it,
in which case each model that moves through the Wall

of Fire suffers a further Strength 4 hit.
The Wall of Fire does not block the line of sight of
archers and chargers, nor does it reduce a unit’s
Movement rate.
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THE LORE OF METAL

n the lands of Men, the Lore of Metal is more commonly known as Alchemy. It is practiced by many races,

but few are as devoted to it as Men. If there is truth in common talk then there are many fortunes won
by means of alchemical sorcery. The Alchemists of the Golden Order at Altdorf have the Emperor’s ear in
all matters of state and war — or so it is said by ordinary folk of the town.

To randomly generate a spell, roll a D6 and consult the chart below. If you roll the same spell twice for the

same Wizard, roll again,

. D6 Spell Casting Value
: k Y 1 Rule of Burning Iron .. ........ 3+
' D 4 2 Commandment of Brass. . . ... .. 6+
) __ ,f‘;'i * - Transmutation of Lead . . . . .. ... 8+
L k, Bl A 4 Distillation of Molten Silver. . . .. 8+
| - . _-.J"
i O 5 Law of Gold . . . .. o R e e s 9+
L‘r 2 'y 6 Bane of Forged Steel T ... .. 11+
A Y \ 7 | " 4
. < F r 4 '
\ ”'-_..-- 4
RULE OF BURNING IRON Cast on 3+ LAW OF GOLD Cast on 9+

Burning Iron is a magic missile with a range of up
to 24°. If successfully cast, the spell hits a single
model (chosen by the caster) and causes 1 S3 hit if

tJ‘l}g: tg.*rgﬁ‘—fhﬁa&aﬂ armour save of 4+ or
r. is 1S a4 Fire attack and causes double
damage against flammable targets.

~the target has no armour save or a save of 6,
g tif the target has an armour save of 5+, and
1 :
e

COMMANDMENT OF BRASS

Lasts 1 turn Cast on 6+
This spell has a range of 24" and can be cast on an
enemy war machine or chariot which is visible to
the caster and which is not already engaged in
close combat. If successfully cast, the machine
cannot move or shoot until the end of its own
following turn. If forced to flee for whatever
reason, the spell is broken and the unit flees.

TRANSMUTATION OF LEAD Cast on 8+
This spell can be cast on an enemy unit that is
within 24", and which is engaged in close combat.
If successtully cast, the enemy’s armour, weapons
and other equipment are transmuted to lead for
the duration of the ensuing Close Combat phase.
The affected unit suffers a -1 to hit penalty in close
combat, and armour saves suffer a -1 penalty
during that turn’s Close Combat phase.

DISTILLATION OF MOLTEN SILVER Cast on 8+
The Distillation of Molten Silver is a magic missile
with a range of up to 24", If successfully cast, a
squall of molten silver hits the target and causes
2D6 Strength 4 hits. This is a Fire attack and causes
double damage against flammable targets.

This spell can be cast on an enemy unit that is
within 24" of the caster. The opposing player must
nominate on¢ magic item carried by any model in
the unit. The caster rolls a D6: on the roll of 1-4 the
item cannot be used until the end of enemy’s next
turn, on a 5 or 6 the item cannot be used for the
rest of game. The Law of Gold has no effect on a
unit that does not include any models with magic
irems.

BANE OF FORGED STEEL Caston 11+
This spell has a range of 12" and can be cast on an
enemy unit which is visible to the caster. If
successfully cast, the enemy’s weapons begin to
crumble and rust away. No weapon bonuses or
penalties apply to the affected unit for the
remainder of the barttde. For example, a unit
wielding Great Swords will not get their
+2 Strength bonus in combat for the rest of the
battle, but will now not have to strike last. A unit
with missile weapons may not shoot for the
duration of the entire battle. Affected units are
assumed to use hand weapons instecad. War
machines and magic weapons cannot be affected
by the Bane of Forged Steel - only ordinary
weaponry carried by troops.




THE LORE OF SHADOW

n the land of the Empire, Wizards of the Shadow call themselves Grey Wizards, as if to distance
Ithtmﬁtlw:ﬁ from the sinister reputation of their sorcery. They are more often called Trickster Wizards by
the common folk, who mistrust and fear them. Shadow Lore is the magic of deceit and illusion, of trickery,
concealment and darkness.

To randomly generate a spell, roll a D6 and consult the chart below. If you roll the same spell twice for the

same Wizard roll again.

D6 Spell Casting Value
Steed of Shadows . . . .......... 4+

Unsef:n I.urker
Pit of Shades

,ﬁf speli may be cast upon the Wl.ﬂdl‘d himself or
any single friendly independent character model
within 12" of him — the spell can only be cast on a
model on foot (itwun t work on a mounted model
or a model riding in a chariot, for example).

If successfully cast, the model can make a normal
flight meve of up to 20". The model can fly out of
close combat if desired, but cannot fly into close
combat unless positioned so that it could do so by
making a normal aerial charge (for example, it
must not be engaged in combat already and must
be able to see the target).

CREEPING DEATH Cast on 6+
The Creeping Death is a magic missile with a range
of up to 24". If successtully cast, the Creeping
Death hits its targets and causes D6 Strength 3 hits.
No armour saves are allowed against wounds
caused by the Creeping Death.

PELT OF MIDNIGHT

Remains in play Cast on 7+
This spell can be cast on a friendly unit that is
within 24" of the caster. If successfully cast, all
subsequent shooting directed at the unit requires a
6 to hit. All weapons which use a Scatter dice to hit
will scatter automatically when targeted at the unit.

Once it is cast, the Pelt of Midnight continues to
work until it is dispelled, or until the Wizard
chooses to end it (which he can do at any time),
attempts to cast another spell or is slain.

SHADES OF DEATH

Remains in Play Cast on 8+
This spell affects a single friendly unit within 6" of
the Wizard which is not engaged in close combat.
The unit now causes fear.

Once it is cast, the Shades of Death continues to
work until it is dispelled, or until the Wizard
chooses to end it (which he can do at any time),
attempts to cast another spell or is slain.

UNSEEN LURKER Cast on 10+
This spell can be cast on a friendly unit that is
within 24", and which is not already engaged in
close combat. The unit can immediately make a
move of up to 8 in the same way as a normal move
made in the Movement phase. The unit can charge
an enemy within 8" if opportunity permits, and the
same rules apply as for a normal charge made
during the Movement phase. The enemy can only
respond by holding their ground - the Unseen
Lurker conceals the charger’s intent until it is too
late to respond in any other way.

PIT OF SHADES Caston 11+
The Pit of Shades can be cast on any one
unengaged enemy unit anywhere on the table. If
successfully cast, the ground falls away beneath the
unit’s feet toppling them to their doom.

Take the 3" template and place it over a single
target enemy unit. All models in the target unit
completely under the template are automatically
hit and those touched by it are hit on a 4+ on a D6,
Models hit suffer 1 Strength 3 hit. In addition, the
player whose unit is affected rolls a D6: on a score
of 1-3 the unit climbs out of the pit (this counts as
moving for the purposes of shooting, etc) and
moves at half speed next turn, on a score of 4-6 the
unit is unaffected. The pit closes up after the unit
has clambered out of it.
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THE LORE OF BEASTS |

he Lore of Beasts is the magic of Shamans and animal spirits. It is a sorcery of wild and primitive races,
of creatures that shun the cities of Men, and of Men who have turned their backs upon the ways of their

THE OXEN STANDS Cast on 5+

——wr

own kind.
To randomly generate a spell, roll a D6 and consult the chart below. If vou roll the same spell twice for the
same Wizard, roll again. '
»
D6 Spell Casting Value . |
1 Buccos the Oxen Stands, . . . . .. 5+ X ;)K -
2 Adlos the Eagle'’s Ci'}r 6"";.; \ ;\ﬁ"' Ve o
3 Ursos the Bear’s Anger - [
4 Corvos the Crow’s Feast, 7. ‘?’ﬂfﬁ"-" %
5 Kinos the Beast Co '_f ¢ ,f |
6 Lupens the Wolf Hunts J )
by e
: |
|

This spell can be cast on any friendly fleeing unit
on the tabletop. If successful, the unit is rallied
immediately.

THE EAGLE’S CRY Cast on 6+
This spell can be cast on an enemy cavalry unit,
swarm, chariot or a single ridden or unridden
monster which is within 24" of the caster and
which is not engaged in close combat. If successful,
the creature/s become momentarily wild and
uncontrollable.

The affected unit must take an immediate
Leadership test. If passed, the unit suffers

-1 Movement penalty during their next Movement
phase (-2" if it marches or charges). The Movement
of flyers is reduced to 12" If failed, the
univmonster immediately makes a compulsory
move of 2D6" directly towards its own side’s table
edge, but halts if this move brings it into contact
with a friendly unit, impassable terrain, or within
1" of any enemy. If the unit moves off the tabletop,
it counts as having fled the battle.

THE BEAR’'S ANGER

Remains in play Cast on 6+
This spell can be cast by the Wizard on himself
while he is in close combat. He becomes as wild
and powerful as a mighty bear. He adds + 3 Attacks,
+2 Strength, and +1 Toughness to his
characteristics. He cannot wield a weapon whilst
using this spell.

Once cast, the spell lasts until the end of the next
combat engagement which the Wizard takes part
in, until it is dispelled, until the Wizard chooses to
end it (which he can do at any time), attempts to
cast another spell or is slain.

1E, CROW’S FEAST J ~ o

s the Crow’s Feast is a magic m:ssﬂe with a f
If ﬁut.&bbfl.jlh' cast, a flock of
spell’s  target .a.ntf. causes

ﬂf up to 24"
mobs the"

Crows
2D6 Strength 3 hits.

THE BEAST COWERS Cast on 8+
This spell,can be cast on any enemy unit of cavalry,
a chariot, a ridden monster, a lone monster ad§ '
a Great Eagle, or a Swarm. The L.arg::t of t
must be on the tabletop and must'
close combat. 'w._&. £ & ,;E

If succcssfull}"\:asti. any creatures inrg'l';uﬂit (but
not their ridersywill cowe d therefore require
6s to hit in that turn’s Close Combat phase. If 6s
are required anyway, the creatures may not attack.

THE WOLF HUNTS Cast on 9+
This spell can be cast on any friendly unit of
cavalry, a chariot, a ridden monster, a monster on
its own, or a swarm. The target must be within 24"
of the caster and must not be engaged in close |.
combat.

If the spell is cast successfully, the unit moves 2D6"
towards the nearest enemy that it can see. If no
enemy are visible then it will not move. If in doubt
as to which enemy unit is nearest, the caster may
choose but must do so before rolling the distance.
If the distance is sufficient to reach the enemy, the
unit is deemed to have charged and all the normal
charging rules apply, except that the enemy can
only stand their ground - no other charge
response is possible due to the speed of the spell.




THE LORE OF THE HEAVENS

In the cities of Men, the Lore of the Heavens is called Astromancy. It is the magic of the sky and stars, of
portents, fate and the movement of heavenly bodies.

To randomly generate a spell, roll a D6 and consult the chart below. If you roll the same spell twice for the

same Wizard, roll again.

D6 Spell Casting Value
1 Second Sign of Amul ... ...... e i
2 Portent of Far. . . .. ...c.uous .. 6+
3 Forked Lightning . . . ... ....... 7+
4 Uranon’s Thunder Bolt. . . . ... .. 9+
5 Stormof Cronos. . ........... .94+
6 Comet of Casandora. . ....... . 10+
SECOND SIGN OF AMUL Cast on 5+  THE COMET OF CASANDORA

This spell can be cast by a Wizard and gives the
plaver a chance of re-rolling dice during the
remainder of his own turn.

If successfully cast, roll a D3 to determine the
number of re-rolls the player can make. Each
re-roll entitles the player to take any single D6 dice
(including one of the dice rolled on a 2D6, 3D6,
etc.) he has rolled and roll it again. Any dice can be
re-rolled but the player cannot re-roll a re-rolled
dice... he only gets one chance to overcome a duff
roll. Any re-rolls not used by the end of the turn are
wasted.

PORTENT OF FAR Cast on 6+

This spell can be cast on a friendly unit that is
within 12" and which is engaged in close combat.

If successfully cast, all subsequent dice rolls of a 1
made either to hit or to wound by that unit can be
re-rolled that turn. Re-rolled scores of 1 stand -
vou cannot re-roll a re-rolled dice.

FORKED LIGHTNING ﬁf Cast on 7+
This spell can be cast on any enemy unit on the
tabletop. If successfully cast, the unit is struck by

lightning causing D6 Strength 4 hits. These hits are :

distributed exactly like hits from shooting. o

Cast &+

URANON’S THUNDER BOLT

This spell can be cast on any enemy unit on the

tabletop. If successtully cast, the unit is strug
thunder bolt causing D6 Strength 4 hits W
armour save possible. These hits are dfstnbuted
exactly like hits from shooting.

STORM OF CRONOS Cast on 9+
This spell can be cast on all enemy units which a.rt;
visible to and within 12" of the caster. If
successfully cast, all enemy units within range and
sight are affected. Each unit takes D6 Strength 4
hits, distributed exactly like shooting.

Remains in Play Cast on 10+
This spell can be cast upon any fixed point on the
tabletop. If successfully cast, place a suitable
marker over the exact spot affected — a small coin
is ideal for this.

Once cast, the player rolls a D6 at the start of each
player’s turn (ie, at the start of his turn and at the
start of his opponent’s turn). On a score of 1-3
nothing happens, but place another marker on the
first. On the score of a 4-6 the spot is struck by a
comet. All units from either side which are within
DG6" multiplied by the number of markers already
placed are struck by the comet. Each unit struck by
the comet takes 2D6 Strength 5 hits. For example —
if there are two markers in place and the D6 roll

a 4, all units within 4 x 2 = 8" are struck. If the s

is dispelled while in play, all the markers are
removed.

"‘L. B




THE LORE OF LIGHT

he Lore of Light is a magic of bright and radiant power, of the solar wind, and of life giving energy.

Wizards who practice this art are sometimes called White Wizards or Heirophants. It is the magic of

solar rituals, carefully guarded secrets and ancient ceremonies.

To randomly generate a spell, roll a D6 and consult the chart below. If you roll the same spell twice for the

same Wizard, roll again.

D6 Spell

NN W N D e

PHA'S ILLUMINATION

Remains in Play Cast on 5+
This spell can be cast by the Wizard on himself
Once it has been cast, the spell lasts until the
Wizard attempts another spell or until it is

dispelled.

The Wizard is swathed in power. Regardless of his
characteristics, he has 3 Artacks and Strength 5
whilst this spell lasts. He cannot wicld a weapon
whilst using this spell. No magic weapons can be
used to attack him whilst the spell lasts. Once cast,
the spell lasts for the duration of the combat
engagement until it is dispelled, until the Wizard
chooses to end it (which he can do at any time),
attempts to cast another spell or is slain.

BURNING GAZE Cast on 5+
Shem’s Burning Gaze is a magic missile with a
range of up to 24", If successfully cast, the Burning
Gaze hits its targets and causes D6 Strength 4 hits.

Burning Gaze is a flaming attack and so causes
double damage on flammable targets, etc.

DAZZLING BRIGHTNESS Cast on 6+
This spell can be cast on any enemy unit that is
engaged in close combat and which is within 18" of
the caster. If successfully cast, the target unit is
dazzled and its WS characteristic is reduced to 1 for
the duration of that turn’s Close Combat phase.

HEALING HAND s Caston 7+
This spell can be cast upon the Wizard himself or

upon any friendly model anywhere on the tabletop

that has alresfj'}r suffered one or mﬂrt:“#oim.d%;* Y

If successfully cast, the model regains all its lost

Wounds. In the case of a monster and its rider,
choose one as the target of the spell. This spell has
no effect on Undead models, Chaos Daemons, war
machines, chariots or other unliving units.

Pha’s Illumination . . . .
Shem’s Burning Gaze. ......... 5+
Urru’s Dazzling Brightness. . . . . . o+
Ulzah’s Healing Hand. . . . ... ... 7+
Karu’s Guardian Light . ........ 8+
Amshu’s Blinding Light ........ 9+

4

Casting Value
. .. .5+

GUARDIAN LIGHT

Remains in Play Cast on 8+
This spell affects all friendly units that are within
12" of the caster. If successfully cast, all these units
are now immune to psychology, and fleeing units
automatically rally.

Once cast, the spell remains in play until it is
dispelled, until the Wizard chooses to end it
(which he can do at any time), attempts to cast
another spell or is slain.

BLINDING LIGHT

Lasts one turn Cast on 9+
This spell can be cast on an enémy unit which is
visible to and within 24" of the caster;and which is
not engaged in close combat. If successfully cast,
the unit is momentarily blinded and its Movement
characteristic is feduced by half (rouns ing down)
and its WS and BS are reduced to 1. This} until
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THE LORE OF LIFE

Tht: Lore of Life is the magical lore of the growing earth and as such is bound to the changing seasons. Few
creatures of any race understand the nature of growing things as do these Wizards. It is a form of magic that
exists in all water and vegetation and which is strongest when it is close to places where rivers run and where

woods and forests grow most abundantly.

To randomly generate a spell, roll a D6 and consult the chart below. If you roll the same spell twice for the same

Wizard, roll again.

D6 Spell Casting Value
‘ j,{. 1 Siodh Silverhyl, Mistress of the Marsh . ... 6+
Q‘ F%'-EE Bheortaine Briartangle, Father of Thorn. . . 7+
ey ‘::gg Olannan Rattledor, the Howler Wind . . . . . 7+
“ ﬂ‘t’ 4»' "% ~Keirnu Oakenclub, Master of the Wood ... 7+
v\ 7 #_Rllhﬁl&ﬂﬂulﬂﬂrﬁst Master of stone . .. .. 8+
6 Mhﬁaﬂrt:mquaﬂ the Rain Lord . .. ... 9+ 4

¥ AR | i

Cast on 6+ . MASTER OF THE WOOD

ISTRESS OF THE MARSH

his spell can be cast uptm an enemy unit that is within

S ht‘f[‘l ldtmﬂlﬂl A8 m-;h before the
Ik features in range, it can be cast
¥ Ehemy uru wm\ " of the caster. It cannot be
used agdinst a u'hlt that lbéngagc{i in close combat. If
SuCcess ally cast, the ground beneath the unit is turned
to wmm;‘:r and the unit moves at half speed until the end

f its own following turn. If forced to flee, for whatever

cason, the unit flees at half speed. This spell has no
effect on flyers or ethereal creatures.

The swamp disappears at the end of the opposing
player’s Magic phase.

FATHER OF THE THORN Caston 7+

The Father of the Thorn can be cast on an enemy unit
within 24" of the caster, which is not engaged in combat
and which is visible to the caster. If successfully cast,
thorns and briars shoot from the earth entangling limbs
and tearing at flesh.

The spell causes 2D6 Strength 3 hits.

The thorns wither and disappear at the end of the Magic
phase.

THE HOWLER WIND

Remains in Play Cast on 7+
This spell can be cast upon the Wizard himself. If
successfully cast, no shooting with Strength 4 or less can
be targeted at units within 12" of the Wizard — even if
some models in the unit are more than 12" away. The
howling wind engulfs the whole unit it any part of it is
within 12" of the caster. This doesn't prevent units from
firing through or out of the affected arca at targets
bevond. In addition, all enemy units within 12" of the
Wizard move at half speed due to the effect of the
howling wind. Note that this move penalty only applies
when actually within the affected area — enemy treat the
entire zone as if it were difficult ground. Once cast, the
spell lasts until dispelled, the Wizard chooses to end it
(which he can do at any time), attempts to cast another
spell or is slain.

Cast on 7+
This&pell gan be cast upon an enemy unit that is within
12" of a %}d COpSE Or any other wooded feature on the
tabletop Which has been-identified as such before the
gameslfthere are mo such features in range, it can be cast
on any Encmy unit within 6" of the caster. It cannot be
used against a unit that is engaged in close combat. If
successfully cast, the unit is battered by the branches of
trees if within a wood, or lashed at by roots which erupt
from the ground if there is no wood nearby.

This causes D6 Strength 4 hits on the unit, plus a further
D6 Strength 4 hits if it is partially or wholly within the
wood. This spell does not affect Dryads or Treemen. At
the end of the Magic phase, the trees are still again or the
roots retract back into the earth.

MASTER OF STONE Cast on 8+
This spell can be cast upon an enemy unit that is within
12" of a hill, rocky outcrop. ruins or any areca which has
been identified as high ground, rocky or ruinous before
the game. If there are no such features in range, it can be
cast on any enemy unit within 6" of the caster. It cannot
be used against a unit that is engaged in close combat. If
successhully cast, shards of stone fly against the unit.

The spell causes D6 Strength 5 hits on the unit, plus a
further D6 Strength 5 hits if the unit is partially or wholly
within the feature.

THE RAIN LORD Cast on 9+
This spell can be cast on an enemy unit within 24" and
which is visible to the caster. If successfully cast, the
target unit is enveloped in rain and gets a soaking,.

A soaked unit must roll a 4, 5 or 6 when attempting to
shoot because bow strings become damp and useless
whilst ropes stretch and don’t work properly. A unit
using gunpowder, including cannons, must roll a 6 in
order to shoot. Dwarf Flame Cannons and any other
shooting weapons powered by steam, blackpowder or
flame must also roll a 6. If the roll is failed, the affected
unit cannot shoot during that Shooting phase. Once
affected a unit stays soaked for rest of game - this is not
a magical effect, vou are wet! A unit can only be soaked
once.
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" Dark Hand of Death.
'ﬁ Death Dealer . . .. ..
) Steal Soul. . .......
4 Wind of Death . . ...
5 Drain Life.........
C)/ 6 Doom and Darkness!

DARK HAND OF DEATH Cast on 5+
This is a magic missile with a range of up to 24", If
’ successfully cast, the spell hits its target and causes

D6 Strength 4 hits.

DEATH DEALER Cast on 5+
This spell can be cast on a friendly unit that is
engaged in close combat and which is within 24" of
the caster. If successfully cast then models which
fall casualty can fight back, stabbing at their enemy
with their last strength.

The spell lasts for the duration of that turn’s Close
Combat phase. Fight the combat as normal. Any
model in the affected unit which falls casualty
during the combat may make one further attack
with its basic Strength before it is removed - this is
regardless of whether the model has already fought
or not. In the case of mounted models, models
riding chariots or monsters and so forth, only
riders may strike back.

STEAL SOUL Cast on 8+
This spell can be cast on an enemy model within
12", If successfully cast, the victim’s soul is torn and
rendered by dark forces and sacrificed to the caster
himself.

The enemy model loses 1 Wound. No armour save
is allowed. In addition, the casting Wizard gains
1 Wound for the duration of the battle. This spell
can be used Iﬁt increase the caster’'s Wounds
chamctr:nstic'%eynnd its nw maximum level,
and can be used several w o increase the
caster’s Wounds even further. At the end of the
battle, any stolen Wﬂuféﬂi‘gﬁﬁjﬂt — if the Wizard
has no Wounds left once stolen Wounds are
removed, he is slain. &

The spell cannot affec
and similar units whi

TﬁE ORE OF DEATH |
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WIND OPDEATH (. S
This is a magic missile with a
successfully cast, the spell hits |

2D6 Strength 4 hits. 4&
DRAIN LIFE

Cast on 10+

If cast successfully each enemy unit,wim 12" of
the Wizard is affected.

Each unit takes D6 Strength 3 hits. No armour
saves are allowed against a Drain Life spell. These
hits are distributed exactly like hits from shooting.

The spell cannot affect Undead, Chaos Daemons,

or buﬁdm and similar models, as they are not
truly alive.

DOOM AND DARKNESS!

Lasts one turn+ Cast on 12+

This spell can be cast upon an enemy unit which is
within 24" of and visible to the caster. If
successfully cast, the unit is enshrouded by a black
cloud of despair.

For the duration of the turn the affected unit will
suffer a -3 penalty to any Leadership test (including
Break tests) it is required to take. At the start of its
following turn, the unit must take and pass a
Leadership test (at -3), otherwise it remains
affected for the duration of that turn as well. At the
end of the affected unit’s following turn, the spell
ceases to have any effect.

The spell cannot affect Undead targets,
Chaos Daemons or unbreakable units. Units
immune to psychology are not affected either.
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ITEMS

MAGIC

agic items form an important part of the

Warhammer game. The Warhammer Armies books
describe in detail the many different kinds of magic items
which each army can use. Here we shall examine the
magic items that are commonly used by all races. In cases
ol contradiction, the special rule of a magic item takes
precedence over normal game rules.

WHO CAN
USE MAGIC ITEMS?

Magic items can be carried by characters and, in some
cases, by the Standard Bearer of a unit of troops. This is
indicated in the army list for each army in the
appropriate Warhammer Army book. A character can
only have one magic item of each type (weapon, armour,
etc) unless otherwise indicated.

No specific magic item can be carried by more than
one model in the army, with the exception of

scrolls. These are not limited in this
respect and several scrolls of the

same type can be carried by

i W the same character if
‘ you wish.

TYPES OF MAGIC ITEM

For the sake of convenience, we distinguish between the
types of magic item in the following way:

MAGIC WEAPONS

By which we mean most commonly swords but also in
SOMe cases, axes, maces, spears, bows, crossbows, etc.

A character who has a magic close combat weapon
cannot use other close combat weapons — he cannot
have a magic sword in one hand and an ordigary sword
in the other, for example. You can carry a shield with a
magical weapon. No character can carry more than one
magic weapon. Magic weapons always ignore any special
rules that apply to an ordinary weapon of the same type.
All the rules that apply are covered in the description of
the weapon.

MAGIC ARMOUR

A character who is not allowed to wear ordinary armour
cannot be given magic armour. This includes many kinds
of Wizard whose natural magical harmony would be
seriously affected by armour. Theredore, Wizards cannot
wear magic armour unless specifically mentioned in the
description of the item.
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If a character wears magical armour, he cannot also wear
ordinary armour and, needless to say, he can only wear
one set of armour. Magical shields are also counted as
magical armour, so vou cannot have a suit of magical
armour and carry a magical shield unless specifically
stated in the description of the magic item.

If a model has a magic shield he is allowed to wear a suit
of normal armour. If the model is wearing a suit of magic
armour he is allowed to carry a normal shield.

ARCANE ITEMS

Arcane items are items which enhance a Wizard's magical
powers in some fashion. Only a Wizard can carry an
Arcane item and no character can carry more than one.

Scrolls are a type of Arcane item which contain powerful
enchantments that enable Wizards to manipulate the
power of magic. They are useful aids to spell casting and
to resisting an enemy’'s spell. Only a Wizard can carry a
scroll but, unlike other Arcane items, there is no limit on
the number of scrolls a Wizard can carry, other than the
total value of magic items he is permitted. Wizards can
have one Arcane item as well as carry several scrolls.

As they are expendable items once a scroll is read, it
crumbles to dust or its writing fades to nothing. A scroll
can therefore only be used once during a whole battle.

TALISMANS

Talismans, charms, amulets and wards are tokens of
magical protection. A character cannot have more than
one talisman.

BANNERS

Magical banners can only be carried by Standard Bearers
as indicated in the army lists in the Warhammer Army
book for each army. The only character permitted to
carry a magic standard is the army’s Battle Standard
Bearer, and he can carry only one magical banner.

ENCHANTED ITEMS

Many magic items are unique or belong to limited
categories, such as rings. These items are Enchanted
items. No general restrictions apply to these, though
particular restrictions may apply to individual items. A
character cannot have more than one Enchanted item.

MAGIC ITEMS CAPABLE
OF CASTING SPELLS

Some magic items have spells that are wrought into their
very fabric that can be unleashed by their wielder during
the Magic phase. Possessing a Bound Spell item does not
make a character a Wizard for the purposes of the rules.

The spell held in a magic item is cast in the player’s
Magic phasejust like other spells, and can be countered
in the same way as ordinary spells. Spells cast by magic
items succeed automatically — no Power dice are needed.

A spell from a Bound Spell item can be cast once per
Magic phase. A character cannot have more than one
Bound Spell item. Each Bound Spell item has a Power
level included® in its description. An opponent must
score equal to or greater than this to dispel the spell.

ey
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‘So do you', replied Elannion. For a stunted abomination’

Next!

It was almost unfair, thought Elannion, cleaving his fourteenth or fifteenth Goblin i two. How can these foul creatures hope to
stand against a master of battle such as he, especially with the fabled Sword of Sulannar in his hand? He deftly dodged an
ungainly swing from the standard bearer of the frantic greenskins. catching the rusting blade with his own glowing sword and
snapping 1t off just above the guard The Gobbo stared in amazement for a2 moment, and then fell himself as Elannion’s blade cut
him down too. The banner wavered, but cager green hands clutched at it to stop it from falling, until Elannion’s blade flashed once
more and chopped the ragged banner from the staff. As the tattered fabric slumped to the ground the Goblins recoiled, leaving ]
Elannion facing just one of their number - the largest Goblin he had ever seen. Malevolent red eyes glowed under his black hood
as the Goblin hissed his hatred at the EIf "You', he said. pointing at Elannion. The noble Elf motioned to his followers to stay
back. At last he had found an enemy who was perhaps worthy of him. This little fracas would be decided in single combat.

The two warriors circled each other slowly. cach sizing up his opponent. Elannion was taller, faster and undoubtedly better dressed,
but the Goblin had a certain wiriness and an evil glint in his eye. Elannion darted forward, striking at the Goblin leader before he
could react. The Sword of Sulannar slid easily through his filthy robes only to rebound from something lurking beneath. The
vicious greenskin grinned broadly and pulled aside the robe to reveal a shimmering coat of fine scale armour that glowed gently
with a pale blue light where it had been struck. Elannion narrowed his eyes. Magic, ch? Before he could compose an appropriately
heroic remark the Gobbo struck back, stabbing with his own saw-toothed blade. Elannion dodged. but not quickly enough. By the
gods this one was fast! But that blow too skimmed off magical armour and Elannion thanked his forefathers for such well

enchanted protection. He grinned in turn; Ih:}r were :v:nl}r matched.

Agamn the Goblin struck only to be parried by Elannion’s glimmering blade. A strike back, a parry. then another. The fight grew
swifter by the moment and the onlookers forgot their animosity as they strained to follow the frenctic combat before them. Sparks
flew as magical blades rebounded from enchanted armour, but neither could gain the upper hand At last they separated, drawing
back towards their followers, panting with the exertion. "You fight well, for an EIf’. hissed the Goblin.

The Goblin grinned at the insult, calmly pointing a scrawny finger at the EIf. Magical fire leapt from the ring on his outstretched
hand. engulfing Elannion in a firestorm of destruction from which nothing could escape.
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COMMON MAGIC ITEMS

he following magic items are considered to be common items — which is to say that they are common to all
armies in the Warhammer world and not that they are commonplace in any sense. Far from it, even the least
potent magic item is a dangerous device, steeped in the fickle powers of sorcery, and is extremely rare. Complete
lists of magic items available to each of the different armies are included in the Warhammer Army book for each

race.

SWORD OF STRIKING (+1 To Hit)
30 points (Magic Weapon)

A Sword of Striking is possessed of a keen intelligence that
guides its blade to the target. The sword confers a dice
bonus of + 1 to the character wielding it. For example, where
3 is normally required to score a hit, the character will hit on
a 2. However, a dice roll of 1 is always a miss regardless of
bonuses — the minimum successful roll to hit is therefore 2.

SWORD OF BATTLE (+1 Attack)
25 points (Magic Weapon)

A Sword of Battle is forged with potent magic that enables its
wielder to employ it with dazzling speed and deadly effect.
The blade confers +1 Attack on the character wielding it.

SWORD OF MIGHT (+1 Strength)
20 points (Magic Weapon)

A Sword of Might is wrought with enchantments that bind
within its fabric a great and magical strength. The blade
confers +1 Strength upon the character who fights with it.

BITING BLADE (-1 armour save)
10 points (Magic Weapon)

The Biting Blade is forged with bitter curses that work
against the armour of its foes. The blade confers an
additional -1 armour save modifier on any blows stuck. This
is in addition to any normal armour save modifier for
Strength, so a blow struck at Strength 3 or less will have
a -1 armour save, a Strength 4 hit has a -2 armour save,
Strength 5 has a -3 armour save and so on.

ENCHANTED SHIELD (5+ armour save)
10 points (Magic Armour)

The Enchanted Shield protects its user with powerful magic.
The shield confers an armour save of 5+ rather than a
mundane shield's armour save of 6+. This can be combined
with other magical or mundane armour - for example,
light armour + Enchanted Shield = armour save 4+,
heavy armour + Enchanted Shield + mounted = armour
save 2+.

STAFF OF SORCERY (+1 to dispel)
50 points (Arcane)

A Wizard who has this benefits from the arcane power stored
within it. Whenever he dispels a spell, the score required to
make a successful dispel is reduced by 1.

POWER STONE 25 points (Arcane)

The Power Stone is imbued with a powerful magical
invocation. When it is held out by a Wizard before he casts a
spell, the effect is to enhance the efficacy of the magic. A

further two dice are added to the Casting roll. Note that
using a Power Stone will allow a Wizard to use more Power
dice than he is normally permitted. For example, a First
Level Wizard may read a Power Stone and thus use four
Power dice to cast a spell (2 basic + 2 from a Power Stone).
A Power Stone can only be used once — after one use its
power is exhausted.

Using a Power Stone will bring any spell in play cast earlier
by that Wizard to an end in the same way as casting a new
spell by ordinary means.

As with scrolls, Power Stones are not unique items — they are
prepared by a Wizard prior to battle and it is quite possible
for several Wizards to carry Power Stones, and for a Wizard
to carry more than one. However, only one Power Stone can
be used to enhance a spell.

Note that a spell cast with a Power Stone can never be cast
with Irresistible Force, though it can be Miscast.

DISPEL SCROLL 25 Points (Scroll)

A Dispel Scroll is inscribed with a powerful anti-magical
invocation. When it is read out by a Wizard, the effect is to
drain away magical power and weaken a spell that has been
cast. As soon as a spell has been cast, any Wizard who has a
Dispel Scroll can read it. This automatically dispels the cast
spell, no dice roll is required.

Reading & Dispel Scroll will bring any spell cast by the Wizard
reading it to an end. To put it another way, a Wizard who has
a spell in play will automatically cancel it by reading a Dispel
Scroll.

As with all scrolls, Dispel Scrolls are not unigue items - they
are prepared by a Wizard purior to battle and it is quite
possible for several Wizards to carry Dispel Scrolls, and for a
Wizard to carry more than one. However, only one can be
used at a time.

Note that a Dispel Scroll will not help if the spell has been
cast with Irresistible Force. Any spell that is successfully cast
with a result of 12 is irresistible and no Dispel roll is

permitted.

TALISMAN OF PROTECTION (64 Ward Save)

15 points (Talisman)
The Talisman of Protection is a protective charm. This
confers upon its wearer a Ward save of 6+.

WAR BANNER (+1 Combat Resolution)
25 points (Banner)

The War Banner carries powerful enchantments that fill all
those who fight beneath it with heroic courage and
determination. A unit which has a War Banner adds a further
+1 to its combat resolution when working out which side
has won the combat.







Then chiefs came to Sigmar, to his hold
Let us fight Goblins, let Orcs be fought!
Sigmar, hammer-bearer lead us in war
And the tribes went forth
With iron of the Dwarfs, to do battle
With Goblins and Orcs.

On the plain of battles, beside the mighty Stir
Met they the Goblin horde. cager for slaughter
And the number of Goblins
Was beyond counting.

And the number of Orcs, was as the trees in the forest.
And the number of Trolls,
was more than boulders upon the mountains
And the number of men, was but a few.
And the gods gave the victory, to the men
To the Worlds Edge. the Goblins fled.

But the greater number of them, were dead.

Dwarfs came, from King Kurgan
High King of Dwarfs, whose hall
Is in Karak. A noble messenger
Alaric the Runesmith
From the far Black Mountains
Who braved the Blackfire Pass
Where Goblins unnumbered
And Hobgoblins uncounted
And Black Orcs cager for slaughter
Besieged the Dwarf holds.
Sigmar, hammer-holder
Shall come, and fight beside his friend
Goblins shall not stand between us.
Dwarfs and men.

In Blackfire Pass, men fought the foe.
Cut a swathe through the horde
Met Dwarfs and embraced them
Brothers in battle.

Sigmar Helden Hammer and Kurgan the King.
The Hammer of the Goblins

And the Anvil of ﬂi: Dwarfs.
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YE HISTORY OF YE OLD WORLD
as told by the Vencrable Hieronymous of Nuln

Dark and dangerous is the world A place filled with conflict.

o his most Imperial Majesty. the Prince of Reikland. the ruler of the
holy Empire, sovercign of heights and depths. Karl-Franz 1 of Altdorf.

According to your most imperial order. I am to compile
2 manuscript which explains in detail the great realms of

~ the Old World and the wondrous inhabitants of these

~ lands. As Sigmar is my witness | will describe truthfully

~ the lands of the Old World, the southern continents and
the New World. 1 shall also discuss the eastern lands
beyond the Worlds Edge Mountains: the great steppes of
the cast and the mysterious lands of Cathay.

i

Thus I write under the two moons, Morrslich and
Mannslicb. 1 write of the days long gonc and 1 write of
the days that are yet to come. and those days are the |
days of Man. We are the inheritors of the twin bounties
 of wealth and wonderment that the Old World has to
;’ offer. if we can defeat the evils that besiege us.

Of the Old World

The Old World 1s bounded by the immeasurably high

The Twim-Tailad cone? /s Worlds Edge Mountains in the cast. by the dark and
deep Great Ocean to the west, and by the forbidding

i j or o Troll Country in the north. To the South lies a broad

fff”’fmmﬂ’f"f’ arm of the Great Ocean and beyond this the shores

heraiaad e vk oF of the land of Araby.

wiany greal heroes In ancient times Dwarfs and Elves fought over

,ing},w,f possession of the Old World and. after many centuries

of bitter conflict, retreated into their own lands. In
their wake came the Orcs from the east, who infested
the trackless forests and wastes and ruined the
abandoned cities of the Dwarfs and Elves. Later the
tribes of Mankind wandered into the Old World and
began to clear the land and dwell there. Incessantly did
they fight against the Orcs and out of this long

conflict arose the great realms of men, namely the
\_\ Empire and Bretonnia, Estalia, Tilea and Kislev.
N Z *55-“ The map I have included prior to these pages was
/ . \ presented as a gift to Emperor Leopold from th
1440 s Cartographers of Altdorf. _
/ %M#’#ﬁ;% = 2 705
) fwm@#ﬁwr#/ﬁ;}/x Jhe g .,/f,f
of the worde. They are fowe 1> 4

fzst Prart Lans whose scallerad
STronghods guard The mowniamn
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An heir was born to the chief of the
Unh:rug:ns. greatest of the tribes of men. and
his birth was heralded by a twin-tailed comet and
by thunder and lightning at night. He grew to
manhood and became a mighty warrior, one who
could withstand a thousand Orcs on his own,
with nonec beside him. Orcs slunk back at his
approach and even Dwarfs sang his saga.

This was the holy Sigmar of which the sacred
legends speak. He it was who utterly crushed the
Orcish armies in the terrible Battle of the
Blackfire Pass. The songs say that half of the
green skinned warriors of the Worlds Edge
Mountains were slain that day. Thus was Sigmar
founder of the Empire that endures to this day
and the one who first appointed the Elector
Counts. He who saved the Dwarf king as well as
humble men. The holdr of the Hammer of
Wrath by which evil is vanquished. By the mere

utterance of his name may the righteous cause

every evil thing to be banished.

I have included in this tome "Ye Legend of
Sigmar', the oldst known record of the deeds of
Sigmar Heldenhammer.

At the dawn of the Age of Iron,
when men first learned the secret
of its forging from the Dwarfs,
the tribes of men were scattered
and fearful of the Orcs. In those
days the Orcs did rampage far
and wide across the lands of the
Old World. From far in the cast
they came slaying and making
slaves of Mankind wherever they
went. A great cry went up to the
4 skies from wretched Mankind,
'_‘I_"Whu can deliver us?”

Man)r other tales are told of the first Emperor,
including the description of how he defeated an

entire army of Orcs armed only with the jawbone
of an ox.

Twice more the twin-tailed comet has been seen
in the lands of the Empire. In the year of woes
of 1999 when the twin-tailed comet destroyed the
city of Mordheim, and three hundred years later
when Magnus the Pious. the saviour of the
Empire was born. Every time the wings of fire in
the sky heralded the coming of great things.

symibo! of the
sovereignty of The

Emperors.
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OUR HONOURED LAND - THE EMPIRE

Our beautiful empire
1s the largest, the most
powerful nation in all

of the Old World. We.

the sons of Sigmar,
have a right to be
proud. For over two
millennia the banner of
the Griffon has flown
over Castle
Reikschlosse,
proclaiming the might
and EIDI}' of the
Emperors.

Altdorf is the capital
of our glorious Empire
and the scat of the
Emperor. Here all
manner of arts and
sciences flourish under
the patronage of the
imperial crown. Here

; -
lies the great Shrine o/ |

=

Sigmar and the ,

Engincers’ Guildhqll,f 1, 'E_.ﬂ'f

and the spires\ of the

.-"'f

Colleges of a1
high above the7¥)

rnuftnps of Altdor
Herein lies th ¢

_
4
heart

of our trade: river
barges laden };Kl:i ]
goods dock and départ’

here. and our rich /
markets bustle Avith
traders from éé far as
Araby. )

While Altdorf is /
second to n%: in its/
glory and splendour, J{-"f
our Empire
encompasses many
other places of beauty
and awe besides the
capital. The prosperous
fields of Reikland
stretch around the
capital, and farms,
estates and villages dot
the ficlds before giving
way to the all-
encompassing forests of

the Empire.
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N /parties, which almost

Nuln is the gem of
Reikland situated above
the mighty River Reik
Once she was the first
city of the Empire and

of old the seat of
Emperors. Many Dwarf
craftsmen came to
dwell here and work
their forges along the
Reik, where great oak
barges arrive daily with
ore and coals. The
great bridge which
spans the broad Reik at

Nuln is wondrous to

behold and the glory

and pride of the city.

Beyond this there are

no more bridges for

the river is too wide.
Within the boundaries
of Nuln stands the
Imperial Artillery
School, and many

universities for the
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¢bewitz, a beauty
ts famous for her

asked balls and lavish

\-ml the splendour of
*" the Imperial court.

‘1.;1 ddenheim, the city
| ft_,! ¢ White Wolf, 1s
built upon a towering
crag ‘rising up out of
the great forest. It is
an impregnable fortress
which may only be
approached by four
roads raised up on
arches. Ulric is patron
god of this mighty
city and his high priest
rules alongside the
Elector Count of the
city. Herein lies the
stronghold of the
famed order of the
ferocious Knights of

the White Wolf.




The remarns of the holy men of Sigmar, or
lemplars, who- died whilst Fighting i holy wars
against The enemies of the Empire are offen

preserved in his femples

Ostland, snow bound and
windswept, marches with

Mari:nburg, the busy
prosperous port which lies
at the mouth of the Reik
1s no longer part of our

grcat Empire. Her wealth is
legendary. Here ships from
every realm are docked
bringing all manner of
exotic goods and luxuries.
The pride and pretension
of the citizens knows no
bounds and they claim to
be the equal in every way
of the Tileans
in art and

. Talabheim
/) lies also in the midst
of the forest in the very
heart of the Empire. Here
dwell the hardy woodsmen and
hunters who keep their axes and
bows by the threshold of their
cottages. The city itself rests
within a rocky bowl whose steep
outward sides present wall-like
fortifications. Within these

natural walls stand the sturdy
buildings of Talabhcim.

Mordheim, that once great city
is no more. Of this place it is
wise to say little. Such was the

sin of this city that a great
thunderbolt from the heavens did

raze 1t to be no more than a

bleak ruin. Some say this wai ~ \I_S]nunts 1s dead. Long may

the Hammer of Judgement,

wiclded by Sigmar himself.
/‘L/m
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Kislev and is the bastion of
the Empire against Orc and
Chaos alike. Her warriors are
well accustomed to war and
know little comfort in their
great timber fortresses.

The Moot is a fat land, rich
in pastures and produces much
that is good for the tables of
the nobility. It is inhabited by

Halflings who are r:nuwncﬁ

for their greed and craving

for good food, rather than
their courage.

Solland, the southernmost of
OUT Provinces is No more.
During the rampages of the
Orc Warlord Gorbad Ironclaw
Solland was razed and
deserted. The Elector Count
of Solland fell in battle and
his Runefang was lost. After
the war the lands of Solland
and its few remaining
inhabitants were divic
between the n:ighbour’
provin ,
Lastly, there is the cursed lands of
Sylvania, the most infamous of the
provinces. It was here that the
dreaded Vampire Counts rose five
hundred years ago. These aristocrats
of the night sent their hordes of
zombies and skeletons to ravage all
the lands between the sea and the
Worlds Edge Mountains. Only after
centuries of war were they defeated
at the grim Battle of Hel Fen.

Many of the derelict villages are
abodes of Ghoul clans, and travellers
are warned from approaching the

ruined castles and mansions of
Sylvania after dark. Travellers
should be wary and avoid the ;
cursed soil of Sylvania if you
can. The less said about this
desolate and ghastly land, the S
better. Mannfred von Carstein, *

the last of the dread Vampire

he rest.



OF BRETONNIA

Beyond the Grey Mountains lies the kingdom of
Bretonnia, inhabited by the descendants of the Bretonni
tribe. It is a great kingdom. mext only to our great
Empire in power and wealth. Indeed they are our chief
rivals 1n trade and war.

The kings of Bretonnia live in the most sumptuous
luxury imaginable. Their stables are filled with the
finest warhorses. their wcapons are encrusted with
fewels, and their silk banners glitter with gold.

Yet you should hesitate from mocking a Bretonnian
nobleman (to his face. at least), for behind the courtly
graces is a warrior born and bred to battle. From a
very carly age the knights of Bretonnia are taught to
bear the traditional arms of a knigh‘i‘. to ride and to
endure the hardships of war. There are no greater
warriors amongst the race of Man (or at least so say
the Bretonnians).

Bretonnia was founded by King Gilles le Breton,
whom the Bretonnians hold to be as renowned as
Sigmar. He was the first of all knights of Bretonnia.
and cstablished their military traditions.

Their kingdom is divided into fourtcen great dukedoms, from
the fair Couronne in the north to the rugged land of
Carcassonne to the south. kach of the powerful dukes
commands an army of knights supported by squires,
men-at-arms and archers drawn from the ranks of the
commoners. This way of fighting, though old-fashioned in our
Empire. has proven time and again cffective in repelling
numerous invading armies.
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Eack knight of Brefonnia
lears his own unigue
heraldic aevice on his
shield and lvery. The
Fleur ae bys, or Flower fo
the Uily, /s the most
common of These
symiols, signifying a
knight s dedication To- The
Quest for the Grasl

It 1s the ideal of knighthood which inspires the warriors of
Bretonnia, The worship of the Lady of the Lake, their
goddess of virtue and honour, is widespread, and sets the
code of honour under which the finest of nobility conducts
itself in peace and war,

While most of the Bretonnians are rural folk, there are still
numerous walled cities: the capital, Couronne, with its
marble temples; Parravon. which guards

the Axe Bite Pass; Gisoreux, which
protects the reaches of the Upper
Grismerie river: Quenelles with

its chapels and vineyards, and

lastly the dreaded city of
Moussilon, a squalid ruin which

is now a lair of evil creatures.
Bordeleaux, L Anguille and

Brionne, the coastal cities of
Bretonnia are trading ports and
havens for the dreaded war—fleet

of Bretonnia, and control much

of the wealth of the kingdom.




OF KISLEV

North from the lands of our magnificent Empire
the forests give way to great wind-swept plains and
dark birch glades. These are the lands of Kislev. For

one thousand years this kingdom has endured the

attacks of the savage Norse and the incursions of
dread Chaos.

During the long winter nights the men of
Kislev. known as Gospodars, gather around their
log cottages, remembering the glory of the
Tzars of old and the might of the Ice Queens
of bygone ages. They sing songs of war and
dream of happier times. for their own age 1s
filled with much strife. Kislev guards the
borderlands of the north against the terrible
servants of Chaos. Each year the northern border
1s harder to defend. Each year the toll of death
is greater. But to Kislevites this matters not.
North is their home and if they cannot live
there, they will die there

Kislevites are great warriors and magnificent
horsemen. They tirclessly patrol the northern border
along the forbidding Troll Country. trying to keep

the rampaging Chaos warbands in check.

The cities of Kislev are ruled by Tzars and boyars
who all owe their fcait}r to the overlord of Kislev.
Tzarina Katarin the Creat, the current ruler of all
Kislev, is a mighty Sorceress, mistress of the cold
winds and ice of the north. She 1s known for both
her beauty and her haughty and cold manners which
have earned her the title of Ice Queen of Kislev.
So suffused 1s she with magic that 1t 1s said that
her flesh 1s cold to touch and she rules her lands
with icy efficiency.

Erengrad is onc of the greatest trading ports of the

Old World. Here the wares of the north are traded

with merchants from Bretonnia, Tilea, Estalia and, of
course, our own noble Empire.

The city of Praag has an evil reputation. for during
the last Great War against Chaos the city was
overrun with the servants of the Ruinous Powers and
twisted beyond recognition. After Magnus the Pious
defeated the forces of the Dark Gods the city was
razed to the ground and rebuilt, but Chaos returned.
Travellers tell tales in hushed tones of cries of
agony that pierce the night and faces that appear in
the walls of buildings to consume the unwary with
savage ferocity. The citizens of Praag are forced to
burn down and rebuild their homes if they are to
retain some small measure of sanity.

The Flags of the Firafes of
Sarfosa carry the grinm aevice
of skull and crosstones.

OF TILEA AND ESTALIA

South of the Empire and Bretonnia lie
the lands of Tilea and Estalia. Cut-throats
and sell-swords to a man, Tileans often
offer their services as mercenaries when
no wars are waged in their own country.
For in this land each city 1s a separate
principality in unfettered rivalry with its
ncighbours. Every merchant prince looks
to himseclf and his own wealth and seccks
only to stab and poison his n:iEhhnurs.
while extending the hand of friendship. In
some cities, the citizens, tiring of their
own corrupt nobility, overthrew the
princes to rule themselves as a republic.
Yet even there it is the dagger that rules.
Despite this, the Tilcans are cultured
pcople. expert in all the arts and master
scafarers. Their explorers have discovered

many lands.

Mention must be made of Sartosa, which 1s an island
near to Tilea, inhabited entirely by pirates. Though
they plague the seas thereabouts, they are a fitting
match for the cruel corsairs of Araby and both are
much deserving of ecach other.

Tilean wines fetch high prices throughout the Old
World. and their large fleet of merchant vessels ply
the seas trading with all nations from the north of
Kislev to the scorched lands of Araby. Art. sciences,
innovation and music are all strongly supported by the
princes of the city states.

Of Estalia, little 1s to be said for 1t 1s a rugged place
Within its few fortified cities live hardy people who
make their living with fishing and trade. Jaffar, the
Sultan of Araby once invaded that land and nearly

conquered it but for the great army of knights which

It 1s said that the
Estalians are very hardy folk. who will slay a2 man for

came to drive out his hordes.

mistaking them for a Tilean or even grecting them in
the Tilean dialect h}' muistake.
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the nccropolises. tomb-citics which are said to be the home
for the unquiet dead. In that dread desert, beneath the
moon's pale gaze, dead men are said to walk. They
haunt the dunes and ruined pyramids in the
breathless, windless night.

It is told in my most obscure and ancient
scrolls that the Great Necromancer himself,
Nagash the Black. ruled here long, long ago, and the
land still bears the scars of his clawed hand. Here
stand the great pyramids built to be the tombs of
the past kings of Nehekhara. These ancient tombs
are said to hold untold riches, and yet only few
travel to this most desolate of places to face the
dangers of the ancient necropoli. Entire armies,
commanded by their mummified kings. march under
the scorching sun to wage war against the living and
cach other. My source of these ancient and evil
things is the blasphemous tome known as the Liber
Mortis. the Book of the D=ad. which rests
at my desk. Bound as i1t 1s by the praycrs
of the Grand Theogonist and wards of
the Light Wizards, 1 know it cannot
corrupt me, but yet still I fear and dare
not do more than glimpse at its cursed
pages. where long-dead faces leer back at
me. | can barely bring myself to touch

the human-skinned covers or the pages { |
f
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where the rites of NNecromancy and
the spells of blood magic are
written by the hand of the Great
Necromancer. For this book comes

from the land of Sylv:nia. and 1t \2
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once belonged to the foul Vlad von
Carstein, the most infamous of all
the Vampire Counts. who was
defcated by the holy Grand
Theogonist Wilhelm at the Siege
of Alidorf.

From within the pages of The

Liter Mertis am evil
o Necromancer can recile spells
= 1 1} . which awaken Tthe dead




OF DWARFS

Dwarfs arc an ancient race, wide of girth, strong of arm. and stubborn Dwarf fought EIf and EIf fought Dwarf. It scems that for an entire
of mind. Unless killed in battle, a Dwarf can live to a very great age. age the slaughter continued, and many great battles were fought where
as long as 400 years. though the Dwarfs claim that some of their ot ncts suliéead seribly. The war. finslly caded whes thggﬂu;rf
Runcsmiths have lived considerably longer. I can scarcely believe these High King defeated the Phocnix King in dogls. buitle st vhe Hiiveg
tales, even though it 1s not in the Dwarl naturc to lie. retreated from the Old World.

'l:h: m.ighrg,t Worlds .Edg: Mountains 11._aw: been tl:f::ir home Huge carthquakes and volcanic cruptions shattered the vaults and
since time immemorial Once, a long time ago. mighty chambers of the Dwarf holds and broke the power of the Dwarl
Dwarf strongholds formed an unbroken chain along the csihine’ forall Bow Evil creatures from bebow the bowels of the exrth

mountain range. Great were the halls and vaults hewn out then emerged to challenge the Dwarf supremacy of the mountains, and

of the mountains, and great was the clamour of Dwarf ARV S SRS _
1 h he

hammering and song singing cchoing in the depths. Now. e nctios where they sow fight:

alas, many of thesc oncc great holds resound only to the

scampering feet of Goblins.

Dwarfs arc the greatest smiths and craftsmen in the world.
Not even Elven smiths can match the skill and care of the
Dwarfs. It was the Dwarfs who in days past forged the
Runefangs. the twelve swords of the Empire. as a payment
for Sigmars help against the Orcs. Today they are the
symbols of office and authority of the Elector Counts of
the Empire.

Dwarfs are as strong and unbending as stone (and some
would say as forgiving) and grim as thc mountains they
live in. From Karaz-a-Karak, the most ancient of the
Dwarf holds. the last High King of the Dwarfs wages a
never-ending war against Orcs, Goblins and other cvil
creatures. Each year Dwarf numbers dwindle. Each year the
war becomes more desperate. Each year the enemies of the NN : N . ——
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Dwarfs become more numerous. In my mind the wisdom
of continuing this struggle is doubtful. even if its heroism
is not. But as long as onc of their warriors draws breath,
the Dwarfs will not set aside their axes or forget their

grudges.

In my youth I travelled to Karaz-a-Karak, the secat of the
Dwarf High Kings to study their lore For seven years |
stood behind the door of the Hall of Remembrance to
prove my dedication to learn the Dwarf Lore. Finally the
locked doors were opened for me, and even then the Dwart
Loremasters were reluctant to part with their knowledge.

and only taught me because of the long-standing friendship TE&{/};‘F eal Book of #f‘m?'fﬁf which ie j:gl','.:{f in Karaz-a-Karak holis
between the Emperors and the Dwarf Kings. the record of W breaches of fuith agamst e P ﬂa"l’ﬂfﬁt?f’ b s

I studicd the Great Book of Grudges and the words are written in The i & = .
' / o0d o KIRgs - so- setiousily d@
Book of Remembrance. where the history of the 7 o Pwarfs
regard such maflers

Dwarf race is recorded in the runescript. and the
annals of their kings are kept. with ecach passing
day recorded in meticulous detail by dozens of

Dwarf scribes.

The Book of Remembrance claims that during the ancient
times the mighty Dwarl empire stretched across the entire
Worlds Edge Mountains, from the lands of MNorsca in the
north to the distant Southlands. encompassing doZens of
Dwarf Holds. But those days are now long gone, nly a
memory recited in sagas sung in the few Dwarf Is that
still survive. For long before the time of Sig cre was
a war in the Old World. — T
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OF THE ELVES

Elves are an ancient, fey and rare folk. Some
scholars believe that the Elves are immortal, but
I believe that it is the cruel fate of all living
things to perish, and even these fey creatures die
as time passes. But the Elves do live for a very
long time indeed. Some of their lords have lived
for two millcnnia. though I hazard -a guess that
the ii_fuj;gpan of the Elf warrior be until he is
slain in battle, which will oft be sooner than his
natural death. Can it thercfore be any wonder that
the EIf wears upon his face such a sorrowful
countenance and speaks much of fate and doom?

Physically Elves are tall. slender and clegant
creatures with aesthetically beautiful features.
Their [Iuwing'ﬁﬂf 1s as fine as flax. Their
movements are graccful. and their speed is
inhuman. To the eyes of a Man, the Elves appear
radiantly beautiful, but the wise should not let
appearanczs fool them, for the Elves are quick to
anger and slow to appease. A mortal Man who
might by chance cast his eyes upon an EIf maid
would think her to be a goddess and would be
incapable of any thought but her for the rest of
the day. The wise do not judge Elves by their
divine appecarance alone, but shun these fey and
strange creatures, for beneath the beautiful
cxterior lies an enigmatic and mystic psyche.

The minds of the Elves are every bit as quick
and agile as their bodies, but at the same time
they are inhuman and strange. their mentality
completely alien to a Man. They can concentrate
on a single task with terrifying intensity. An EIf
can quickly master any skill and far surpasses
humans in song. writing, magic, alchemy,
architecture or any other fine art. Elves call
themselves the First Speakers, and it is true that
their gifts of song and speech surpass by far any
of the mannish races.

But such mental discipline comes at a
pricc. Elves can lose track of time and
the affairs of the world around them.
foregoing rest and nourishment. Indeed
an EIf may lose himsclf for weeks,
staring intently at a beautiful sculpture
or painting. uncaring of the flow of
time or events evolving around him.
Elves are also aloof. proud. arrogant,
and uncaring of 'lesser races. In their
eyes, Men are little better s
than Orcs, and more often than ;
once Men and Elves have come

to blows.

The Elves are divided into several peoples and
kindreds. The Great Ones, known as the High
Elves, inhabit the great island-continent of
Ulthuan which rests in the Great Western Ocean.
Their great capital of Lothern in the land of
Eataine is the hub of Elven trade, and the port
of the mighty Elven armada. From here their
fleet plies the waves to dominate trade and
explore the world.

Finubar the Seafarer is their ruler, and he is the most
cosmopolitan of all the Phoenix Kings. He lifted the
ancient bans which decreed that no ship save those of the
Elven fleet may ply the seas for three hundred miles
around Ulthuan. The city is as far as any non-Elf can go.
Human traders can taste the pleasures of the most
wondrous city of the world (after our beloved Altdorf, that
is) and ply their trade in the bazaars and merchant houses
of Lothern. But to try to pass the Emerald Gate 1s to
invite swift and certain death. A ten thousand strong guard
keeps vigilance over the city and the citadel of Glittering
Tower, the beacon which guides the Elven craft through the

straits of Lothern.

Elven craffsmanship
f;rgmffﬂ'&.:mﬁ wondarows o
tehotd. [T is said That offen
their arlefacts have

magical powers.




Outside their blessed island, Elves are rare nowadays, and
getting rarer. Only in the land of Bretonnia, amongst the
hidden glades of the Loren Forest, survives the last
kingdom of the Wood Elves in the Old World.

The Wood Elves of Loren are the masters of the bow, and
it is said that an Elven marksman can hit an eyc of a
Goblin in the dark. Many strange tales are told in the land
of Bretonnia about the fey EIf Lords of Loren.
Troubadours of Couronne sing of a cult of Wardancers,
young Elves with lethal acrobatic abilities as well as strange
and terrible Beastmasters, Elves who live amongst the wild
animals of the forests. Tales also tell of Elves who sing to
the trees and plants, shaping them to form houses and
make the paths of the forest misdirect intruders. The most
fanciful tales speak of Forest Spirits, of giant trees that
wilk like men. but these are probably mere fables. Few men
ever venture to the glades of Loren, and fewer still return.
When they do, they are {ound on the boundaries of the
Loren Forest. their bodies broken and strung on the
branches of the trees as warnings to trespassers. Bretonnians
have learned to fear the Fayrie Folk, and leave their
woodland kingdom alone.

So Loren rests, shrouded by muists and magic,

brooding and forbidding. Be wary traveller, and do

not venture to the shadow of Loren. For even if
you do not lose your life to an Elven arrow or
sword, you might travel for three hundred years
amongst the glades. never realising the time that

has pass:d until you return to your home and the

years take their toll on you in an cyeblink.

Wood Elves live in very few places besides
Loren. The Forest of Shadows and Drakwald
Forest are said to hold small Elven communities
still. A man should be wary in these places, for
many have died by unscen arrows when they have
trespassed 1into the domains of Elves, even
without knowing that they had passed their
invisible borders.

According 1o folklore,
many fowns of
Brefonnia are buill upon
places where Elven cities
oRce slood,

There is said to be a third kindred of the Elves

as well. even more sinister than the other two.
From across the separating scas come piratical Elf
raiders dressed in black. bringing death to the
coastal areas with fire and stecl. No scholar that
I have talked to knows their true origin. Perhaps
they live at sea, or come from some other land
of the West, past the blessed island of Ulthuan.
The Lords of Ulthuan say little of these raiders,
but warn us to slay them without mercy. They
call these black-garbed Elves the Dark Elves, and
hint at some ancient schism amongst the Elves
which led to their downfall. It is said that over a
millennia ago these Dark Elves sacked the city of
Remas in the land of Tilea, razed it to ground
and took thousands of prisoners to be carried off
to slavery. It is a proof of how the race of Elves
is capable of great cruclty and evil despite their
fair countenance and apparent civility.

To me the Elven race remains a fascinating,
complex and dangerous mystery. But 1 shall
rejoice when they are no more, for then all that
remains shall be left for Man. These are the last
days of the Elves. and their sun is setting -

glorious, blood-red. and ultimately dying.




OF THE LANDS ACROSS THE SEA

Across the Great Western Ocean, south of the bleak
lands of the northern shores lies the hot and uncharted
land which is called Lustria by the scholars of the
Empire. Many fortune-scckers travel there. and. though
few return, they bring tales of the steaming—hot jungles
and strange inhabitants, of howling dusky warrior-
women and of the lizard-men which dwell amongst
ruined temple cities of immeasurable antiquity.

I have seen the dissection of one of these corpses and
witnessed its strangeness and unwholesome appearance.
They appear to be giant lizards of sorts, walking on
two feet like men, though they are far taller and have
heavy musculature, and their blood is said to be cold

and venomous.

Their temples reputedly hold vast riches such that the
Emperor cquipped an cxpedition to bring back the
wealth of distant Lustria to the Empire where it could
be put to good usec in the service of his most Imperial
Majesty Karl-Franz. That was many yecars ago and
there has since been no word of the fate of this

expedition.

Al manner of strange scaly monsters awell in
the jungles of Lustria; for if is & morass from
which tut few refurn whe- have gone Thence.
Great arve the freasures heaped wp in The cifies
of the Lizaramen; o whom gold i

commonplace:
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The femples of Lustria are
places of gruesonie
sacritices. The skulls of

these victims are emedded
on The walls of The

tomples




OF THE
ENCROACHMENTS OF
DREAD CHAOS AND THE
ENEMY WITHIN

Even here in my own chamber, protected by the
T::mplars of HciksEuard and h}' the prayers of the
most pious pricsts ol Lord Sigmar, 1 shiver with
fear when 1 write of the unspeakable beast, the
abomination, the encmy of life, the dread power that
men call Chaos.

It 1s claimed by the foul daemonologists that our
world is but one of many, and all of us exist in
the world of shadows as well as in the real world
we can see. Lhey say that our shadow-selves live in
the strange and unfathomable place known as the
Realm of Chaos, the shadowy, immatcrial abode of
daemons. Known also as the Acthyr, the Warp, the
Underworld, the Utterdark and by many other
names. Here time has no mecaning and the cvents of
past. present and future meld into ome, chaotic
existence. Some debate that this is not one
dimension but many. an infinite number of
alternative worlds where c\rcry'thing 1s possible and
every variation of human histnr}' i1s played out as
decreed at the beginning of time.

North from the borders of Kislev, past the rugged

Troll Country. lies the hellish Realm of Chaos where

the dacmons roam, secrvants of Entropy and the Long

Night. These creatures consist of thoughts alone, and
these thoughts are terrible.

The Realm of Chaos 1s a home te many terrible
entitics of cosmic power. | tremble as 1 write down the
names of the Four Great Gods of Chaos. I dare not
speak their pames aloud, for their servants can sec and
hear anything that is said anywhere, and the wise do
not draw the attention of the denizens of the dark to
themselves. Therefore I shall write them down and pray

for your souls.

There are four vile and loathsome Dark Gods of
Chaos - four brothers in darkness. The first of them
is Khorne, the great god of War, the Lord of Skulls
He takes many shapes: a gigantic blood-stained hound,

a bestial warrior, his hands dripping with blood. a

brooding king sitting on a throne of skulls. In his
hand is a sword, upon him, brass armour, and he sits
on a great mound of skulls which stretches around him
eternally. His bellow of rage echoes throughout time
and space, and it 1s he who brings the curse of war to

the unhappy world.

Next is Tzeentch, the Great Conspirator. the master of
the mutable timestream. He i1s the Sorcerer of Chaos,
and his sphere of influence 1s change. He is the Ever-
changing One, the master of magic, and mutator of
Mankind. His followers infiltrate the human society,
forever plotting. biding their time., waiting for the
moment to rise up against law and order.

Nurgle is the pauscating Lord of Plague. He s
described as a vast mountain of rotting and corpulent
flesh, ridden with all the discases of the world In his

physical form Nurgle is a mountain of filth and
corruption. But these words scarcely do justice to the
true foulness that is Father Nurgle, the lord of physical
corruption and disease. morbidness and hopelessness. It
is he who unleashes the horrific diseases that take such

a2 terrible toll on the inhabitants of the Old World

Lastly there is Slaanesh. the keeper of hidden wices
and terrible passions. the Lord of Forbidden
Pleasures, the decadent Prince of Chaos. Slaanesh 1s
said to be neither man or woman yet both. and that
to sce the physical perfection of his form 1s to be
damned to love him forever with passionate and
undying intensity. His followers and dacmons cavort
naked with the fallen, driven forth to new and

agonising plcasurcs by his stinging whips.

There are many other lesser powers of Chaos; lesser
gods, godlings. daemons and demigods, but only the
Four Great Powers are known cverywhere in the
known world. They are worshipped throughout the
world in different guises and pames, but always they
remain the same, as do their goals

Many mortals serve the dacmonic overlords of
Chaos. From the north come the black-clad warriors
of Chaos, followed by the barbarian tribes that
worship the gods of Chaos. These are the enemy
without, the dark armies that gather on our borders.

More insidious are the followers of Chaos within.
In the lands of men there are reviled and sick
heretics who worship the Chaos gods in secret.

Despite the efforts of the order of Witch
Hunters, their influence grows daily. It
grows in secret, and many powerful and

influential men secretly throw their lot in
with the Ruinous Powers, hoping to gain

great power and immortality as thesr reward.
In deep cellars and hidden temples these

despicable and insanec men perform hideous
rites and living sacrifices to appease their

dark masters. Each ycar they are said to be

more numecrous and powerful

Many of us belicve that we live in the
dusk—time of the world. 1 fear that they
might be right. Sigmar forgive me. for these
arc heretical thoughts. but the shadow of the
north has grown so huge that I sec little
hope for our survival. Sigmar preserve us
and deliver us. for our world has grown very
dark indeed. Perhaps I have doomed myself
by what I have written, but I have sworn to
write the truth for scholars who come after
me, and warn them of the danger.



OF THE POWER
OF MAGIC

Long ago the study of magic was forbidden in the
lands of the Old World, and all men and women
who saw visions or could perform miraculous deeds
were (quite sensibly) burned at the stake. But during
the Great War against Chaos, Magnus the Pious. the
uniter of the Empire, lifted the ancient ban against
sorcery, and established the Colleges of Magic.
From that day on the Empire has been served by a
corps of Battle Wizards.

The Aecthyr, or the Wind of Magic, encompasses
cight strands of Magic: that of Fire or Pyromancy,
Gold or the Lore of Alchemy, Amber the Wind of
Beasts, Light which is the Hecavenly lore of
Astromancy, the Shadow Wind and the Jade Wind
of Life as well as the purple Wind of the Dead.
These are the disciplines of sorcery as they are
taught in the Colleges of Magic today.

But though many do not know it, all magic
originates from the Realm of Chaos. In the furthest
north, say the scholars of the Colleges of Magic.
stands a colossal gateway to the dimension of
nightmares and dacmons. From this gaping maw
spews forth unnatural winds and mutating dust. This
energy coils around the world like an immense
serpent, and it is this power that the Wizards
employ when they are casting spells.

Those with the gift (or. indeed the curse) of second
sight can perceive these eight energies as they
cmerge from the Northern Wastes, and coil over the
world like a serpent strangling its prey. Humans
specialise in one of these strands of magic, and there
arc schools of sorcery which specialise in each of
the colours of magic.

The Wizards of the Gold
Loflege make many powertu/
magical arfefacts. such as
seredlls imbued with
enchantmeni and pofions
which can head The sick.

Frerce Wipverns are said fo-le .~

kin fo- Pragons. They have i
serpentine lodies, huge /‘;

wingspans and their /)
tarl enas withan )
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MONSTROUS BEINGS

Many of my grimoires show pictures of frightening
beasts. Of Giant Gctnpi that lurk bencath the
waves: of great Kraken which emerge to consume
entire ships before sinking back to the dark depths
of the ocean. Of the strange Jabberwock. said to eat
beautiful maidens. Of the Winged Folk of the
southern isles, and the serpentine Wyrms of the
East. Of course. a rational scientist such as myself
does not believe in things such as these.

But there arc other beasts which do exist, as 1 have
scen with my own cyes. The zoo of our most
beneficent Emperor here in Altdorf holds many
strange and terrible creatures which can be brought
to war: Griffons with the bodies of lions and heads
of fierce ecagles, steaming winged horses called
Pegasi, giant snakes brought by the Arabian
merchants from the Southlands. Hippogriffs that
nest in the crags of the Massif Orcal. great
lumbering beasts of Araby known as clephants. and
many more.

Dragons arc the most ancient of the creatures. Under
the Worlds Edge Mountains and stony mounds the
Dragons are still said to slumber. Even Kalgalanos
the Black, the father of all Dragons is rumoured to
have his lair bencath the bowels of the carth, with
the mountains as his spine, waiting for the
doomsday. when the Dragons will be roused from
their slumber, and soar above the clouds once more.



OF ORCS AND GOBLINS

The Orcs and Goblins are the bane of all civilised
races. These creatures have hides of greenish hue and
are hideous in appecarance. Their beady cyes glow red
in the dark and their foul fangs protrude from their
gaping mouths which utter such grunts as pass

among them for language. They converse among

themselves as much by blows and cuffs as by words

and it is a wonder that they can make or do
anything at all. Indeed, their weapons and artefacts

are of the crudest kind. yet effective enough to
wreak havoc in every land.

Their encampments are squalid in the extreme and,

cvery so often. the tribes gather and migrate in great
hordes across the land. waging war which is their
greatest delight. Indeed. it is said that Orcs 1n
particular live for war. Goblins. their lesser cousins

cagerly follow and serve the Orcs. The names of many
tribes are known, such as the Festering Scabs, the Iron
Claws, the Red Eyes. and the Broken Tooth. and these
tribes are swayed by their Shamans who wicld
strangely potent magical powers. It is they who invoke
their idols and raise up warlords and set the tribes 1n

motion, stirring up the great Wargas or wanderings of

which the Kislevites speak.

Orcs are constantly fighting amongst themselves to
establish the rule of the strongest. Thus there are
endless layers of leaders and warlords, cach vying for

power. Thus much of their energy is spent fighting

amongst themselves. It is claimed there 1s no Orcish
word for 'r;qual',

There is no counting the numbers of Orcs and Goblins which
infest the barren places of the world and no matter how many
are slain, there arc always more. Certain other creatures slink and
grovel around the Orc encampments such as Trolls. who are foul
and ghastly beyond description and the Snotlings who infest the
dungheaps in their multitudes.

Do not. however. underestimate the power of the
Orcs. For sometimes, when led by a warlord who 1s
inspired by his idols. the horde becomes unstoppable
and will cut a swathe through the realms of Men.
Dwarfs and even Elves. Great cities have been laid low
by the Orcs and many fine things have been

overthrown and trodden into dust

The Ores are greem of skin and
strong of stature: They are faller
and broader Than a man but steoped
like an ape of The Southiands. Creish
kind has fangs which are lared and
their eyes are sef aeep leneath a
thick trow. When an Ore speaks he
utfers (ut few uncouth words, in @
aceyp voice: The Ore has buf Ifle

infelligence excepling for some
glimmer of cunning




Many strangely-
shapen and fanged

OF THE RATMEN
OF THE UNDERWORLD

skulls fpund in sewers
are offen clanmed To- le One of the most persistent legends 1n the folklore of
) ! ignorant and uncouth pecasants is that of giant rats who
n of Sheven, walk on two feet in the manner of men. It is said that
Mﬁ‘ﬁfﬁ' M their vast empire stretches for untold miles beneath the
Jﬁyfﬂﬂﬁ% telonged To- carth. Allegedly their socicty is divided into several Great
, Clans, cach ruled by powerful Skaven collectively known
ant's which intest as the Lords of Decay. Most of the time they are said to
FM}W fight amongst themsclves like rabid rats, but sometimes
they set their bickerings aside and wage war against other \
- inhabitants of the Old World. When the rat-host goes to 28
The serofll Gelow i< said T ' ' battle, they muster the innumerable hordes of the lesser
fo contail a defailed : ' ; Warlord Clans.
m.‘ﬁf aflack afm’nﬂ' There are lunatics and madmen in the Great Altdorf
the fair m oF Mk Asylum who claim that they have escaped from the slavery
' of these rat-men, and others who say that even as we
The serite who speak they arc preparing for a great war against Mankind.
Transiated The fex! has I have never seen such creatures, and as the learned
leen enfrusted To The professors of Nuln have shown. irrefutable scientific proof
; cxists that these creatures are but a sham and a hoax. |
#Frﬁ&*‘ﬂ" est have included here a parchment which is said to been .
of 5Mff#’ in The greaf written by one of these creatures known as Skaven. I have
Aftaorsf ,‘fﬁ?’r@fﬂ brought it before your Majesty for the sake of
completeness, despite my firm belief that it is but a clever

forgery.

These Skaven are but a figment of imagination. and there
are enough real dangers in this grim world of ours. Let
your thoughts concentrate on the tasks at hand and not on
babblings of old senile saga poets.

According to these questionable reports, cach of the Greater Clans has its
own armaments and foul methods to wage war. The clan known as
Moulder are powerful Beastmasters and use magical warpstonc to breed and
mutate ferocious fighting beasts. Clan Eshin are feared assassins and '
stealthy murderers. It 1s cven rumoured that one of their number
assassinated Emperor Mandred. Clan Skryre arc known as Warlock
Engincers, masters of an insanc blend of magic and science. The Clan
Pestilens are also known as the Plague Monks. They are disciples of Y
discase and initiates of infection. It is told that their clan holds 2 great
book called Liber Bubonicus which lists all discascs known to man and
many unknown besides. As instructed by their god. the Plague Monks are
dedicated to spreading pestilence and plague amongst the cities of men.

In the land of Tilea the men of that land tell tales of the great city of
Skaven hidden deep in the rotting heart of the Blighted Marches. This
city is called Skavenblight (lileans are not noted for their originality) in
the legends. Herein lies the temple of the Horned Rat, the foul Chaos
god of Skaven, and here multitudinous millions of the Skaven hordes
scuttle, plot, fight and murder, cach vying for supremacy. No man has
scen this city, and like most 1 believe it 1s just a myth, for the Blighted
Marches are impenetrable and poisonous, thus giving risc o the legends
the Skaven city. '




OF THE
LANDS OF ARABY

South of Tilea. past the stormy scas of the Black Gulf,
lies the kingdom of Araby. Here the decadent Caliphs
and Sultans rule cities made of white stone, and their
realms are the vast deserts. oases that glitter like jewels,
and mountains inhabited by fierce nomad warriors.
Several great cities form a loose coalition, though in
effect they are all independent states with their own
rulers, traditions and customs.

The Sheikhs, Emirs and Sultans of Copher, Lashick
and Martek live in unimaginable luxury, served by
hundreds of slaves who will fulfil their every whim,
their harems are filled with voluptuous beauties from
across the world and their treasure chambers with all
the splendour and wealth of that distant land. Some of
these despots are cruel by their nature, ordering
beheadings and mutilation of even the pettiest criminals,
while others are great rulers and patrons of art and

science.

In contrast the nomadic peoples, who are the subjects of
the Arabian rulers, do not build permanent settlements,
preferring to travel far and wide in the desert. Some ride
not upon horses, but on strange and most bad-tempered
beasts which never thirst and appear never to drink.

There are many sorcerers in Araby, who can perform
strange works of magic. It 1s said that they can conjure up
spirits which they call genies and imprison them in glass
bottles. When the bottle 1s uncorked, the spirit emerges as
a vapour and grows to immense size to do the bidding of
his master. Other tales speak of Wizards who fly high
above the sands on carpets. Believe this if you will

In the Old World the Arabians are known to be cunning traders
and merchants. It is said that an Arabian can trick even a Tilean
into a bad bargain, and 1 know few more crooked traders than the

treacherous Tileans.

The most infamous of the Arabians are the merciless pirates of
Copher. The ships of the Old World fear few perils of the sca as
much as the Corsairs of Araby. The port of Copher holds many
sleek and deadly ships which prey the seven scas.

Weapons and armour of
The Eastern Kingaom of
Lathay Crought Gy The
caravans are lolh
tizarre and cuflanaish

OF THE SOUTHLANDS

Of the hot jungles of the south 1 can say little, for few
have dared the stormy scas of the south and cven fewer
have returned {rom the Dark Continent. The Southlands

encompass vast, untouched jungles and snow-capped
mountains. 1 he western coast boasts a2 number of small

colonies of Arabian Mmerchants which serve as havens for

their ships.

The jungles themselves are said to be impenctrable and
trackless, filled with all manner of dangerous animals and
monsters. All attempts to explore this hostile. steaming
hell have failed. The few survivors talk of the last of the
great Dwarf strongholds, surrounded by savage Orcs and
Goblins and all manner of other monsters. Other tales
speak of a great High EIf fortress which guards the tip of
the Southlands and the way to the distant cast and the
lands of Ind and Cathay. But whatever power holds the
Southlands, i1t is welcome to i1t. Keep your dark secrets

and your cursed treasures!

OF THE DISTANT
KINGDOM OF CATHAY

Past the Worlds Edge Mountains and across the
Great Skull Lands, on the other side of the
Mountains of Mourn and the vast steppes. begin the
uncharted lands. Only a single path travels to the
cast, known as the Silk Road. It runs through the
untamed steppes until its destination, the fabled
kingdom of Cathay. The lure of the Silk Road is
great to the merchant houses of the Tilea and the
Burgomeisters of the Empire, as well as the traders
of Araby. But the road is far from safe: roving
bandits. steppe nomads. and the vast hordes of
Hobgobla-Khan who rule the steppes arc an ever-
present threat, and onc that cannot be taken too
lightly. Only onc caravan out of ten makes the trip
safely.

The travellers that return from Cathay tell tales of
great gnldn PJEDdﬂ.H and the inexhaustible armies of
the castern despots. They bring exotic spices and
finest silks, gleaming gold, luxurious porcelain vases
and all manner of strange and wonderful items from
the Kingdom of the Dragon, glimpses of the

mysterious Elnr}r of the distant and rich orient.

They also bring tales of jade cites and high temples
where mystics probe the movements of the heavenly
bodies and the positions of the stars, of the
scholars who inscribe every word ever uttered by
their divine Emperor. Many strange creatures arc said
to live in the land of Cathay. from serpentine
dragons to gigantic living stonc dogs which guard
the temples of the multitudinous gods of Cathay.

Records of travellers tell of the thousand. thousand
footsoldiers of the Emperor, the mystic
brotherhoods of monks who can kill you with a
touch of their hand. and the strange monkey
warriors living high in the Mountains of Heaven.

Most of these tales are highly fanciful, but certainly
the Empire of the Celestial Dragon must be a
wondrous and rich place, but until the trade routes
to the east are safe it will remain a realm of legend.



WARHAMMER ARMIES

The following pages give you an overview of the armies and creatures that inhabit the Warhammer
world. The miniatures, superbly painted by the 'Eavy Metal team, will provide you with an insight into
the diverse background of each race. We hope that this section inspires you to collect and paint your
own armies to add to the rich tapestry that makes up the Warhammer game.
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EMPIRE

The armies of the Empire are professional,
well-disciplined and led by some of the
finest generals in history. Facing attack
from every border, the soldiers of the
Empire defend humanity against countless
invaders. A typical Empire army is based
around units of heavily armoured Knights
such as the legendary Knights of the White
Wolf, or the noble Reiksguard Knights.
These elite warriors are supported by
regiments of highly trained intantry.

A regiment of Spearmen from the province of Talabbeim. Recruited from the local touns and
villages, these brave soldiers wear the livery of their Elector Count. Their shields bear the
traditional device of the lion, a symbol that is commonly associated with Talabbeim.

The Free Companies of the Empire Militia are deadly street fighters, perfectly suited to
battle in the armies of the Empire. These units band togetber in times of danger to defend
their bomes and villages from attack.

Battle-bardened and bighly trained, Knights form
the elite cavalry of the Empire, and are the
stalwarts of any Imperial army.
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I'be Imperial Artillery School of Nuln trains men in the art of blackpowder weaponry. These brave crews use their expert knowledge of gigantic war
machines, such as the Great Cannon or Imperial Mortar, to provide supporting fire for Imperial cavalry and infantry units.
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Empire troops wear clothing with the colowrs of their bome province

Variations in a unit's livery to denote its speciality are common

practice. Several individual regiments wear their own unigue livery.

Swordsmen of the Empire are expert fencers and bighly skilled at fighting opponents
one-on-one, This unit comes from Middenbeim, the Empire's second largest city.

Empire Wizards bone their arts at the College
of Magic. They are able to cast deadly spells
across the baitlefield. 4

Master Engineers are experts Spearmen form an
iri the fine craft of essential part of
Handgunners are state troops and are part of the standing army of the Empire. This regiment blackpowder weapons. an Empire army.

from Talabbeim bas been tirelessly drilled in the use of their dangerous blackpowder weapons

The backbone of the
Empire army is its brave
infantry regiments.
Swordsmen, Halberdiers
and Spearmen are formed
together in orderly ranks
to defend their
homelands, and
Handgunners and Archers
provide supporting fire to
whittle down the
advancing foes. At the rear
of the army, heavy artillery
pounds holes in enemy
formations before they
even come close to the
Empire troops.

Pistolier regiments comprise young nobles eager to fight for their Emperor but who are not yet experienced or old
enough to join the Reiksguard. They are known for their recklessness and bunger for victory.

179



180

WARHAMMER ARMIES % @‘

ORCS AND GOBLINS

Orcs and Goblins have a vast diversity of troops at their disposal, more so than
perhaps any other army. Orcs excel at close combat, and boast some of the
toughest warriors in the world. Orc and Savage Orc Boar Boyz are feared for the
speed and destructive power of their charges. The mighty Black Orcs march at the
front of any assault, using their sheer size and strength to brutal effect against any
foe they face. The Goblins, smaller in size than their Orc cousins, use superiority of
numbers along with evil cunning to defeat their
enemies. With the support of many strange

creatures such as the repugnant Trolls or the

towering Giants to help them in their
< unquenchable thirst for battle, an Orc and
Goblin horde is a force to be reckoned with.

!

Circ Warriors wield buge weapons in battle knoun as ‘choppas’. These great cleavers are far larger and more dangerous than the mere swords and

axes of men. The standard of the unit is their tribal totem and is decorated with grisly tropbies from previous victories

Fuelled with a potent fungus brew,
Night Goblin Fanatics are a menace
to every unit on the battlefield,

including their own regiments!

Boar Boyz are among the most dangerous warriors in the Orc army. Should an enemy avoid being skewered on the tips of their wicked barbed

spears, they then must face being gored to death on the tusks of the massive boars.
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Subterranean Night Goblins emerge from their dark network of mountain tunnels and gatber
into large mobs in battle. Whilst not being the toughest of fighters, their sheer numbers, as

well as the Fanatics bidden in their ranks, will often give an opponent cause 10 sidy clear.

The sight of a Giant looming over the battlefield is enough

Ore Arrer Boyz can fire a bail of arrows into the Goblin Shamans wield unpredictable,
to strike fear into the bearts of an entire enenty darmy

massed ranks of an approaching army. destructive magic POwers.

'.'l;!:-:t '.ﬂ.'-‘ ;- ™ 3 i 5 R T e ey A
s and Ore Warlords, sweeping away all who stand before them in a furious assault. Together with
such as the slow-witted Stone Trolls, the Orc army is a diverse, unpredictable

Ore Boar Chariots are often ridden by Big Bosse
other war machines, such as the mighty Orc Rock Lobba, or monsters,

force able to defeat any opponent, as long as they don't end up bickering amongst themselves.
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DWARFS

The Dwarfs are an ancient, proud and grim race.
Their heavily armoured infantry commands well
deserved respect from any enemy who has ever
stood against them. Dwarl Warriors are
legendarily stubborn in defence of their
mountain homelands, and are as equally
unrelenting in their assaults. Dwarf artillery is

Dwarf Rangers guard the mountain passes and trade routes against bandits
4Mon gﬁ[ [h(.' Most lj(}t{: nt H.]'ld 'Ij csiru [_[1 ve cricd raiders. Dii n'HL[; battle ."f_n_*_;'_f:r;uf_}.f f.l.irri}.l‘_:fs.‘n!rq_’ the other warriors rJ_-l||" thetr

machinery in the known world. The legendary stronghold. Dwarf Rangers are skilled in setting traps and

Dwarf ]‘.ﬁ]ﬁiﬂftl"i have {ll'._“r’l‘._‘lll}[.'}f._‘f_l manv Llﬁi{iut' pitfalls to bold up the advance of the enemy while the rest

and powerful war machines such as
Gyrocopters and Flame Cannons.
Having no aptitude for magic, the
Dwarf army contains no
Wizards. Instead they forge
magical runes onto their
weaponry, putting faith in the
power of these symbols to
aid them in battle.

of the army prepares for the coming battle.

.

Dwarf warriors are legendary for their stubbornness and valowr. Wearing armour forged deep within
their mountain strongholds, their solid ranks of troops are virtually unstoppable in close quarters. Such
a regiment typically carries ancient axes, some of which bave been used by many generations of their

kin before them. They fight under a standard depicting one of their venerated ancestors.

Crossbows are the favoured
lomg-range weapons of
Dwarf warriors. Many an
Orc bas died under a bail
af bolts from a regiment of
Dwearf Crosshowmen.
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Longbeards are the most senior Dwarf warriors of their stronghbolds. They are known for their strength, skill at arms and long memory of any
grudges that the Dwarfs have against their enemies. This regiment is from Karak Varn and is famous for never retreating from a battlefield.
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Pouring out from their network of labyrinths that run throughout the Old
World, Skaven attack in massive hordes, overwhelming the opposition
through sheer force of numbers. In battle their huge regiments are
surrounded by unusual war machines, such as the deadly W’arpﬁrt Throwers
or the Doomwheel. Masters of treachery, Skaven assassins

- strike deep into the heart of their Opposing army.

-

Plague Censer Bearers sprecd
disease through enemy ranks.

Clanrats form the vast bulk of Skaven bordes that pour forth in times of war. Individual Skaven are
vicious but ratber cowardly. In buge bordes, bowever, they turn into an unstoppable mass which
overwbelms the opposition through sheer weight of numbers,

Globadiers carry fragile spheres
of lethal warpstone gas to burl

IMOngst enemy ranks
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stormuyermin are the band-picked elite troops of the Clanrat masses. They carry the best u Cedfrons
and wear the best armour. Most Stormuvermin are black-furred — the mark of a pure killer

A Jezzail team prepares to fire. These
are extremely long-range guns firing
small pellets of Warpstone, and are

used by the Skaven to deadly effect.
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Rat Ogres are massive mutated monsters, created by the twisted genius of Clan Moulder. Tbefr bave enough strength to tear apart a fully-armoured
knight and their speed and inbuman ferocity makes them a fearsome enemy. With the support of deadly u edaponry, such as the Warpfire Thrower
which fires a flammable gas mixture into the enemy ranks, the Skaven are an army best kept at a distance by their apponents
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A High EIf army arrayed for battle
is an awe-inspiring sight. The
citizen-soldier
Spearmen and Archers form deep
and disciplined ranks, their
mithril armour shining bright in
their enemies’ eyes. Magnificent
High EIf cavalry, such as the Silver
Helms and Dragon Princes, hold
lances high in preparation to
charge. Combined with the
firepower of war machines, such
as the deadly Repeater Bolt
Throwers, many armies
are devastated before “\
they even reach
the High Elves’
front line.

lores of magic, Elven Mages are

Well practiced in all of the

potent Wizards.

regiments  of

High EIf Spearmen form ranks of silver armoured, highly disciplined warriors. So strong is their determination

High Elf Captains are among the most
proficient warriors in the world

that they are capable of withstanding even the fearsome charge of a unit of Knights.
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Then all chiefs made an oath R
To stand together, united as men S sl
And a crown was fashioned fﬁﬁ. ok |
s ¥ By Alaric, runesmith of the Dwarfs w
gp gt Placed by Ulric, the priest ug
| | Upon noble Sigmar's brow. s

Henceforth let all men
unite and appoint the greatest |
among them to wield the hammer % .

Then did Sigmar cause to be built g

IGMAR
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The high hall of kings.

the greatest of halls beside the Reik ‘{
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The dark warriors of Chaos descend from the . ' '

Northern Wastes leaving nothing : i | . IL ‘b
but carnage and destruction in g# /i |
their trail. heavily | :*
armoured fighters wield cruel @ '3
and menacing weapons, and i
there are very few troops who :
dare stand before the onslaught of &
these bloodthirsty beings. Leading §
the advance of a Chaos Warrior
army are the mighty Chaos Knights,
more than capable of riding down
any troops that stand in the path of
their charge. Hordes of Chaos
Marauders, savage barbarians
from the North, join the invaders,
as do monstrous Ogres and all
manner of vile creatures created
by the mutating powers of the

Chaos Warriors gather together in
bands to ravage and plunder the

lands of the Old World, all in the
name of their dark gods.

&

These

Chaos gods.
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A mighty Chaos Warlord astride a
dark Chaos Steed charging inio
battle is a fearsome sight.

The armour of a Chaos Warrior is
carved with runes to give its wearer !
extra magical protection.

Chaos Sorcerers conjure their dark 3
miagic o cast upon the enemy. ' -e.
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Chaos Knights ride wickedly armoured steeds into combat; there are few foes who can withstand the power of their deadly charge. Chaos Ogres can easily
rend a man limb from limb. Confident in their ability to defeat anyone in band-to-band combat, Champions of Chaos dare any mortal to fight against them.
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Spawned from the dark magics of the northern lands,
Daemons cause terror and dread in the hearts of all
mortals. Led by dark Lords and evil Princes, they seek
to corrupt Mankind and gain control of the Old
World. Khorne'’s Bloodletters slay for their
master, whilst the Daemonettes of
Slaanesh entice mortals to their

death, a sacrifice to their cruel lord.

The powers of Tzeentch twist and

warp magic to use against their
chosen victims, whilst the followers of Nurgle
spread disease and pestilence wherever they pass.
It is a brave general indeed that leads his men against
a Daemon horde, for they are wholly different from
any mortal force, having unworldly magical powers
and inhuman strength.

The Plague Bearer of Nurgle Spawned from the twisted magic of Tzeentch,

The Bloodthirster, Greater Daemon of Kborne, seeks the spreads all manner of vile the Pink Horror tears its opponents apart in

skulls of foes rent asunder in the throes of battle, to plagues throughout the land

a frenzy of destruction
place on bis master's throne.

o R vl

A Greater Daemon of Slaanesh, the Keeper of Secrets leads bis Daemonettes and Fiends of Slaanesh into battle against their foes. Luring mortals to
an eternity of bellish torment, Greater Daemons are among the most powerful creatures that exist,
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BEASTMEN

Twisted by the mutating powers
of Chaos, Beastmen hunger for
slaughter. Venturing forth from
the darkest forests to kill

and destroy in the
name of their foul gods, the
horned Gors revel in the
spilling of blood. Mighty
Minotaur Lords wield gigantic
axes as they join the carnage. °%
Wickedly scyvthed chariots
pulled by mighty Tuskgors cut a

=4

swathe through the enemy
ranks, scattering

S
all before

43« V-

A Beastlord is a powerful
and vile warrior whose only

intent is slaugbter

&4
*

This Beastman
Baitle Standard
bears the symbal of
the horned skull, a

contmon molif
amongst the
Beastmen armies.

The largest breed of Beastmen are known as Gors. These are buge and brutal creatures that bave an unnatural vitality and bate all Mankind.
They gather into great berds and strike out of the dark forests, destroying everything that stands in their path

A Beastman warberd of the Drakwald Forest. A pack of Chaos Hounds is capable of rending the flesh off even large monsters, whilst the Minotaur i
one of the most powerful creatures in the Old World. A unit of them in close combat is easily able to destroy any creatures that they may face.
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TOMB KINGS OF It is said that more Undead roam the earth than mortals. The

dread Tomb Kings of Khemri command a host of mummies
and skeletal warriors that serve them in an unholy afterlife.
Striking forth from the desert lands of the South, the
skeletal host rides forth on ghastly chariots of

bone to reclaim the land from the living.

This unit of Skeleton spearmen is led by a mummified Tomb Lord, raised from the dead. Reanimated to create an unboly war machine, the Skeletal
With many such regiments guarding numerous ruined temples, the desert lands of Chariot is both fast and deadly on the battlefield.
Kbemri are a desolate and dangerous place for the unwary to seek ancient treasures.
deep within the wvaults of castles and

temples that lie in ruins. They seek their
prey from amongst their opponents’ finest
warriors. Commanding hordes of Undead

warriors, the Vampire Counts thirst for the
warm flesh and blood of the living.

From the cursed land of Sylvannia come the
immortal Vampire Counts, who rise from

rbhose mortals that do not fall prey
to the Labmia Vampire's seductive
charm soon perish on ber blades

o o g
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The Undead borde gatbers to prepare for battle. Wight Cavalry sit astride their steeds, which faithfully serve them after death. A Vampire Count rides
at the bead of the army, whilst the Black Coach carries its sinister cargo, almost unstoppable as it rolls into battle. Regiment upon regiment of Undead
warriors stalk the land: Ghouls, Skeletons, Zombies and Grave Guard. A ghastly sight to bebold, few live to tell of glimpsing an Undead borde.
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BRETONNIANS

Bretonnia is the land of chivalry and honour. One of the .
most powerful nations of the Old World, the strength of the
roval army of Bretonnia can be summed up in one word:
Knights. From the reckless Knights Errant, valiantly seeking
to prove their worth in combat, to the noble Grail Knights
favoured by the Lady of the Lake, Bretonnian cavalry is
unmatched in its martial prowess. With its sturdy barded
steeds and the colourful heraldic coats of arms, the

A Bretonnian Sorceress  Bretonnian army is an imposing sight on a battlefield.
weaves ber magic spells

to protect and aid the
eallant Knights.

The noble Grail Knights bave fulfilled their quest and

Tbough Knights form the backbone of Bretonnian armies, the army is nevertbeless so are granted the favours of the Lady of the Lake
bulked out by other troops as well. These forces are made up of Commoners armed with I'bey ride into battle without fear and with the
bows, spears and balberds, as well as Squires who fight bath mounted and on foot experience of many years of combat bebind them.

Sl
r.

The valiant Knights of the Realm charge to meet the foe. The charge of Bretonnian Knights is powerful enough to cause most enemy units to turn
tail and flee from the battle. Should the enemy be able to withstand the lances as they puncture through their ranks then they must face fully
armoured Knights trained in martial skills. For a Bretonnian Knight, combat is a daily ritual; though few in number, they are strong of beart.
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Lizardmen inhabit the vast jungles of the distant land of
Lustria. It is a realm where the mystical Slann
hide away deep within their pyramid cities to

study secret texts of ancient times. Their armies

consist of cohorts of powerful Saurus warriors
and masses of darting Skinks. The envenomed
arrows and javelins of the Lizardmen
drive off those who seek to steal the
treasures of the forgotten
civilisation. Often
travelling to the other
continents to take back
treasures that rightly
belong to their
ancestors, the
Lizardmen will
swiftly

punish

anybody daring to
interfere in their
cold-blooded
affairs.

Fortress-like Stegadons are capable of crushing entire
regiments of troops. With giant crosshows mounted on their
bowdabs, they are dangerous creatures to stand up to,

This Slann Mage-Priest of Chagua uses bis knowledge of & *ﬁ ;
ancient texis to cast very powerful and potent spells. '

. |_ll'll"'
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eink Warriors fight in buge units. This regiment carries the banner totem of Sotek, the great serpent god Saurus Temple Guards protect the sacred
Ibe different spawnings of Skinks and Saurus bave different coloured hides and crests. Lizardmen temples from plunderers.

A Saurus regiment marches through the thick tropical jungles of Lustria. Their
A massive Kroxigor; the most powerful of the Lizardmen warriors. scales are thick enough to give them a measure of armoured protection, whilst
Their giant bronze axes can easily crush smaller opponents. their crude spears are effective enough to scare off any invaders.
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DARK ELVES

Dark Elves dwell in the realm of Naggaroth, the Land of
Chill, far in the northern part of the New World. From
their six menacing fortified cities, they march forth to
enslave the free peoples. The bulk of the Dark Elf army is
made up of Spearmen and Warriors drawn from amongst
the citizens of the Dark EIf cities. Sacrifices of blood are
made in the name of the Witch King, and the bodies of
slain victims litter the battlefields of the Dark Elf armies. - = o e B il A Covsalr 1t a deadbe it

No one is HPHI‘E{'] the wrath of the Dark EIf dArimy, for hfﬁ:’ﬁ'ﬂ;_fﬂ!'.-f'uﬁihfﬁ' Witch Elves Wearing a cloak made from the

mercy is an ideal h{:}:nnd their Llﬂd{_’TH[Hﬂdiﬂg. batbe in the blood of their victims  scales of a Sea Dragon, be is a
to gain everlasting youth formidable opponent.

After sacrificing victims in dark
rituals, a Dark Elf Sorceress can Dark Elf Spearmen form the core of the Dark EIf army. Disembarking from raiding fleets, they ravage and
wield magic with deadly intent plunder the Warbammer world in search of slaves to take back to the dark cities of Naggaroth.

BUES ST b

Dark Elf armies are fast and deadly due to their warriors being bighly trained and well-equipped. In addition to the Repeater Crossbows, who can
darken the sky with a bail of bolts, the maniacal Witch Elves wark themselves into a frenzy of bloodshed. The Harpies of Clar Karond are able to
swoop down and tear apart their foes with massive talons, whilst the Dark Riders quickly ride down any enenmies who try to flee.
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Then all chiefs made an oath R
To stand together, united as men S sl
And a crown was fashioned fﬁﬁ. ok |
s ¥ By Alaric, runesmith of the Dwarfs w
gp gt Placed by Ulric, the priest ug
| | Upon noble Sigmar's brow. s

Henceforth let all men
unite and appoint the greatest |
among them to wield the hammer % .

Then did Sigmar cause to be built g

IGMAR

sl ‘

The high hall of kings.

the greatest of halls beside the Reik ‘{

Fa
-

o

K 3 B
------




196

v -
il WARHAMMER
1 |

SCENARIOS

Thi:-; section of the book includes some of the many
different types of battles that you can fight out using
the Warhammer rules.

WHAT IS A SCENARIO?

Imagine vou are watching a game of Warhammer as a
spectator. Two players line up their armies opposite each
other across the wargames table. Then they begin the
battle, playing turn by turn until one army has mostly
fled or been wiped out. The army with the most troops
left is deemed to be the winner. You are observing the
game in its simple and typical form. This is in fact, a
‘pitched battle’ in which both sides have approached the
battlefield head on, made camp for the night and formed
up their battle lines at dawn, steadily marching in battle
array towards each other until they clash. The only
strategy in the minds of the Generals is to smash the
opposing army in a frontal attack. In reality, this only
represents one sort of scenario. There are many others.

In the course of a war or a campaign, many battles will
not be ‘pitched battles’ since a General will try to outwit
his opponent in strategy, by leading his
army by devious routes or luring

him into a trap, for example.

This will more often than
not lead to one of many
possible battle
scenarios such as
an ambush,
flank attack,
encirclement

Oor even d

siege.

Nor is it likely that the armies would always be equally
matched in numbers or fighting strength when they
encounter each other.

In this section, various battle scenarios are described.
These have been gleaned from the diverse annals and
legends of the known world. Each scenario, as the name
suggests, sets the scene of a particular battle. These
encounters occurred during the course of wars and
campaigns which had an influence on the time, the place
and the circumstances in which the battle was fought as
well as the forces involved. The commanders tried to
outmanoeuvre each other with their entire armies
during the marches which led up to the final encounters.
Some succeeded in bringing their opponent to battle at
a disadvantage. Others recklessly or despite every effort,
found themselves fighting against the odds. For each side
the challenge was that of a real battle: Can we fight our
way out of this? Will our strength of numbers and tactical
advantages win the day? Can we snatch victory from the
jaws of defeat? or if all seems lost: Can we at least die
heroically and win a place in legend?

Different scenarios require the players to re-examing€
their army choices and tactics, and ensure that every
game is always different to the last. A player might
choose an army which they feel confident can beat any
foe in a Pitched Battle, but how would they fare if faced
with fighting a Last Stand? It is this variety which
constantly tests the generalship of the players, and every
battle tells a different story and adds to the history of

yOur army.

CHOOSING A SCENARIO

On the following pages are nine different scenarios,
ranging in complexity. For your first few games, we
recommend vou just play the Pitched Battle scenario
until you are confident with most of the Warhammer
rules — there's quite a lot to learn without adding extra
rules for a scenario!

Once you've got to grips with the basic Warhammer rules
vou might like to try out some of the other sCenarios.
The scenarios are presented in order of increasing
complexity, so you might like to try scenarios 2 and 3
next.

Scenarios 1 through 5 all use an equal points valug, S0 Iff
you and your opponent have already agreed on the size
of the battle to be played, you won't have to decide
which scenario to play until you meet up. If you wishy
you could randomly generate which of the scenarios you:
are playing after you have picked your armies - neithes
player knows exactly what they’ll have to do and will
need a balanced force to cover every eventuality. 108
randomly generate one of these scenarios, roll a dice and:
consult the following table:




] BATTLEFIELD
A map accompanies this short description of the
| D6 SCENARIO battletield, along with any special terrain rules used
e T aNY O R Pitched Battle for the scenario.
SRS T S TS Breakthrough |
B RN - . b v Meeting Engagement DEPLOYMENT
s T T, . Flanking Force | This details where and in what order armies are set up.
S AN A Capture |
i = 553 WHO GOES FIRST?

The other battles use uneven points values or have
additional restrictions on what to take in your armies
and vou will need to agree with vour opponent
beforehand which of these you want to play, as this will
affect the size and/or type of army you can choose.

CREATING YOUR
OWN SCENARIOS

Making up a scenario to fight isn’t as difficult as it might
seem at first. Inspiration can come from many places,
including military history, films, books or comics. If you
follow the same format we have used for our scenarios,
filling in the blanks as it were, vou’'ll see that coming up
with a little bit of history, deployment rules and victory
conditions isn’t hard. In fact, some players just play
scenarios they've invented themselves, because they
know best what armies and terrain they and their
opponents have,

The scenarios on the following pages all
follow the same format:

BACKGROUND
This part gives an
example from the
Warhammer world of the
type of battle the scenario
outlines.

OVERVIEW

Provides a summary
of what the

armies are trving

to achieve.

ARMIES

Details the size
and

composition of
the armies that
take part in

the scenario.

Any restrictions

in this section

are in addition to
the normal rules for
choosing an army,
unless otherwise

Have a guess! Yes, this tells yvou how to determine
which plaver gets the first turn.

LENGTH OF GAME

Here you'll find out how long the bartle lasts.

SPECIAL RULES

Any additional rules particular to the scenario will be
found in this section.

VICTORY CONDITIONS

This is where vou can find out how to be victorious!

HISTORICAL RE-FIGHT

Includes any notes about re-fighting the battle
presented in the Background section.
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VICTORY POINTS

Many of the scenarios use Victory points to determine
who has won the battle. Victory points (sometimes
shortened to VPs) are a way of measuring how much
damage has been done to the enemy army, as well as
other factors such as a better tactical position and
morale-boosting endeavours like capturing enemy
banners. A player scores Victory points as shown in
the Victory Points chart below. Compare the
difference between the players’ scores and size of the
battle on the second chart to determine the result.

EY

VICTORY POINTS CHART

You receive a number of Victory points equal to the
points value of each enemy unit either destroyed,
flecing or having fled the table.

For example, a unit worth 400 points is worlh
400 Victory points.

Each independent character is counted as a separate
unit for this purpose, and characters mounted on
monsters are also counted separately from their
mount.

Eg, a Hero on a Dragon is slain, but the Dragon is
still alive, score Victory points for the Hero only.

You also receive Victory points for each enemy unit
reduced to below half its original starting number of
models, and Independent models (characters, chariots
and monsters) reduced to below half their starting
number of wounds.

Do not count this if Victory points have already been
scored for the unit being wiped out, as detailed
above. Score Victory points equal to half the unit’s
points value (round up).

Eg, a unit worth 325 points is worth 103 Victory
points if reduced to below balf strength.

Divide the table into four quarters. Each table quarter
that contains at least one of your units with a Unit
Strength of 5 or more that is not fleeing, and no
enemy units which are not fleeing — 100 Victory
points.

Enemy General slain, fleeing or having fled the table
— 100 Victory points in addition to Victory points
scored for being a destroyed unit.

Each enemy unit Standard captured at the end of the
battle — 100 Victory points.

Enemy Battle Standard captured at the end of the
battle 100 VPs.

-
2 Victory points chart
SIZE OF BATTLE (POINTS)

1-1,999 2,000-2,999 3,000-3,999 4,000-4,999  5,000-5,999 6,000+
w  0-149 D D D D D D
> 150-299 MV D D D D D
ﬁ 300-449 SV MV D D D D ;
E 450-599 SV MV MV D D D
= 600-749 M SV MV MV D D H
w  750-899 M SV MV MV MV D
E 900-1,199 M SV SV MV MV D :
2 1,200-1,499 M M SV MV MV MV
E 1,500-1,799 M M SV SV MV MV ‘1%
o 1,800-2,099 M M M SV SV MV
E 2,100-2,499 M M M M SV SV “
> 2,500+ M M M M M M

D= Draw. Neither side bolds the upper band.

MV= Minor victory. You bave won the battle, but only just!
SV= Solid victory. You have decisively defeated the foe. History will remember your endeavours today.
M= Massacre! You have ruthlessly crushed your foes and are a bero of your people!
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SCENARIO 1 - BATTLE OF NEBELHEIM

ThiH battle is often held up as an example of a true
pitched battle, by scholars of the Empire.

In this battle the army of the Empire, led by Konrad,
Elector count of Ostland, engaged a large horde of Orcs,
led by Warlord Gorkfang. Knowing that the Orcs would
press on regardless of losses and seek to overwhelm the
Empire army by force of numbers alone, Konrad chose
his ground carefully and devised a cunning plan. Then
he deployed his army in the path of the invading Orc
horde, forming up his carefully considered battle line in
open, rolling terrain that formed a natural arena for the

| battle. Konrad then deliberately positioned thin lines of

. missile troops in the centre and big blocks of solid
troops on the flanks.

The Orcs approached and seeing the apparently thin and
weak centre, went into a headlong and ill-considered
advance. Of course Konrad's centre gave way and the

Orcs surged onward oblivious to the approaching doom.
It was now time for Konrad, relying on the immense
discipline of his men, to close the trap. The massive and
resistant Empire formations on both flanks, swung
inwards and hammered the Orc army from both sides. It
is said that the Orcs were jammed together so closely in
the melee that they were unable to use their weapons
and so fell readily and in great heaps to the massed
halberds of the Ostlanders. Gorkfang, himself fell, and
his horde was annihilated. It was a famous victory.

PITCHED BATTLE

Overview: Both armies are fully prepared for battle and
their goal is simple — wipe out their enemy and take the
field!

Armies: Both armies are chosen using the Warhammer
army lists to an agreed points value.

Battlefield: Lay out the terrain in any mutually agreeable
MAnNer.

1. Both players roll a dice, the player who scores highest
can choose the side of the table to deploy his forces on.
2. The players roll a dice, the highest scorer may choose
whether to start deploving first or second.
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3. Taking it in turns, each player deploys one unit at a
time, at least 24" from the opposing deployment zone.

4. All war machines in a player’s army are deployed at
the same time, though they can be deployed in different
parts of the battlefield.

5. Champions are deployed with their unit, all other
characters in the army are deployed after all other units,
all at the same time.

6. Scouting units are not deployed with the rest of the
units. Instead they are placed on the table after all units
in both armies have been deployed, as described in the
rules for Scouts.

Who goes first? Both playvers roll a dice, the player who
tinished their deployment first (not including Scouts)
may add +1 to their dice roll. The player who scores
highest may choose whether to go first or second (re-roll
ties).

Length of game: The game lasts six turns or until one

playver concedes defeat.

Special rules: There are no special rules in this
scenario.,

Victory conditions: Unless one plaver concedes, use
the Victory Points chart to determine who the winner of
the battle is.

HISTORICAL RE-FIGHT

To re-fight the Battle of Nebelheim, simply use the
Pitched Battle scenario as described. Of course, the
Empire player cannot rely on his opponent being as
reckless as Gorkfang, although he can try to be as
cunning as Konrad. The barttlefield is best represented by
an open plain in the centre with perhaps low hills on the
flanks to partially conceal either end of the Empire
deployment zone from the approaching enemy.
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SCENARIO 2 - THE BATTLE OF
THE NECROPOLIS, Imperial Year 2480

ount Schuvaltz, one of the border princes, heard tale
Cuf the fabled Land of the Dead which lay across the
sea to the south. Most interesting to him was the rumour
of great treasures heaped up in the ancient tombs. just
waiting to be taken. The Count was badly in need of
funds to raise an army and fortify his castle, so he
decided to send a small expedition to seek and bring
back treasure from the necropolis of Zandri. the
pyramids of which were spied by one of his ship’s
captains, whilst he sailed along the desert coast.

The force which the Count sent was fairly small and is
likely to have included mercenaries. Only one survivor
returned to tell the tale. They had indeed found tombs.
full of golden artefacts, but their desecration had
awakened the long dead dwellers of the necropolis. The
expedition was attacked by overwhelming forces of
skeleton soldiers led by their mummified king, and
wiped out. Their bones remained among the sands to
slowly bleach in the sun.

BREAKTHROUGH

Overview: In this scenario the attackers must sweep
aside their opponents to break through to their
objective.

Armies: Both armies are chosen using the Warhammer
army lists to an agreed points value. The players have to
decide which army will be the attackers and which will
be the defenders.

Battlefield: Much of the barttlefield is littered with
scattered walls (linear obstacles). and
the odd ruin or dune (difficult
terrain). This serves to

reduce some of the lines
of advance available
to the attacker.
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not a great deal of choice.

one order to give: Charge!

Viktor gazed out over the plain and his heart sank. Countless ranks of warriors were calmly arraying
themselves for battle, forming up in regiments, dragging bizarre war engines into position and driving their
chariots out to the flanks. They moved with a single will, in complete silence save the clatter of ancient
arms and equally ancient bones. for this was an army of the dead.

Gaston caught his sleeve and pointed to the distant temple. Something clse was moving there. moving
towards them. Something huge, but thankfully unclear in the haze of heat and dust that hung over the
scorched land. Somehow Viktor knew he wouldn't be cheered when he got a good look at it. How could
it be that only an hour ago he had becn running coins through his fingers like washing his hands in a
golden stream? All had scemed well, no sign of life anywhere. He smiled bitterly, still no sign of life, yust
this vast host of skeletal monstrositics between his pitifully small army and the safety of their ships.

There was nothing for it but to act and act quickly. Barking orders to the captains of regiments, Viktor
rode along his hastily forming battle linc. At least they were a lot faster than the dread horde they faced
With courage and luck they would be able to smash a hole through the enemy and, forming up as a
moving square, keep fighting their way to the ships. He had heard better plans i his day. but there was

Good. Everything was ready. Everyone knew their places and the desperation of their plight. There was unly

From atop the pyramid the lone deserter watched in awe as the ragged and sunburnt mercenarics surged
forward. As they advanced the guile of Viktor's plan was revealed. Instead of charging in a mass, the centre
of the mercenary line advanced quickest. the flanks moving 1n towards the centre to form first an
arrowhead that smashed into the Undead line, then a column that pushed its way through. The slothful
reactions of the Skeletal host left most of their army without a foe to fight, both flanks staring with
empty sockets as their opponents redeployed. For a moment it looked as if the plan might even work, then
the advance faltered. Skeletons crupted from the sands before the regiments that had broken through the
line, forming new blocking units as fast as the old ones were cut down. Fallen mercenaries clutched their
swords once more with dead hands and turned on their former comrades. It was a massacre.

DEPLOYMENT

1. Both players roll a dice, the player who scores highest
may choose which side of the table to deploy on.

2. The players roll a dice, the highest scorer may choose
whether to start deploying first or second.

3. Taking it in turns, each player deploys one unit at a
time, no closer than 24" to the enemy and 12" from the
neutral table edges.

4. All war machines are deploved at the same time,
though they can be deployed in different parts of the
battlefield.

5. Champions are deployed with their unit, all other
characters are deploved after all other units, each player
deploving their characters all at the same time.

6. Scouting units are not deployed with the rest of the
units. Instead they are placed on the table after all units
in both armies have been deploved, as described in the
rules for Scouts.

Who goes first? Both players roll a dice, the player who
finished their deployment first may add +1 to their dice
roll. The player who scores highest may choose whether
to go first or second (re-roll ties).

Length of game: The game lasts six turns.

Special rules: There are no special rules in this
scenario.

Victory conditions: At the end of the battle, each
attacking unit in the defender’s deployment zone is
worth its points value in Victory points. Units that are
fleeing, monsters and characters do not count towards
this total. No other Victory points are used. The attacker
wins if they can score a number of Victory points equal
to a third or more of their starting points value
(rounding fractions down). For example, a 1,500 points
attacking force must have 500 points or more of units in
the defender’s deployment zone to win,

HISTORICAL RE-FIGHT

The Battle of the Necropolis took place between an
attacking Empire force and a Tomb Kings of Khemri
army. To represent the soft, shifting sands of the desert,
any war machine that tries to move must first roll a 5 or
6 on a D6 or can do nothing that turn.

In addition, attacking troops wearing heavy armour
(including Knights) roll 1D6 less than normal for Flee
and Pursuit rolls to represent their exhaustion under the
blazing sun. In the defenders’ deployment zone is the
treasure-filled tomb of Prince Anera-kotrak, the objective

of the Empire army. |
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SCENARIO 3 -

THE BATTLE

OF SWARTZHAFEN, Imperial Year 2050

uring the period of the three Emperors the Empire
was riven by civil war as rival claimants to the throne
fought against each other, At this time Svlvania was in the
grip of the Vampire Count Vlad von Carstein, who sought
to exploit the situation and make his own bid for power.

As Vlad set his Undead host marching from Sylvania, the
Elector Count of Middenheim was preparing to attack
the province. The two armies surprised each other,
clashing a few miles inside the borders of Sylvania. Even
though the Middenheim army was engaging the Undead
on very unfavourable ground, among ruins, cairns and
the dark forest, the Middenheimers responded more
rapidly, fought hard and won the day. Vlad himself was
smashed down in battle by the Knights of the White Wolf
and disappeared for a year before re-emerging from
Sylvania at the head of another Undead army.

MEETING ENGAGEMENT

Overview: In this scenario both armies must deploy
from a column of march and engage the enemy.
Armies: Both armies are chosen using the Warhammer
Army lists to an agreed points value.

Battlefield: A Meeting Engagement can take place over
any terrain you like.
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DEPLOYMENT

1. Before the battle the plavers must write an Order of
March, to show where in their column each unit is. All

war machines are included as a single unit for these
purposes, as are all the characters in the army. Characters
are always deploved last.

2. The players roll a dice each, highest scorer is allowed
to choose a table edge.

3. Each player rolls a dice and the highest scoring player
may decide whether to begin deploving first or second.

4. The players take it in turns to deploy their units,
starting with the one at the top of their Order of March
and working down. The second and subsequent units
must be deployed closer to the neutral table edges than
any unit already in play - in effect the army deploys
outwards from the first unit.

5. All war machines are written as a single entry on the
Order of March, though they can be deploved anywhere
on the battlefield within the normal deployment zone.

6. Champions are deployed with their unit. All other
characters are deployed after all other units in the army,
cach player deploying their characters all at the same
time. Characters may start the battle within units.

7. Units must be deployed at least 6" from the neutral
table edges and 36" from the enemy table edge.

8. Scouting units must be deployed in the same way as
other units, except they may be deployed up to 18" from
the enemy (they don't have enough time to work their
way as far forward as normal).

Who goes first? Both players roll a dice, the player who
finished their deployment first may add +1 to their dice
roll. The player who scores highest may choose whether
to go first or second (re-roll ties).

Length of game: The game lasts six turns.

Special rules: There are no special rules in this
SCENArio.

Victory conditions: At the end of the game, players
calculate Victory points using the Victory Points table on
p.198.

HISTORICAL RE-FIGHT

To re-fight the historical scenario you would choose
armies from the Vampire Counts and Empire army lists.
The Empire army must include at least one unit of White
Wolves and the Vampire Counts army is led by Vlad von
Carstein. If Vlad is slain or flees from the table, the
Empire win a decisive victory at the end of the turn.
Knights of the White Wolf are immune to fear to
represent their historic determination and valour on the

day.
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SCENARIO 4 - THE BATTLE OF
THE BURNED BANNER. Imperial Year 1214

The High EIf stronghold of Tol Ista, a treaty port on
the west coast of Estalia was besieged by a large
warband of marauding Orcs and Goblins. These were
the remnants of tribes driven out of Bretonnia and

which had taken refuge in the rugged mountains of

Estalia, led by Bruza da Big. A desperate attempt to
sally out was repulsed and the Orcs captured the
Elven banner. The surviving Elves fled back within the
walls and were so greatly outnumbered that they
prepared to abandon the port and sail away across the
sea where the Ores could not follow: At that moment
a message was received from a carrier hawk. This
said that an Elven force, led by Prince Ethwar was

on its way to relieve the stronghold and was

only one day’s march away The

besieged Elves sent back the hawk with another
message telling Ethwar that they would hold out for
one more day and then abandon the stronghold.

Ethwar pressed on to reach the stronghold, knowing
that if he failed to break through the Orcs and
Goblins, the garrison would have no option but to
abandon it and save the ships and whatever else they
could. Carrying aloft the EIf banner, which he had set
alight as a burning beacon for his troops to follow,
Bruza deployed his army on rising ground behind a
stream so as to block the Elven advance, the flanks of
the greenskin’s position being protected by boggy
ground. On the highest point he planted the Elven
banner where it could be seen by the besieged and
the relieving force as a taunt to Elven pride. Thus the

engagement became known as the Battle of the

Burned Banner.

The Orcs and Goblins began shooting at the
advancing Elves as they struggled to form up a battle
line. Ethwar’s force was mainly cavalry and being
sorely pressed for time, as well as enraged at the sight
of the burned banner, recklessly charged the strongly
held Orc and Goblin positions. Despite a timely
attack along the Orcs’ flank by the garrison of Tol
Ista, the difficult approaches and massed
formations of the Orcs and Goblins took a heavy
toll on the Elves until the Elven army eventually
recoiled and fled in confusion. As the sun set in
the west, the last Elves of Tol Ista put to sea under
cover of night and abandoned the stronghold,
which was sacked by Bruza da Big the next day.
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FLANK ATTACK

Overview: In this scenario the attacking force is
divided between two armies, each attacking from a
different direction. If they coordinate their attack well
the defender will be overwhelmed, if they attack
piecemeal they will be destroyed one army at a time.

Armies: Both armies are chosen using the
Warhammer Army lists to an agreed points value. The
players need to decide who is attacking and who is

defending.

Battlefield: The defender’s deployment zone is
centred on an important defensible feature such as a
hill or village. Other than this the players should set
up the terrain in any mutually agreeable fashion.

DEPLOYMENT

1. Before any deployment, the attacker assigns up to
one third of their army (in points) to be the flanking
force. Units cannot be split between the two forces.
The attacker must also write down whether these are
flanking to the left or the right.

2. The players roll a dice each, highest scorer is

allowed to choose a table edge.

3. Each player rolls a dice and the highest scorer may

decide whether to begin deploying first or second.

4. Taking it in turns, each player deploys one unit at
a time. no closer than 24" to the enemy deployment

zone. Units can be no closer than 127 to the neutral
table edges.

5. All war machines in a player’s army are deployed at
the same time, though they can be deployed in
different parts of the battlefield.

6. Champions are deployed with their unit, all other
characters are deployed after all other units in a
player’'s army, all at the same time.

7. Scouting units are not deployed with the rest of the
units. Instead they are placed on the table after all
units in both armies have been deployed, as described
in the rules for Scouts.

Who goes first? Both players roll a dice, the player
who finished their deployment first may add +1 to
their dice roll. The player who scores highest may
choose whether to go first or second (re-roll ties).

Length of game: The game lasts six turns.

Special rules: At the start of the attacker’s third turn,
they start to roll to see if the flanking force has
arrived. On a roll of a 4+ the flanking force turns up.
If it does not turn up, roll again at the start of
subsequent turns, adding +1 to the dice roll for each
roll after the first (they turn up on a 3+ on the fourth
turn, and so on).

The units in the flanking force move on from the table
edge nominated before the battle, in the opponent’s
half of the table. Units may not charge on the same
turn that they move onto the
table, but do not count as
starting their move within 8" of
the enemy and so may march,
You do not have to move all
units on at the same tmE,
units that are left off the table
can move on in subsequent
Movement phases.

Victory Conditions: The
standard Victory points are
used to determine the winner.

HISTORICAL

RE-FIGHT
The Battle of the Burned
Banner took place between a
High EIf host and an Orc and
Goblin horde. A burned
banner is placed in the middle
of the defender’s deployment
zone, on a hill. Any attacking
unit that is within 18" of the
banner hates the enemy. At
least half the units in the High
Elf force must be cavalry and
the General must stay with the
main force.
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SCENARIO 5 -

THE BATTLE

OF BOGWURST, Imperial Year 1485

aron Rikhardt succeeded to the Lordship of the

Marches of Couronne by dubious and devious
means. It was not long before his arch-rival, Count
Henry, gathering an army in the Empire, invaded the
Marches to oust him from power by force. Henry had
secretly plotted with the disaffected Baron Lestanne
and was counting on him either refusing to support
Rikhardt or joining forces with Henry against him.
When Henry’s army invaded, Rikhardt gathered his
own army and went forth to give battle commanding
Lestanne to bring his contingent in support of his
Lord. Lestanne took his time and turned up on the
flank of the two opposing armies as they drew up
their battle lines across a long ridge of dry ground
surrounded by bogs. This ridge formed the main
highway from the Empire through the marshes into
Bretonnia. Neither of the two opposing Lords knew
for sure who Lestanne would support. Maybe he

would wait and see who prevailed or remain neutral
throughout the battle?

Efforts by both sides to prompt Lestanne to show his
hand battle commenced were rebuffed.
Exasperated, Baron Rikhardt advanced his army along
the ridge and engaged Count Henry's army. The battle
raged indecisively until late in the day. When Henry's
army managed to advance on a commanding
promontory at the height of the ridge, Lestanne
decided to commit his forces, joining Count Henry's
side. Lestanne advanced to engage Baron Rikhardt’s
army in the flank. Overwhelmed by force of numbers,
Baron Rikhardt’s army crumbled. Baron Rikhardt
himself was cornered among the bogs and slain while
trying to mount up on his warhorse and escape.
Count Henry took over the Marches lordship. He
rewarded Lestanne, but could never really trust him.

CAPTURE

Overview: In this two forces are
attempting to seize control of an important point
on the battlefield. The generals do not know how
soon they must capture the objective or how long
they have to hold on to it, and so must commit
themselves fully to the attack from the start.

before

SCenario

Armies: Both armies are chosen using the
Warhammer Army lists to an agreed points value.

Battlefield: The objective is placed in the
middle of the battlefield. This could be a
treasure-filled tomb, a keep, village, hill, or
anything else you think appropriate to fight
OVET.
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DEPLOYMENT
1. Both plavers roll a dice, the player who scores
highest may choose which side of the table to deploy
on.

2. The playvers roll a dice, the highest scorer may
choose whether to start deploying first or second.

3. Taking it in turns, each player deploys one unit at a
time, at least 18" from the opposing deployment

ZOTC.

4. All war machines in a player’s army are deployed at
the same time, though they can be deployed in
different parts of the battlefield.

5. Champions are deployed with their unit, all other
characters in the army are deployed after all other
units, all at the same time. Characters may start the
battle with units if vou wish.

6. Scouting units are not deployed with the rest of the
units. Instead they are placed on the table atter all

"l order the execution of the prisoners with
extreme prejudice. It is  the righteous

judgement upon these barbarous wretches.”

i Baron Rikhardt ordering the exccution of
l Bretonnian prisoners during the Battle of Bogwurst

units in both armies have been deployed, as described
in the rules for Scouts.

Who goes first? Both players roll a dice, the player
who finished their deployment first may add +1 to
their dice roll. The player who scores highest may
choose whether to go first or second (re-roll ties).

Length of game: The game lasts for a random length.
At the end of the fourth turn roll a dice. On a 2 or
more, play a fifth turn. At the end of the fifth turn roll
a dice again, on a 3 or more play a sixth turn, etc.

Special rules: There are no
additional special rules.

Victory conditions: The army
with the unit closest to the
objective at the end of the battle
wins. Fleeing units, monsters
and characters can't capture the
objective. If both players have a
unit equidistant from the
objective, one player wins if
their unit is worth more than
double the points value of the
closest enemy unit to the
banner. Otherwise it is a draw.

HISTORICAL RE-FIGHT

This took place between an
Empire army and a Bretonnian
force. You will also need
Lestanne’s force, which is equal
to one third of the points value
of one of the player’s armies,
chosen from the Bretonnian
army list. At the end of the
battle, Lestanne's force joins
the winner (in the case of a
draw, players roll to see who
gains control of Lestanne’s
force) and the players fight for
three more turns, at the end of
which victory is decided using
the normal Victory points rules.
Lestanne's army arrives as d
flanking force, as in the Flank
Attack scenario (randomly
generate a neutral table edge
for him to arrive on),
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SCENARIO 6

STy, scenamos ||
THE BATTLE

OF PINE CRAGS. Imperial Year 1350

rungni Goldfinger

G[['{_‘llﬁurf: hunters down from the Grey Mountains
into the Forest of Loren, seeking burial mounds to rob.
Grungni only had old Dwarf sagas and legends to guide
him, which dated back to the days before the War of the
Beard. The mounds he was seeking were probably those
of the wild heaths which surround the Forest of Loren to
the north and west. Grungni’s route would thus have to
pass through Loren, which had since become the realm
of the Wood Elves. The invading force was either
unaware of this or recklessly overconfident.

The Dwarfs felled trees and lit fires as they went, which
alarmed the Wood Elves dwelling in the forest. When the
Dwarfs approached the sacred glades of the Elves, this
provoked them to resist. As the invaders advanced along
a ravine known to the Wood Elves as the Pine Crags, the
Wood Elves, led by Findol, ambushed them.

The Elves attacked the Dwarfs with arrows while
remaining concealed in the trees and drew the reckless
Dwarfs onwards, while the rest of the Wood EIf force
closed in from behind. In these circumstances, the Wood
Elves would not need to outnumber the Dwarfs and may

even have been a smaller force.

led an expedition of Dwarf

Despite forming a shield-wall, the Dwarfs were unable to
fight their way back out of the ravine and were all slain.

AMBUSH

Overview: In this scenario a smaller force takes
advantage of surprise and better position to ambush a
larger force.

Armies: Both armies are chosen using the Warhammer
Army lists. The defender has 50% more points than the
attacker (rounding fractions down). Eg, 1,500 points of
attackers would face 2,250 points of defenders.

Battlefield: Set up the terrain in an agreed manner.

DEPLOYMENT

The defender must set up their army first, in the
deployment zone shown on the map. All units must face
towards the same table edge. They do not have to deploy
their Scouts until the attacker has set up their army.

2. The attacker then deploys their army. At least one third
of the attacker’s units (not counting Scouts, characters
and monsters) must be in each deployment zone.

3. The detender then deploys any Scouts, followed by
the attacker deploying their Scouting units.

Who goes first? The attacker goes first.

Length of game: The game lasts for five turns.

Special rules: There are no additional special rules.

Victory conditions: Calculate Victory points for

destroyed units and units below half strength. Do not
award Victory points for anything else. The player
with the highest Victory points total is the winner.

HISTORICAL RE-FIGHT

The battle took place between Dwarfs and Wood
Elves, in a ravine with heavily wooded sides. Other
than this, the normal scenario rules apply.
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SCENARIO 7 - ELDRETH'S
LAST STAND. Imperial Year 1575

t is not usual for a Dwarf army to be in the position of
I.'-'.urrnunciing the enemy on the battlefield. More often
than not it is the other way round. In this battle, known
only from the Saga of Thurgar Elfhater, which occurred
sometime in the last years of the great War of the Beard
between Elves and Dwarfs, a Dwarf force managed to
corner a much smaller Elf army. This was probably
because the Elves had found themselves in mountain
terrain which the Dwarfs knew well. The Elves, of whom
we know little except that they were led by Eldreth, a
very noble, but somewhat reckless commander, had no
option but to defend themselves against the Dwarfs in
the hope of slaying all of them. With true Dwarf
determination and many grudges to be avenged, there
could be no chance of surrender and no quarter would
be given on either side. According to the saga, the Elves
fought on until darkness fell and then those who
remained, being few in number, managed to escape from
the tired and exhausted Dwarfs, taking their banner and
the body of their slain leader with them.

LAST STAND

Overview: In this battle a vastly outmatched defender
must sell the lives of his troops as dearly as possible.

Armies: Both armies are chosen using the Warhammer
Army lists. The defender has half the points of the
attacker. Eg, 2,000 points of attackers would face 1,000
points of defenders.

Battlefield: Set up the terrain in an agreed manner.

DEPLOYMENT

1. The defender must set up their army first, in an 18
square centred on the middle of the table. All of the units
must face towards the same table edge. Scouting units
must be set up with the rest of the army.

2. The attacker then deploys their army. They may set up
anywhere at least 24" from a defending unit. Scouting
units may be set up at least 18" from the enemy.

Who goes first? The defender goes first.

Length of game: The game lasts until the defenders are
all either dead or fleeing.

Special rules: The defenders are expecting to die and so
Are immune to panic.

Victory conditions: Calculate Victory points for
destroyed attacking units and attacking units reduced to
below half strength. If the result is more than the starting
points value of the defenders, the defenders win, even if
they were wiped out. If it is less than half the starting
points value of the defenders, then the attackers win.
Any other result is a draw.

HISTORICAL RE-FIGHT

Eldreth’s Last Stand takes part between a Dwarf army
and a High EIf war host. The Dwarfs are attacking, but
may not take any blackpowder war engines (bolt
throwers and stone throwers only) and may not field
Thunderers. Such technology had not been developed
by the Dwarfs at the time of the battle. The High Elves
may not include any mounted troops or chariots.
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SCENARIO 8

OF CHAQUA,

plague, originating from the Skaven Clan Pestilens
Ah;ul spread throughout Lustria devastating the
pyramid cities of the Lizardmen. Many of the cities were
deserted or abandoned and the Skaven, advancing in the
wake of the plague, occupied the ruins. Shortly before
the plague arrived in Chaqua, a heavenly portent in the
torm of a forked tongue (twin-tailed comet) was
observed and a sacred plaque foretelling the rise of the
god Sotek to overthrow the ratspawn was discovered.
Soon after, the Mage-priests of the city perished and
were sealed up in hidden vaults by their faithful Saurus
guards. Meanwhile the Skinks migrated from the city
taking the sacred plaque and news of the new god with
them to bring hope and inspiration among
the Lizardmen.

- ~L

1HE FALL

Imperial Year c¢.00]

The Saurus of Chaqua, and a few other elements of the
army remained to guard the deserted city until the bitter
end if need be. Suddenly the Skaven arrived, infiltrating
the squalid and deserted Skink barrios and closing in on
the central plaza. Eventually they made an assault across
the plaza to the temple precinct. Opposing them were
the last remaining Lizardmen in Chaqua acting as a
rearguard while the tombs of the Mage-priest mummies
were sealed and the Skinks escaped. The Saurus defied
the Skaven for long enough for the last Skinks to seal up
the tomb vaults beneath the pyramid with colossal
blocks of the hardest stone.

REAR GUARD

Overview: An outnumbered defendering force must
hold off their attackers to gain time for the rest of their
army to escape. The longer the defenders hold out. the
greater the chance that their comrades will escape.

Armies: Both armies are chosen using the Warhammer
Army lists. The defender has half the points of the
attacker. Eg, 2,000 points of attackers would face
1,000 points of defenders.

Battlefield: Set up the terrain in an agreed manner.

DEPLOYMENT

The defender must set up their army first, in the
deployment zone shown on the map. Scouting units
may deploy up to 6" outside the deployment zone,

2. The attacker then deploys their army. They may
set up anywhere at least 24" from a defending unit
(not including defending Scouts). Scouting units
must be set up at least 18" from the enemy.

Who goes first? The attacker goes first.

Length of game: The game lasts a random number
of turns. At the end of the fifth turn, roll 2 D6. On a
score of 1 the game ends. At the end of
the sixth turn roll again, the game
end on a score of a 1 or 2, and so on.
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Orcs and their Goblin kin are our enemies, for they are the delilers of glades and murderers
of our folk. Beastmen, the children of Chaos and Long Night are our enemies. They fight
- ' us for our right to exist in the woodlands and forests. Skaven of the Underworld are our

encmies, for they gnaw the roots of our world and bring pestilence and death to our forests.
] Dwarfs are our enemies, for they cut down trees to fill their furnaces and to power ther
infernal machines, and many times they have waged war against us. Kegh-mon, the hairy
Humans are our enemies. for they are war-like and greedy. and would drive us from our
homes if they could Many, many of them have turned to worship of the Dark Powers.
Halflings arc our cnemies, for they clear trees away for their fields to crow crops which they
then consume with unsatisfiable hunger. They would cat the whole world if they could. Elves
of Naggaroth and far-off Ulthuan are our enemucs, for they have turned their backs on Isha
and Kurnous, and betrayed their EIf heritage.

These are your enemies, child. Know them well and keep your bow and arrow ready.

E What 2 Wood EIf mother told her son. |
|

Special rules: The defenders are expecting to die and so one unit off one of the defender's table edges.
Characters and monsters do not count for these

purposes. Also, units that flee off these table edges do
not count. If the attacker moves fewer units out of play
the game lasts, the i

than there were turns over the fourth, the defender

attacker must : : .
e _ wins. Any other result is an attacker victory. Eg,
= if the game lasts for seven turns (three
turns extra), the attacker must have
moved three or more units off
the table to win.

are immune to panic.

Victory conditions: For every turn past the fourth turn

least

HISTORICAL
RE-FIGHT

This battle is re-fought berween
the Lizardman defenders and
Skaven attackers. The
Lizardmen must spend at least
a third of their points on
Saurus units and characters,
while the attackers must

spend at least half of their
points on units and

characters from Clan

Pestilens. Due to the plague

: o i unleashed by the Skaven, the
T P e Lizardmen lose 2D6 points
. RRa s o worth of troops at the start of
every Skaven turn, The
Lizardmen player may choose
which models to lose. The
defender must lose whole
models (they can't lose
weapons, for example) and
so the defender may well
have to lose more than the:
2D6 roll indicates.
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SCENARIO 9 -
THE SEVEN KNIGHTS, Imperial Year 1123

Bretonnian troubadour song tells of a heroic battle in
Awhit:h seven gallant knights fought against many
times their number of Goblins. The Goblins, led by
Ironfang had accomplished the defeat of Baron de
Fette’s army, which had been caught unawares through
recklessness and been ambushed in rugged countryside.
Only seven knights survived the battle and were riding
back, tired and bleeding, to carry on the fight from
behind their own castle walls. Their names are recorded
as Louen de Ledarre, Guy le Galant, Jules de Touph,
Gaston de Reclasse, Bertrand Lestrong, Gui du Lambert
and Evrard de Mellay. As they crossed a bridge and rode
through a village. the villagers begged them not to
abandon them to the Goblins and appealed to their
honour. They pointed to the famous grail chapel which
would fall into enemy hands. The honour of the knights,
had been stung by defeat and they decided that this was
as good a place as any to win it back or die in the
attempt. The knights armed themselves with holy relics
from the shrine and took up their positions awaiting the
onslaught. The Goblins appeared and tried to swarm
across the bridge as well as various points along the
stream, only to be hurled back by the reckless bravery of
the knights, charging into the hordes. By the end of the
day, all the brave knights lay dead or dying, but not one
Goblin crossed the stream and the village was saved.

SHEER HEROISM!

Overview: A few determined characters set forth Lo
battle an entire army. This is the stuff of legends!

Armies: Both armies are chosen using the Warhammer
Army lists. The attacker chooses their army as normal.
The defender only chooses from the Characters section

of their army list, ignoring all normal restrictions for
choosing an army. They may choose twice as many Lords
as normally allowed for the size of game being plaved.

Battlefield: Set up the terrain in an agreed manner.

DEPLOYMENT

1. Both players roll a dice. The player who scores highest
may choose which table edge is to be the baseline of
their deployment zone.

2. The attacker must set up their army first, in the
deployment zone shown below. Scouting units may
deploy after the defender.

3. The defender then deploys their army. They may set
up anywhere up to 18" from a short table edge.

4. The attacker may set up Scouts as outlined in the
Warhammer rules.

Who goes first? The defender goes first.
Length of game: The game lasts for six turns.

Special rules: The defenders are totally dedicated to
their cause and are immune to fear, terror and panic.

Victory conditions: At the end of the battle calculate
Victory points to see who has won.

HISTORICAL RE-FIGHT

This battle could be fought between seven Bretonnian
characters (with no monster mounts) and a 1,500 points
army of Goblins (no Orc or Rare units may be chosen).
There is a river with a bridge between the armies (the
river counts as very difficult terrain). Place several

buildings in the Bretonnian deployment zone to
represent the village they are defending.
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THE BATTLE OF MAUSTADT

"And now gentlemen, we come to onc of the finest exhibits in our musecum. In this casc you can sec a collection of very interesting items An
ancient text, conserved in our Iihnr:f section, describes how a survivor of the Battle of Maustadt apparently brﬂught these tems back. .{tmrding-
the text, this battle was fought by impcrial troops to n:pr.:] an invasion of "Skaven”, a race of rat-men infesting the underground of the entire Old

World,

At the back you can scc onc of the ragged banners carried to battle by these rat-men, inscribed with their evil runes. The damaged mask on the

left belongs to a creature that is referred to in the text as 2 "Poison Wind Grenadier™ and is still stained by the caustic fumes this race

supposedly uses with great efficacy in their vicious tunnel-fights against Dwarfs. Goblins and other subterrancan races. |

In front of the mask we have the sword, which is obviously Imperial in its symbols and has allegedly been enchanted to bring death to t‘tzﬂﬂ
b wis

leading the Skaven horde Sadly he too was mortally wounded by the dying wizard's last spell. 5

denizens of the underworld. The text informs us that a great hero, whose name has been lost in time, used it to slay the Grey Sorcerer

A

This brings us to the central picce, the magically sealed jar that contains one of the
cyes of that very same Grey Sorcerer. It still emits a faint green radiance, clearly

A visible in the dark, as a memory of its former sinister powers.

The incredible amount of resources devoted to create

all this paraphernalia is amazing to the modern

historian and is a clear example of the extent of lies

and legends that have been mixed with facts in the

past. It is our responsibility today to denounce as

false all this nonsense. Our extensive researches have

found no other record of this Battle of Maustadt, and " i) |

no other credible traces of the existence of thcs: :‘h"
“Skaven”. Now, moving on to the next room..

RS
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WARHAM MER

Tn play Warhammer you will need a flat, level
playing area to be the battlefield. The most useful
dimensions for this are 6'x4'. This is the average size
of a wargames battlefield but it can be larger or
smaller depending on the size of the room and the
table. This size of battlefield provides enough room
for a good battle between two players with 2,000 or
3,000 points armies (roughly 100-300 models). Larger
areas allow room for larger battles with bigger armies
and more players. Smaller areas are better suited to

smaller armies.

The simplest way to create the basic battlefield is to
drape a green cloth over the floor, a table or a bed.
For a desert battlefield use a yellow cloth. Games
Workshop stores sells both a green and a desert
yellow Battle Mat, which are made of thick plastic
sheet and covered with a realistic ground texture.
Another alternative is a green army blanket. For a
more stable battlefield place plywood, chipboard or
MDF sheets on the floor, table or bed and drape the
cloth over them. The most convenient way to do this
is to use three 4'x2' boards side by side. These can be
more easily transported and stored than a single large
board. These boards should be thick enough not to
sag, a thickness of at least one centimetre is best. If
vou have no table you can make a temporary
wargames table by resting two long timbers (two
pieces of wood of dimensions 6'x2"x2" for example)
on two trestles, chairs, boxes or the bed or over a
small table. Lay the boards on these timbers, etc, but
always make sure that whatever you rest them on can
bear the weight of the armies and the players leaning
on it!

Above: On this board the terrain bas
been designed so that the river actually
cuts through the edge of the bill.

THE BATTLEFIELD

Right: By building
the board up in
layers, see the
stepped bill
instructions for
details, you can
create both
mountains or gorges.

If you are using boards then you can dispense with a
cloth if you paint the boards green or cover them with
textured paint (paint with sand in it normally used for
outdoor walls), cloth, green carpet tiles, flock, or
whatever you like to create a realistic ground effect. At
this point you are half way to creating modular terrain
since all you need to do is add model hills onto one
or two of the boards and paint rivers and roads onto
them. If you do this you may want to have extra spare
boards with certain features on them, or use both
sides of the boards so that they can be flipped over (in
which case the features on them must be flat to allow
the board to rest on the floor or a table).

SCENERY

If the battlefield is just a wide, open flat plain two
things will happen during your battles. Firstly, missile
troops and war machines will be able to shoot at
almost everything in sight because there is no terrain
in the way. Secondly, mounted troops will ride about
all over the place charging when and where they
want.

If you have any other troops in your army, or you
would like to try any other tactics, the best thing to do
is play on a battlefield which has more varied scenery.
If the scenery includes such terrain features as hills,
woods, buildings and streams or rivers it will look
better, be more realistic and make for much more
interesting battles.

Left: These two boards bave been
made so that they cﬂfm
create a long straight river. You
could also create a curve fu
river so that it meanders off @
side edge instead.
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There are two ways of obtaining a collection of terrain
features. One is to buy them ready made from Games
Workshop stores and other model shops. The other is to make
them yourself. Most players do a bit of both.

Many useful items of scenery can be made quickly and easily
using simple techniques and commonly available materials.
These are described in detail in the How to make Wargames
Terrain book available from Games Workshop stores.

The most useful items of terrain that you can have are hills.
woods, sections of wall and buildings. A basic collection of
scenery might include a couple of hills, enough model trees to
make three woods, three 6" long sections of wall, two or three
small peasant cottages, a ruined building, a scattering of
stones to represent boulders and a couple of sections of river.
This would be quite adequate to create many varied
battlefields and we have included basic instructions for
making these over the next few pages.

These scenic items are placed on the flat plain of the battlefield
in various ways to create landscapes. This is the easiest way of
creating a different battlefield each time vou play. Another
method is to mount scenery on large boards, such as the 2'x4'
boards (shown opposite) or on 2'x2' square boards.

This advanced method is known as modular terrain. It can be
used in combination with small, loose items of scenery for
maximum variation and is most useful if you want to make
larger terrain features which need a big base board to support
them. This kind of scenery has the added advantage of being
easier to store because it can be stacked away unlike a gaming
table or board.

MAKING A STEPPED HILL

] The base of this
bill forms the
first ‘step’. The base
and the top layer

were each made
[from two sheets of
thick card.

The bill bas

been sprayed
green and is now
ready for the flock
to be glued on.

The bill bas

been painted
with diluted PVA,
and scattered with
flock.

MAKING A RIVER

1 Glue together some sections of
cardboard as shown above to malke
the base of the river.

2 Then combine together a mixture of
sand, PVA and water to texture the
banks of the river with.

Apply the PVA/sand mixture to the
banks of the river

4 The banks of the river are now finished,
and once the model is dry it will be
ready to be painted.
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MAKING A HUT " MAKING A WOOD

The basic

Sform of
the but is
complete,
though no
details bave
been added.

Cut a base for your wood out
of polystyrene and then push
some trees into it. When you
are bappy with their positions,
glue the trees into place. If you
want to add any extra details,
such as clumps of grass or
small rocks, now is the time to
do it. The base can then be

The

finished
but. The
walls bave
been lightly
textured
with filler
before
painting and
drybrushing,

painted and flocked as usual

PLACING SCENERY

Terrain features on the battlefield will have a
significant effect on the game. Some features, such as
woods and walls, can conceal troops and provide
them with cover from shooting. Other features, such
as hills, will give a height advantage to troops
occupying them, enabling them to see over and shoot
at enemy troops or over friendly troops on lower
ground. Rivers and similar features can be a barrier to
movement and will cause delays to troops trying to
cross over them. Buildings not only block lines of
sight but also can be defended as strongpoints. Since
terrain can have such a drastic influence on the
outcome of the battle, and confer great advantages
and disadvantages to one side or the other, the
placing of terrain needs to be considered very
carefully.

There are two approaches to setting up battlefield
scenery. One way is to set up the scenery according to
an historical scenario such as those described in the
Scenarios section. In such scenarios it may be that the
terrain did indeed favour one side rather than the
other and this is therefore part of the challenge of the
scenario.

The other is to place the scenery according to a
method which will create roughly the same
advantages and disadvantages to both sides. The
battlefield does not have to be arranged symmetrically
to do this, and several methods which will achieve
this effect are as follows:

METHOD 1

One player sets up the scenery on the battlefield. The
other player chooses which edge of the table to
deploy on. This method is useful when playing at a
friend’s house since it allows one player to set up the
table before his opponent arrives for the game. It also
allows him to use whatever terrain he has available.
The fact that his opponent could choose either side of
the table makes sure that the player setting up the
battlefield places the terrain without undue favour to
either side.

METHOD 2

The table is divided in half (use a row of dice) and
each player sets up the terrain in one half of the table.
When this is done, both players roll a dice and the
higher scoring player chooses his preferred half of the
table in which to deploy. This is suitable for a game at
a club where both players arrive at the same time to
set up the battlefield. Neither player will know for
certain where he is to deploy while setting up the
terrain and so will not create an undue advantage or
disadvantage for either army. This is also a good
method for a limited collection of terrain pieces in
that roughly half can be allocated to each side.

METHOD 3

Each player chooses his preferred edge on which to
deploy before the scenery is set up. Both players then
roll a dice and the highest scoring player has first
option to place a terrain feature. The player then rolls
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on one of the terrain generators on the next few
pages to generate a terrain feature. If the feature
generated is not available roll again.

He then positions the feature somewhere in his own
half of the table. Then it is the other player’s turn to
generate and place a terrain feature. This continues
until either all the features are placed or until one
player considers that there is enough terrain on the
battlefield and opts not to generate or place a feature
in his turn. The other player may then generate and
place the last feature.

The battlefield is now deemed complete. This method
is suitable for creating a themed battlefield since you
can use various generator charts for different regions.
It works best with a large and varied collection of
terrain pieces. The great advantage of this method is
that it is ‘tactical’ in that players can try to arrange
advantageous terrain in their half of the battlefield yet
the system does not allow either player to gain an
undue advantage.

This method represents the sending out of scouts to

look for a good place to deploy before the battle
begins.

METHOD 4

Divide the battlefield into 2'x2' squares. Generate
(from the terrain generator) or choose one terrain

piece for each square and place it in the centre of the
square. Players may wish to take it in turns to position
features as in Method 3. Then the players roll a dice
for the choice of edge on which to deploy their force.
Alternatively one player can set up the terrain and the
other can choose his preferred edge. This method is
suitable for modular terrain in which case each terrain
board is positioned until the battlefield is completed.
If you are not using modular terrain boards, this
method can ensure that terrain features are spaced
apart with plenty of open ground and is particularly
good for a limited choice of quite large pieces of
scenery.

DIMENSIONS OF
TERRAIN PIECES

There are two kinds of terrain pieces; areas and
linear features. Areas include all such things as
woods, hills, marshes, villages, scatters of boulders,
lakes and anything which can be represented by a
single terrain piece or a group of small pieces placed
within a defined area. Linear features are such things
as walls, hedges, fences, streams, rivers, roads,
ditches, ravines, gullies and anything which is several
times longer than it is wide or made up of several
sections laid end to end.
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In the terrain generator charts which follow,-areas are
all assumed to be no greater than 12" across at their
widest point. So, a wood or hill can be 12" in diameter
or 12"x6" for example. Anything larger than this
counts as two terrain items of the same type joined
together, or in other words a double feature. In this
way a wood could be a single piece which is 12" in
diameter, or made up of three clumps of trees
arranged so that together they are not more than 127
ACTOSS.

All linear features are assumed to be in sections and
each section is assumed to be no more than 12" long
and no more than 6" wide. Any section longer or
wider than this is assumed to be two sections joined
together or in other words a double section.

When, for example, a section of river is generated,
This can be placed from one edge to another across a
corner of the table. If a subsequent section is
generated, this is added to the first section to
lengthen the river.

These simple guidelines for the dimensions of terrain
features will help to make it easy to place scenery
generated from the charts. If an item is rolled again,

@‘* All men dream, but not equally. Those
' who dream by night in the dusty recesses
of their minds wake in the day to find
that it was vanity: but the dreamers of
the day are dangerous men. Their dreams
are drecams of hope. of improvement, of

change. Amongst these are risc the
damnable followers of Chaos.

From the Lectures of Grand Theogomst Volkmar

e

you can replace a small area feature with a double one
instead of re-rolling on the chart.

Also it will help in the planning and design of terrain
features, since you can cut out the required shapes for
area and linear features from coloured felt or cloth or
build base boards of these dimensions on which to
make model terrain. So, for example, your terrain
collection might include a box full of loose model
trees and several pieces of green felt up to roughly 12
in diameter and from them you will have what you
need to create several woods.

The height and slope of hills should allow
troops to be placed on them while making
it clear whether the hill is flat topped
and whether troops can see or

shoot over others on lower

ground. You could, as a rule of
thumb, declare that if a model

falls over when placed on a slope,
that slope is a steep slope!

Similarly, if a model is pointing

his bow at the back of another
model, he is probably not high

Basaey, e T enough to shoot over him! Simple

hills with stepped slopes help to
clarify things, but hills which have
carefully made gentle slopes on
which models can be placed are
more realistic.

With area features such as woods

and villages it is a good idea to

leave open spaces within the

feature in which to place models.
This will make it easier to actually
place models in the terrain feature

to show that it is occupied. As a

rule of thumb, you could declare
that features which force models to
be spread apart like skirmishers are
difficult ground. Similarly, if you have
to shift the odd tree or boulder aside
to move a regiment through, then the
feature is probably difficult ground.

e —— T
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THE REALMS OF MEN
BRETONNIA. THE EMPIRE & TILEA

his terrain generator represents the green lands of the Old World such as Bretonnia, the Empire, Tilea and
Tntighhuuring lands. Large partsare inhabited and cultivated by men. Even larger areas are covered in forests,
marshes and sparsely settled highlands. Battles tend to be fought along major routes, near river crossings, lowns
and settlements. The open, cultivated nature of much of the terrain favours pitched battles between large armies.

To generate an item of scenery roll 2D6. You may re-roll duplicate rolls or if you wish, add to an existing feature.
All features are assumed to be no larger than 12" in diameter if described as an area or 12" long if a section.

2D6
2

Result

A river or lake
Choose either a section of river, or area of

open water representing a lake. A river must
be placed so that it flows onto the battlefield
from one side and out from either the same
or another side. It may not extend over more
than half the length of the table unless your
opponent agrees. The river cannot be
crossed anywhere along its length except at
a ford or bridge and should always include at
least one somewhere along its length. If it
extends over more than half the table length
it should include two crossing places, one of
which is chosen and placed by the opposing
plaver. A lake is impossible to cross.

A stream

Choose a section of stream. It is counted as
difficult terrain and must enter and leave at
a table edge. It may have a single bridge or
ford along its length if you wish.

A marsh
An area of water and reeds counting as
difficult terrain.

Field boundaries

Up to three sections of fences, hedges or
walls arranged touching each other in a line
or as three sides of a field. Fences, hedges or
walls are obstacles which provide cover.

A wood
An area represented by model rees. Woods
are difficult terrain and provide cover.

Low hill or wood
Choose either a low hill or wood.

2D6
8

10

11

12

Result

A low hill

This is an area of high ground sloping gently
on all sides. The top of the hill may be
almost flat.

A peasant farmstead

This is an area bordered on all sides by
fences with a peasant cottage in the middle
or aligned along one edge. This basically
creates a model farmyard. There should be
at least one gateway on one side. The entire
area of the farm is difficult ground, due to
the fences, mud, dung, ditches and loose
chickens. The fences are treated as obstacles.

A village

An area containing two or more buildings
arranged in a group represents a village.
There may be fences between the buildings
or around the edges of the area. There
should be a road running through the village
from one side to another. The road is open
ground, but the rest of the village is difficult
ground. The fences are treated as obstacles.

A ruin

A ruined building, stone circle or ancient
burial mound. This is represented by an area
of tumbled ruins, or large boulders
protruding from the ground or arranged in a
circle. Ruins are difficult ground,

A large building

A single substantial building, such as a castle,
temple, watchtower or mill which is on its
own or surrounded by a stone wall marking
the limits of the area. If so there should be a
gateway into the area. Surrounding walls are
obstacles, but open spaces within the area
are open ground.
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BADLANDS, DARK LANDS, BORDER PRINCES
AND SIMILAR WILDERNESS REGIONS

T

his terrain generator chart represents the barren lands of the Old World such as the Badlands, the Dark Lands,
the realms of the Border Princes and similar wilderness regions. These lands are infested with Orcs, Goblins,

Trolls and other hostile creatures and are sparsely inhabited by men, if at all. Much of the land is no more than
desolate steppe broken by areas of tangled scrub and rocky uplands. The overall colour of the landscape is a
dusty brown, with patches of green pasture here and there. Battles tend to be fought along the trade routes, near
river crossings and wherever there are Orc and Goblin tribes. The vast desolation of the terrain favours fast
moving mounted hordes and small, slow moving infantry armies are very often surrounded and destroved.

To generate an item of scenery roll 2D6. You may re-roll duplicate rolls or if you wish, add to an existing feature.
All features are assumed to be no larger than 12" in diameter if described as an area or 12" long if a section.

2D6 Result

2

Crag

A huge outcrop of craggy rock. The slopes
are more or less sheer cliffs and impassable.
Only flying beasts such as eagles or harpies
might be able to find a perch on a few
ledges.

A shallow river

A section of shallow river which is difficult
ground. The river must enter and leave at a
table edge and cannot extend over more
than half of the table length without your
opponent’s consent. The river must have at
least one ford. If the river extends over more
than half the table length it must include two
crossing places, one of which is chosen and
positioned by the opposing plaver.

Fen

This is an area of water and reeds with the
odd gnarled tree here and there. This is
difficult ground.

Cairn

A huge pile of boulders, probably marking
the burial place of a formidable Orc warrior.
It is treated as impassable terrain.

Scrub

An area of tangled scrub, thorn bushes and
stunted trees probably mingled with
boulders. Scrub is difficult ground and
provides cover,

2D6 Result

-

10

11

12

Hill or scrub
Choose either a hill or scrub.

Hill

A low hill with gently sloping sides. The top
is also gently sloping or flat. There may be
boulders, rocks or cliffs on one side making
it difficult terrain or impassable on thart side.
In this region, long low ridges are common.

Boulders
An area strewn with boulders. This is
difficult ground and provides hard cover.

Ruin

A ruined building, such as a ruined tower or
stronghold. This is basically an area
surrounded by a ruined stone wall, The wall
is an obstacle but should have gaps on all
sides. Within the area there may be the
higher walls of a ruined fortification.

Ravine

A section of ravine or gully. This has rocky
edges and a boulder-strewn floor and so is
difficult terrain.

Rocky ridge

A steep hill which is longer than it is wide
and rises up to a definite craggy ridge. The
slopes are steep and rocky, and strewn with
boulders. scree or scrub. Some

slopes may be sheer cliffs. .
This is very difficult terrain.




THE CHAOS WASTES

This chart represents the Chaos Wastes, which are cold, desolate and extremely perilous. This region suffers
extremes of temperature as well as the polluting effects of chaos. Only a few savage tribes of men which
worship Chaos can live here. Even Orcs and Goblins shun this place although Trolls don’t seem to mind it. The
overall appearance of the landscape is a kind of dark ash colour. Battles tend to be fought near to the strongholds,
rombs and idols of the Chaos Warlords that somehow manage to survive here. The extremely rugged and hostile

nature of the terrain favours small bands of hard and predatory warriors.

To generate an item of scenery roll 2D6. You may re-roll duplicate rolls or if you wish, add to an existing feature.
All features are assumed to be no larger than 12" in diameter if described as an area or 12" long if described as a

secron.

2D6
2

X

Result

Foetid mere

This is an area of stagnant water with
gnarled trees protruding from it, rotien
corpses floating in it and a cloud of flies
buzzing over it. It is treated as impassable.

A lava flow

A section of lava flow. This is basically a river
of slow flowing lava descending from some
distant volcano. The steaming crust conceals
molten rock beneath. It is impassable.

Heap of bones

A vast heap of bones, among them may be
skeletons of huge monsters. This is difficult
ground.

Rocky ridge

A steep hill which is longer than it is wide
and which rises up to a definite craggy ridge.
The slopes are steep, rocky and strewn with
boulders, scree or maybe even scrub. Some
of the slopes may be sheer cliffs. The foot of
the cliff may have caves in which Trolls or
other creatures make their lairs. This is
treated as very difficult terrain.

A ﬁnﬂled wood

A gnarled wood is made up of old dead
gnarled trees lacking any leaves. It is difficult
ground and provides cover due to the size of

the aks. A nice place for'l ies!
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2D6
7

10

11

12

Result
Gnarled wood or plateau
Choose either a gnarled wood or plateau.

Plateau

This is a low, flat-topped hill of bare,
weathered rock. The sides of the plateau are
either steep slopes or sheer cliffs and so will
be difficult ground or impassable.

Malignant marsh

A vile, stagnant, foul-smelling marsh
surrounded by tangled scrub. This is very
difficult ground.

Chaos monolith

A colossal standing stone on its own Or
surmounting a cairn of boulders, decorated
with skulls and other debris, or surrounded
by a circle of boulders.

Cairn

This is a huge mound of boulders or an area
of smaller cairns. A cairn might be the burial
mound of a warrior or even an entire army,
marking the site of a battle or even a place
where treasure has been hidden. Cairns are

difficult ground.

A sorcerer s tower
A tall eerie stone tower. This may be ruined
or intact. It may or may not have an

cnirance.
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ULTHUAN & NAGGAROTH

This terrain generator chart represents the mysterious Elven landscapes of Ulthuan and Naggaroth. Strange as it may
seem, the majestic scenery of Ulthuan has its counterpart in the awesome landscape of Naggaroth. The differences
berween the terrain reflect the differences between the Elves that dwell there; one is the dark and evil side of the other.
Whereas a forest in Ulthuan is in perpetual spring, with lofty trees and sunlit glades, its counterpart in Naggaroth is dark
and brooding, with equally tall pine trees twisted into menacing shapes and hidden in shadow. While the mountains of
Ulthuan shine like silver in the sun, those of Naggaroth are dark purple, like volcanic glass or meteoric iron. Elves are
a dwindling race and settlement in both regions is sparse, being mainly concentrated in the ancient cities. Buildings in
the landscape are as likely to be shrines or tombs as houses. Battles tend to occur most often along the coasts and in
the vicinity of the great cities. The indented and mountainous nature of the terrain favours small forces which attempt
to block the advance of larger armies and also treacherous ambushes and surprise raids by land or sea.

To generate an item of scenery roll 2D6. You may re-roll duplicate rolls or if you wish, add to an existing feature. All
features are assumed to be no larger than 12" in diameter if described as an area or 12" long if described as a section.

2D6 Result 2D6 Result

2 Inlet of the sea o Hill or deep forest
A long, narrow area of water extending into the Choose either a hill or a forest.
battlefield from the table edge. It must be put
along one edge of the table. Sand and boulders 8 Hill
define the edges of the water and the inlet is This will be either a low, gently sloping hill of
assumed to be shallow water. Troops may wade Ulthuan or a high hill of Naggaroth with steep
across but count it as very difficult terrain. rocky slopes. The top of the low hill of Ulthuan

can be almost flat while the high hill of

3 Chasm Naggaroth will be rugged and rise up into
A chasm is a deep, steep sided gorge. It cannot jagged peaks. The hills of Naggaroth are
be crossed anywhere along its length except at difficult ground.
a bridge. A chasm must be placed so that it
enters the battlefield from one side. It can taper 9 Monolith
to an end in the battlefield if you wish. It may This is a single large monolith or an area of
not extend over more than half the length of several smaller monoliths. These magical
the table unless your opponent agrees that it inscribed stones channel energy around
may do so. If it extends over more than half the Ulthuan. In Naggaroth, similar stones exist but
length of the table it must include a bridge, have a much more sinister purpose connected
chosen and positioned by the opposing player. with the debased rites of the Dark Elves.

4 Rocky peak 10 Watchtower
A steep hill rising to a rocky peak. It may have A lone watchtower. Usually this will be quite
cliffs on one or more sides. treated as tall and slender and will have a cunningly
impassable. The rest of the peak is very difficult concealed or protected entrance. The top is
ground. A great place for eagles and Dragons! usually covered with a tapering tiled roof.

5 Ancient wall 11 Secluded shrine
A section of ancient stone wall, now in ruins. A shrine to one of the Elven deities. Both High
but still an obstacle and providing cover. Such Elf and Dark EIf shrines exhibit the age-old
walls marked the boundaries of the great features of Elven architecture. These include
estates of the Elven nobles of former times. high arched portals, domes, spires and circular

or triangular plans. High EIf shrines are built

6 Deep forest from white shining stone while dark purple or

An area of very tall trees. These may be red hued stone is favoured in Naggaroth.

deciduous or coniferous trees in Ulthuan, and

tend to have light green or even golden foliage. 12 Elven hall

In Naggaroth the forests consist of tall, dark It is quite rare to find an Elven hall located out
pine trees with dark green, almost blue, foliage. in the countryside. Only the most hidden and
Ulthuan’s forests are difficult ground and secluded places are favoured in these days of
Naggaroth's forests are very difficult ground. strife. In ancient times they were a more

common feature of the countryside. The hall is
long and narrow with a high pitched roof.
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MOUNTAINS AND SIMILAR MOUNTAINOUS REGIONS

his terrain generator chart represents the high mountain ranges of the Old World and especially the Dwarf realms.

These regions are very sparsely inhabited, and then only by Dwarfs, Goblins and Trolls, although Skaven may dwell
deep beneath. Dwarf settlements are concentrated in strongholds but there are isolated mining sertlements, trading
posts and other workings. Often these are old abandoned ruins of former times. Most of the landscape is inhospitable
mountain peaks and densely forested lower slopes and much of this terrain is impassable in winter. Bartles tend to be
fought along the major passes through which the trade routes go. The Dwarf strongholds are near to these passes and
even the Ore and Goblin hideouts are within raiding distance. The nature of the terrain tends to result in pitched battles

or ambushes in the passes.

To generate an item of scenery roll 2D6. You may re-roll duplicate rolls or if you wish, add to an existing feature. All
features are assumed to be no larger than 12" in diameter if described as an area or 12" long if described as a section.

THE DWARF REALMS
THE WORLDS EDGE MOUNTAINS, GREY

Result 2D6 Result

Chasm 6 Pine forest

A chasm is a deep, steep sided gorge. It cannot A dense forest of fir trees. Can be on a hill with
be crossed anywhere along its length except at rocky slopes and boulders among the trees.
a bridge. A chasm must be placed so that it This is difficult ground and provides cover.
enters the battlefield from one side. It can taper - Peak or pine forest

to an end in the battlefield if you wish. A chasm

Choose either a peak or a forest.
may not extend over more than half the length B *

of the table unless your opponent agrees (in S Rocky ridge
which case it must have a bridge positioned by A long, narrow steep sided hill with a jagged
your opponent). rocky ridge running along its summit. Any sides

; may be impassable cliffs. It is difficult ground.
Raging torrent

A section of fast flowing mountain stream, 9 Scree
cascading between boulders. The torrent must Area of loose rocks treated as difficult ground.
enter and leave at a table edge. It can only be .

B ; 10 Watchtower

crossed at narrow points where troops can

; A stone watchtower. May be ruined or intact,
jump across or step from one boulder to : ¥

another, or by a bridge (and is therefore 11 Dwarf mines

impassable except at these points). There must This is made up of a mineshaft and some shacks
be at least one bridge or crossing point (between two and four is enough). It may be
(represented by a mass of boulders or stepping surrounded by a stone wall, but will have at
stones). If the stream extends over more than least one gate. There may be a stack of empty
half the table length it must include two beer barrels within the enclosure. Alternatively,
crossing places, one of which is chosen and this could be a row of cave dwellings with walls
positioned by the opposing player. as outworks, a tiny stronghold with boulder

ramparts or a row of rock tombs.

Boulders

An area of big boulders which have tumbled 12 Tarn

down from the mountains. This is difficult A small, round mountain

ground and hard cover. lake that is impassable.
Monsters probably

Rocky peak lurk within it.

A very steep hill which rises up to a rocky peak.
It may have cliffs on one or more sides.
The peak is difficult ground and

the cliffs are impassable.



THE DESERTS OF KHEMRI AND ARABY

This terrain generator represents the parched deserts of Araby and Khemri and similar landscapes. Apart from
a few cities clinging to the coasts, these regions are uninhabited except by a few nomads and the Undead.
The land of Khemri, which was once cultivated and populated by teeming multitudes, is now a desolation, its
ruined cities buried under the sand. In the vast necropoli lurk the Undead servants and armies of the Tomb Kings.
The landscape is a barren sea of sand, a monotonous yellow-brown, scorched by the merciless sun. Battles tend
to be fought along the caravan routes and in the vicinity of the ancient necropolis, not only because these attract
adventurers and tomb robbers, but also because of the Tomb Kings who awaken from time to time to do battle
among themselves. The nature of the terrain is well suited to pitched battles between enormous, fast moving

armies.

To generate an item of scenery roll 2D6. You may re-roll duplicate rolls or if you wish, add to an existing feature.
All features are assumed to be no larger than 12" in diameter if described as an area or 12" long if a section.

2D6
2

Result

A deep ravine

This must be placed so it enters from one
side of the table. It can taper to an end on
the bartlefield but may not extend over more
than half the table’s length unless your
opponent agrees. It has rocky sides, maybe
even sheer cliffs, and the bottom is strewn
with boulders. It is very difficult ground

A wadi

This is a dry riverbed filled with sand instead
of water. Only rarely, perhaps once every
hundred years will it rain enough to make a
trickle of water run along the wadi which
soon evaporates. The wadi must enter and
leave at a table edge. It is difficult ground.

Boulders

A scattering of boulders and loose rocks,
possibly even fallen statues or rubble from
tombs. Treated as difficult ground and hard
COVEr.

A jebel

This is a rugged desert hill of bare weathered
rock. It is difficult ground, and may have
cliffs on one or more sides. The cliffs are
impossible to move over and act as a barrier
to movement. The top may be almost flat or
rise up into eerie crags sculpted by the wind
blown sand.

A sand dune

These are gently sloping hills made up of
wind blown sand. The deep sand will slow
troops down and so sand dunes are difficult
terrain. ¥y
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Result
Jebel or sand dune
Choose either a jebel or a sand dune.

A palm grove or scrub

A palm grove or scrub, which can be thorn
bushes or cacti, is difficult ground and
provides cover.

A ruin

A ruin half buried by sand which could be an
adobe house, a temple, tomb, pyramid, or a
watchtower. A wall may surround the area
and it will have at least one gateway.

Group of buildings

A group of several buildings (between two
and four is enough). This could be a few
mud brick hovels, a nomad tent
encampment or a necropolis made up of
several small tombs or pyramids. For any
subsequent rolls simply add another tomb
or tent or a short section of mud wall.

Oasis

A roughly circular pool of deep water,
surrounded by palm trees and boulders. The
pool of water is impossible to cross. For any
subsequent rolls simply add another palm
tree,

Quicksand

Any models entering this area suffer 2D6
casualties each turn that they are in it. The
models are assumed to be swallowed up.
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LUSTRIA AND THE SOUTHLANDS

his terrain generator chart represents the dense jungles of Lustria and the Southlands. These regions are the

domain of the Lizardmen. Their cities and temples are well hidden in the midst of the vast trackless jungle
and are very difficult to find. Apart from a few areas of open cactus scrub or scrubby upland, the landscape is
covered in dense vegetation and swamp. The only way to travel through it is to hack your way in or go up one
of the wide rivers into the interior. The paved causeways of the Lizardmen extend for only a short distance from
their cities. Battles tend to be fought on the coast, where invaders first encounter the Lizardmen or each other,
or in the vicinity of the Lizardmen temple cities, which attract adventurers seeking gold and magical artefacts. The
dense, hostile nature of the terrain tends to result in ambushes and running battles and occasionally pitched
battles in the streets and plazas of the temple cities.

To generate an item of scenery roll 2D6. You may re-roll duplicate rolls or if you wish, add to an existing feature.
All features are assumed to be no larger than 12" in diameter if described as an area or 12" long if a section.

2D6 Result 2D6 Result
2 A crag 7 Dense jungle
A rocky crag is difficult ground, and may An area of dense, tangled jungle with the
have steep impassable cliffs on one or more trees and vegetation so closely spaced that it
sides. Instead of cliffs the crag may have is impossible for any troops other than
dense vegetation on one or more slopes. skirmishers on foot to pass through or hide
The top may be a flat plateau. among them. It is very difficult ground, and

provides cover.

3 A shallow river

This can be crossed anywhere but is treated 8 Tall rainforest trees

as difficult ground. The river must enter and A clump of tall trees counting as difficult
leave at a table edge and cannot extend over ground and cover. These block any line of
more than half of the table length without sight from any level.

yvour opponent’s consent. The edges of the
river are lined with mangroves and thickets
of reeds providing cover.

9 A hill
A low hill with gentle slopes, entirely
covered with scrub vegetation, counting as
i Scatter of boulders difficult ground and cover.
An area of large boulders embedded in
vegetation. This is difficult ground and
provides cover.

10 Overgrown temple or shrine
A ruined temple or colossal fallen idols
overgrown with vegetation. The temple may

5 Tangled scrub rise up in steps and can be used tactically as
An area covered in bushes and small stunted a hill, providing high ground and a vantage
thorn threes, possibly tall cactus, bamboo or point for shooting.

pampas grass. Treat as difficult ground. 3
11 Grass huts

6 Swamp A group of several grass or wicker huts
An area of shallow water full of mangrove (between two and four is enough). A fence
trees or similar tropical plants. It is very of stakes may surround the area and if so it
difficult ground and impassable to war must have a gateway.
machines.

12 Lagoon

An area of open shallow water remaining
after the torrential monsoon and seasonal
floods. It is probably infested with alligators
and piranha fish. It counts as very difficult
ground. Any troops in it suffer 2D6 Strength
3 hits each turn from the vicious creatures
who lurk in the water.
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In the bygone ages, an ancient civilisation rose up in the land of Nehekhara, which is the old name for the Land of

the Dead. No onc knows what it means, it is in the lost tongue of the first human civilisation. The name is still
used 1n Arabia as Nch:khari}ri- Indeed the primitive nomadic ancestors of the Arabians, known to the people of
Nechekhara simpl}r as desert dwellers’ were frequently conquered and enslaved by the kings of Nehekhara and so the

name became cngrw:d into their legends.

The land of Nechekhara was really the flat, fertile plain of the great river Mortis, known anciently as Mortish. This

mighty river flows from the mountains of the cast, known nowadays as the Worlds Edge Mountains, to the sea,

i SN

dividing into a delta of cnormous extent. Here, the carliest human tribes learned the arts of farming by mecans of
irrigation, writing in hicroglyphic signs and living in cities made of mud brick buildings. Only the inscrutable mage
priests of Lustria arc likely to have any idea when. why or how this happened. As the centuries passed, two powerful
City states dominated the plamns of Nehckhara, Both of these realms were wealthy and flourishing, with an abundance of
manpower, agricultural produce and a wide ranging trading network. These two kingdoms were Zandri, located in the
Delta and Numas (anciently known as Numash) far upstream within sight of the mountains.

Each of these realms was ruled by a king, supported by a priesthood and nnhilit}r. Each raised a strong army from
among his subjects. In those remote times, the kings were really just war-leaders and the civilisation of Nehckhara had

yet to reach its cultural zenith. Apart from regular forays against the desert dwellers, in reprisals for coming out of
the desert to steal flocks, the kings of Zandri and Numas had no one to fight except cach other, so they did this
- with great enthusiasm,

e ——

Settra was the first king to unite both Zandri and Numas under his rule as sole monarch. It is not known to which
dynasty he belonged, if any. He began his carcer as a prince, and was probably entrusted with command of an army.
He may even have come from some minor scttlement. According to his own inscriptions, the gods of the desert

. prophesied his risc to power. Whatever the circumstances, he was undoubtedly a mighty warrior and great conqueror,
probably the greatest, apart from Alkhadizzar, his remote successor.

Settra conquered both Zandri and Numas thcrch}! uniting the entire river valley of Nehekhara and binding it into a

single kingdom. Soon after, he decided to build a completely new capital city at the point where the delta met the
upper river valley, the border of the two former kingdoms. This marked his unification of the land and demonstrated
his sovereignty over both regions. The city was to be his residence, where his great palace and eventually his .1
magnificent tomb, would be built. It would also be the mightiest fortress in the land, where his vast army would be
marshalled. ready to crush any rebellion and hold down his numerous subjects. this city was called Khemri It is not
known what the name means or whether it is the name of the village which was expanded into a city on the king's
orders. This city rapidly grew to become the greatest city in Nehckhara and for a time, during Settra’s long reign, the
F entire land of Nehekhara was renamed Khemri, to satisfy the vanity of the king.
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Long did noble Sigmar reign &

Among his people and Orcs | o

Dare not trespass into his realm. |

To each chief and each tribe

Did Sigmar, the wise, appoint his lands

And did he appoint Alaric the Dwarf 1 S Il
To forge. with all his skill, e aall

Twelve swords, one for each chief. . C I
And holy Sigmar bade each to wield 1t
In justice for his people

And to pledge to fight one for another
In undying unity.

Thus did every chief’s hall

Become a stronghold in the realm of men.
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APPENDIX ONE - WARHAMMER CAMPAIGNS

For example, many years ago one of
the authors ran a narrative campaign
based on an Orc invasion of the
Empire. The first game took place
near the border, as an Empire army
attempted to stop the Orcs before
they penetrated too far into Empire
territory.

run a simple campaign. Unlike the
rules in the rest of this book, the
campaign rules really are just an
example of one way to run a
campaign, and you should feel free to
dive in and change them as you see fit
for your own campaign. To be honest,
being able to tailor the rules to suit
vour own style of play is one of the
really great benefits of running a
campaign.

ighting one-off battles is all well
Fand good, but at some point or
other any serious Warhammer player
will consider fighting a campaign. A
campaign is the name we give to a
series of battles linked together by a
story and by the forces fighting it.
Battles are not fought in isolation and
a campaign reflects this, linking the
games vou play together to create an
enthralling and exciting narrative that
will make the games you play much
more compelling. As well as providing
a reason and ‘context’ for your battles,
in a campaign the result of each battle
that yvou fight will have an eftect on
future battles; if you suffer an
ignominious defeat yvou will be at
some disadvantage in the next battle,
while a victory will result in some kind
of advantage. Fighting a campaign like
this can be a very satisfyving experience
but is not without its pitfalls, so we've
put together this section to describe
how to run a campaign, based on
methods that have proved successful
for the authors. It is by no means
exhaustive, but should act as a good
starting point for plavers who want to
bring their games to a new level.

STARTING A CAMPAIGN

Most experienced Warhammer players
belong to a regular gaming group,
either a formal club or an informal

The Empire army was decisively
defeated and the referee decided that
the second game would be about a
small Empire force defending a vital
bridge in order to slow down the Orc
army’s progress long enough for a
new Empire army to be gathered
together. A number of special rules
and special pieces of terrain were
used in this scenario to represent the
unigue situation. It was also a good
example of an ‘unbalanced game’.
The Empire army was horribly
outnumbered, and couldn't hope to
win the scenario in the sense of
defeating the Orc army.

LEAGUES

The simplest form of campaign, and
one that is well suited to large clubs
Or gaming groups, is to run a league.
In a league the plavers fight battles as
they would normally, but score points
depending on how well thev do. For
example, a win might be worth three
points, a draw worth two points and a
loss one point. The players’ total
points are tracked by the league’s
moderator and the current ‘standings’
can be posted up when playvers meet
to play games so that everyone can see
how well they are doing. You might
want to include extra information on
the standing sheet, like a player’s
average score, the number of battles
he’s fought, and so on.

This didn't matter, however, as the
Empire army’s objective was only to
slow the Orcs down, not to destroy
them. The result was an interesting
game that was very different from a
normal run-of-the-mill battle. You'll be
happy to learn that the Orcs were
slowed down long enough for a large
Empire army to be gathered to
confront the Orc horde, setting up a
large multi-plaver battle as the next

It's possible to expand on this basic
idea and add in some of the trappings
of a ‘proper’ campaign. For example,
you might say that a General who wins
a battle can add +1 to his Leadership

232

group of friends who routinely get
together to fight battles. There are
many advantages to forming an
association with other players. For
example, you can pool your resources
to buy scenery or pay for the hire of
rooms. Players can swap troops
amongst themselves, and newcomers
can come along and learn the skills of
generalship, painting and scenery
making.

However, one of the most
entertaining group activities is (o
organise a campaign or league. There
are many different ways to run a

campaign, ranging from simply
linking games rtogether with an
ongoing story (usually called a

‘narrative campaign’), through to
complex map-based campaigns. What
follows is a description of the
different ways vou can approach
running a campaign, to give you some
idea of the different options available.
After this, we've provided a full set of
example rules that will allow you to

in the next battle he fights, or a unit
that captures a Standard is

‘episode’ in the campaign.

allowed to re-roll a set of
dice rolls in its next game.
However, the main
advantage of a league is that
it is easy to run, so if you
want to add in much more
detail than this to vyour
league you should instead
consider running one of the
other types of campaign
described below.

NARRATIVE CAMPAIGNS

The Battle for Tor's Gate
(Week 4 — The final battle)

Ist: James (Dwarfs) — 12 pts
2nd: Michael (Empire) — 10 pts

J3rd: Douglas (Slaanesh Chaos) - 9 pts

4th: Darren (Tzeentch Chaos) — 7 pts
Sth: Tern C (Dark Elves) - 5 pts
6th: Nathan (Bretonnian) — 4 pts

A narrative campaign is a
series of bartles linked
together by a story. This story
is often created by an
independent referee who
can introduce special
scenarios, victory conditions,
strange events, extra rules
and so forth. The campaign

James vs. Darren

This week s battles

Michael vs. Terri
Douglas vs. Nathan

Special Addition

Coming to your aid {or wanting to be part of your glorious victory) your
force is about to be joined by a warrior (Hero). Roll & D6 at the start of
each of your turns. On a 4+ he arrives.

continues like this until the
narrative suggests an ending.

Example of a league standing sheet




In some cases, the result of a battle
may suggest that one side or the other
has a number of different options as
to what to do next. For example, a
victorious army might be within
striking distance of two or more of its
objectives, or a defending army might
have to decide whether to counter-
attack at once or wait for
reinforcements. Considering such
circumstances, rather than the referee
deciding arbitrarily what to do next.
the players could decide what
happens. What the players opt for will
alter the course of the campaign so
that their strategic decisions. in
combination with the results of the
battles fought, will decide the
outcome of the campaign.

Of course, a referee isn't essential in a
narrative campaign - the players can
discuss the various options and
decide on the course of their actions
between themselves. Alternately the
players can take it in turn to devise the
scenarios, with the referee running
any scenarios that they create. The
only important thing to remember is
that a narrative campaign, more than
any other type of campaign, is about
more than just winning games — it’s an
exciting story where the results of
your battles help decide the outcome.

LADDER CAMPAIGN

In this type of campaign the players
agree to play a pre-set series of battles,
with each battle affecting the outcome
of later barttles. Unlike narrative
campaigns, which let each battle’'s
outcome drive the story, the links
within a ladder campaign are
predetermined, so vou don’t need a
referee.

A good example of a ladder campaign
was ‘The Grudge of Drong’, a
campaign pack published by Games
Workshop some years ago. The
campaign  consisted of three
preliminary battles which led up to an
all-out, death or glory final conflict.
The first three battles were relatively
small actions with up to 1,500 points
a side. The final battle involved
massed armies of 3,000 points or
more. However, the results of the
earlier battles restricted what you
could include in your army. For
example, if the Dwarfs won the first
battle (the Battle of Grudge Pass) they
could take over a set of mines and
have as many war machines in the
final battle as they liked: if they lost

they could. only have a
single war machine. The
result of the second battle
affected the number of
runes they could use, and

50 Om.

TREE CAMPAIGN
A more elaborate form of

ladder campaign is known MEETING

as a tree campaign. This ENCAGEMENT CAPTURE
campaign needs a set of

pre-written scenarios and

a flow diagram which is

used to determine what

scenarios are played. Each

time a battle is fought, the Major Narrow o Major
diagram tells you which Attacker Attacker Defender Defender
scenario to play next by Victory Victory Victory Victory

following the correct path.

A tree campaign

PITCHED BATTLE

b7 2

The longer the campaign
goes on, the larger the
diagram will need to be. In the tree
campaign example shown above.
which uses the scenarios presented in
the Scenarios section of this rulebook,
there are only two battles to fight and
winning or losing determines whether
your army achieves a major victory in
the campaign or is crushed by your
foes.

In more involved campaigns you
could also include paths on the
diagram which loop back, or sub-plots
that branch off of the main tree. You
can also allow winning or losing
certain scenarios to have a permanent
effect on an army as well as
determining the next scenario that is
played. For example, winning a battle
might allow an army to use a unique
magic item you've created for the
campaign in all its future battles. The
amount of variation depends only on
the campaign’s background and your
imagination.

MAP CAMPAIGNS

A map-based campaign uses a map
(well who'd have thought it!). This
shows the extent of each player's
empire and the territories that they
control. The map can also be used to
regulate movement and show the
location of each player’'s army and
characters.

The campaign rules that follow are an
example of the first type of map-based
campaign, where the map is used to
simply show how large each player’s
empire is and what territories he
controls. Refer to the rules to find out
how this type of campaign works.

In the second type of map-based
campaign, the location of each
player’s army is shown on the map.
This is somewhat more easily said
than done, as a campaign usually lasts
for weeks, if not months, and the map
will need to be permanently set up
during this period. One solution is to
mount the map on a cork board and
use map pins to show the location of
the armies, or use Blu-Tak to stick
counters onto the map. There are
campaign turns between battles, in
which the players move their armies
around the map. When armies move
into each other on the map a battle is
fought to determine the outcome of
the encounter,

Map campaigns like this often include
special rules to cover things such as
scouts, supply, raising new troops,
assassins, revolts and all kinds of
other events. Often, this side of the
campaign turns into a game in its own
right and actually fighting battles on
the tabletop becomes secondary to
outmanoeuvring your opponent on
the campaign map.

Sadly, while map-based campaigns
like these offer the greatest number of
possibilities in terms of what can be
done, in the author's experience they
very rarely work in practice unless
they are played by a small group of
very dedicated plavers. The reason is
that in order for the campaign to work
it is vital that any battles which result
from movement on the map are
fought out promptly, as otherwise the
campaign will bog down waiting for
the result of a certain battle.

.
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The other problem is that a cunning
General will do his best to make sure
that when he fights a battle he has
ensured that the odds are well in his
favour and that he  heavily
outnumbers his opponent. This can
result in very lop-sided games that are
not all that much fun to play; what’s
more, once vou've lost one battle
things tend to ‘steam-roller’ and it
becomes increasingly difficult to win
future battles. For these reasons, it
helps to keep map-based campaigns
quite small and with limited
objectives. It also helps to have a
‘campaign umpire’ who can force the
plavers to fight their battles in time for
the next campaign turn, and impose
forfeits on players that do not.
However, the best asset such a
campaign can have is very dedicated
players, who will play their battles
before the next campaign turn and
won't drop out when things start
going against them.

RUNNING A CAMPAIGN

You don’t have to have an umpire or
controller to run a campaign, but
most players would agree that things
go better if a person is nominated as
overall umpire. The umpire can
interpret the rules and improvise new
ones, keep the players informed
about forthcoming battles and invent
special events, spread rumours and
generally keep the campaign going.
An umpire can be one of the players,
or he can be someone who devotes all
of his time to running the campaign
and does not play himself. Another
option is for different players to take it
in turns to be umpire, sharing the
burden equally.

The most useful thing that an umpire
can do is publish a regular campaign
newsletter in which battles fought
over the previous weeks are
summarised, the defeated are
mocked, players are listed and their
achievements recorded. Victorious
players can place notices of their
success and ridicule their enemies.
The newsletter can also be used to
announce local events and special
games.

The opportunity to play God is
probably as much fun as actually
fighting the Dbattles, and an
imaginative umpire can make a big
contribution to a campaign. He can
also ensure that players don't
deliberately avoid fighting enemies

whom they fear will beat them, and
can impose penalties on players that
fail to show up for games. The umpire
can also draw the campaign to a close
once the players start to lose interest
or one player gains ascendancy. All
campaigns, even the very best, come
to an end at some point, and it’s
generally better to make sure this
happens sooner rather than later
Leave vour players eager for more so
that they join up for the next
campaign with alacricy!

Finally, bear in mind that a campaign
is not wholly fair or perfectly
balanced. They aren't, and aren't
meant to be. Part of the challenge of a
campaign is to fight a battle against
the odds — after all, if you lose such a
battle it doesn’t mean much, while if
you win, the glory is greatly
enhanced! In any case, a good umpire
will be able to even things out without
displaying blatant favouritism.

THE BORDER PRINCES

The rules that follow will allow a
group of players to fight a simple
map-based campaign set in the Border
Princes. The Border Princes is a wild
territory that lies to the south of the
Empire. It has no single ruler, but is
instead made up of many petty
princedoms each with its own ruler.
In truth, many of the ‘rulers’ are little
better than brigands who make a
living by extorting tolls from the
travellers that pass through their
territory, and by raiding and stealing
from their neighbours. Many of the
Border Princes kingdoms are very
short-lived, but there are always new
adventurers ready to try and carve
themselves out a  princedom,
exercising what authority they can by
sheer force of arms. The Border
Princes thus forms a perfect place to
set a campaign, as it allows pretty
much any army to exist side by side in
the same area.

As noted above, this is a map-based
campaign. The map is used mainly to
show what territories each player
controls within their kingdom and is
not used to regulate movement or
show the location of the players’
armies. Instead, each player in the
campaign is allowed to arrange battles
in pretty much the same manner that
they would arrange a normal one-off
battle. The difference is that the forces
a plaver can use in his army may be
restricted by the territories that he

controls, while the outcome of the
battle may affect the political situation
and determine who controls certain

territories on the map. This system
allows those taking part to play each
other as and when they wish, without
obligation to play a set number of
games Or against any particular
opponents. We've found that this very
loose format is a great advantage
when plaving a campaign, as it makes
it possible for players to participate on
an occasional basis.

GETTING STARTED

In order to start the campaign you'll
need at least four players, but the
more the merrier! Once you've got
your playvers together you need to
create a map (or vou could use the
one on the opposite page!). You'll see
that each playver has their own
‘princedom’ shown on the map, and
that each princedom is subdivided
into three territories and a capital.
Coastal areas, mountain ranges and
arcas of wilderness have been added
to the map between and around the
princedoms. This makes it look
attractive, though they have no direct
effect on play The map and the
princedoms marked upon it can be of
pretty much any size, just so long as
the territories within each princedom
include enough space to add the
important territorial features that are
within them (more of which next).

Once you have made up a map with a
princedom for each player, it's time to
determine what important territorial
features he controls. These territorial

features  represent  settlements,
geographical features and other
resources which constitute the

player's empire. These territories are
generated randomly from the
Territory chart on page 237. As noted
earlier, each player also gets a capital,
which is in effect a fourth territorial
feature already marked on the map.
The more territories a player controls,
the bigger and better his army will be,
and the more varied the types of
troops he can field.

The players take it in turn to pick one
feature and randomly generate two
more. They then mark the territories
on the map of their princedom (each
territory can have only one feature).
We've found it best to mark the
features in pencil and then for one
player (preferably the most artistically
gifted!) to update the map so that all




the features are represented in a
pleasing manner. The illustration
shows our map once the features have
been generated and added to it
Notice that in some cases the features
‘spill’ outside the territory. This is
purely decorative and has no effect on
play, but it does mean that you don’t
get odd things like roads or rivers that
don’t lead anywhere! We've also
added names to the important
features on the map.

CAMPAIGN ARMIES

Before the campaign begins, the
participating players need to agree a
suitable points value for their armies.
This is the base or starter value of all
armies in the campaign and a player
may field a larger army by conquering
more territories. A reasonable starting
value is 1,500 points, although you
might wish to start with 1,000 points if
players do not already have large
established armies, or 2,000 points if
all the participants are veteran players
with large armies.

Each time players fight a barttle they
choose an army to the agreed points
total, modified by the territories
which they control, as described later
on. Forces are chosen afresh for each
battle, although a player must stick to
the same race each time — Orcs, High

Elves, Bretonnians, etc. The armies
are chosen from the appropriate army
list with the additional limitations
described as follows. The players may
agree additional limitations if they
wish.

ARMY LIMITATIONS

The number and type of troops which
a player can field is restricted by the
territories that they control. Because
of this, the limitations of what can be
included in the army lists are not
used. To begin with, each player is
restricted in his choices for his army
as follows:

Characters: Each army is allowed one
character, representing the player
himself. This character may be of any
type allowed to the army. Otherwise
the army may not include characters
unless the player controls a territory
that allows them to be used.

Special troops: The army may have
two units of special troops. Additional
special units may only be included if
the player controls the appropriate
territories,

Rare troops: The army may have one
unit of Rare troops. Additional Rare
units may only be included if the
player controls the appropriate

territories.

Skirmishers: A player’s army may not
include troops that can skirmish
unless the player’s territories include
mountains or forests; the people from
such territories provide the bulk of
skirmishing troops.

War machines: The army may have
one war machine. Additional war
machines may only be included if the
player controls the appropriate
territories.

Monsters: The army may have one
monster. Additional monsters may
only be included if the player controls
the appropriate territories.

Magic items: The player’'s army may
have up to three magic items with a
points value of no greater than
100 points in total. Any additional
magic items may only be included if
the player controls the appropriate
territories.

THE CAPITAL

Each player’s princedom includes a
capital. It is the capital which allows
the player to use the special units,
rare units, war machines, monsters
and magic items noted above. If it is
ever lost then none of these things
may be used wunless the player
controls other territories that allow
him to use them.
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TO WAR. TO WAR!

Plavers are free to fight each other as
they wish, representing encounters
along their common borders,
intrusions into their rival’'s territory,
chance encounters in the wilderness
and other minor conflicts. These
clashes don't result in the loss of
territory but can have other
consequences, and can lead to an

outright war of conquest.

Before the bartle, roll on the Scenario
table on page 197 to determine the
scenario that will be used for the
battle. Note that this stage is not
optional; in a campaign not all battles
are even head-to-head fights and the
Scenario table represents this fact.
You are now ready to begin fighting
the battle.

Each player uses his entire army for
the battle, even though their points
value may be different because the
players hold different territories.

Terrain can be set up for the game in
any mutually agreed manner.

Fight the battle using the rules for the
scenario being played. The winner of
the battle may choose to ‘steal’ the
benefits of one of his opponent’s
territories and use them in his next
battle. The loser must forgo all
benefits of that territory in his next
battle. The winner may not choose to
steal the benefits of the loser’s capital
unless this is the only territory left.

For example, Rick wins a battle against
Tuomas and chooses to steal the
benefits from Tuomas’s mine territory.
This means that Rick counts as having

a mine in his next barttle, while

Tuomas does not. The eftect of

stealing the benefits of a territory in
this way only counts for the next
battle. The
permanently change hands.

territory does not

WARS OF CONQUEST

Every time you fight against another
plaver vou will score Grudge points
against them. These represent the
simmering anger generated by a
conflict, which can cause it to escalate
into a full-scale invasion! The number

generated depends on the outcome;
the winner of a barttle receives one
Grudge point, and the loser gets two.
In a draw, both players get two points.
Keep track of the Grudge points you
have against each opposing player.

When you fight a battle against an
opponent that you have Grudge
points against, you can try to escalate
the battle. Roll a D6 and compare the
number rolled to the amount of
Grudge points that you have against
this opponent. If you roll equal to or
under the number of Grudge points
vou have the battle escalates. If you
roll higher the batte is fought
normally. In either case, all the
Grudge points you have against this
opponent are reduced to zero after
the attempt to escalate the conflict.

If the conflict escalates then it
becomes a war of conquest. The battle
is fought using the normal rules, but if
the player who escalated the conflict
wins, instead of stealing the benefits
of a territory for one battle, he is
allowed to conquer a territory and
add it to his empire. Denote a

captured territory on the
campaign map with a suitable
marker. A player’s capital can only
be captured if it is the last
territory they control.

It is possible for both players in a
battle to escalate the conflict. If
both do this the winner is allowed
to take a territory from the loser.

WINNING THE
CAMPAICGN

It is entirely up to the players to
set a limit on how long the
campaign lasts. A campaign could
go on indefinitely, but it is often
better to end it once a player has
established a dominant position.
In this way a winner can be
declared and a new campaign
started.

Saving that the winner is the first
to conquer three territories, or
get so strong that the other
players refuse to fight him, is a
good method for your [first
campaign. By then you'll have
developed your own ideas about
how to ‘improve’ this campaign
system, and will probably be
thinking about adding in new
rules for things such as spies,
assassins, ambassadors, etc. The
possibilities really are endless.
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Territory Chart (D6g)

Each player picks one territory from this chart then randomly generates two more. To randomly
generate a territory roll two ordinary D6s one after the other. The first roll represents ‘tens’ and the
second ‘units’ to give you a score between 11 and 66. This method of rolling dice is referred to as a

‘D66 roll’.
D66  Result
11-12 Wizard’s Tower

13-14

15

16

21-32

33-34

35-43

44-40

51-52

53

54

55

56

61-65

66

For each wizard’s tower you control your army may include one extra Wizard. The Wizard may not be a
Wizard Lord but can be of any other tvpe allowed in vour army.

Sacred Grove
For each sacred grove you control vour army may include one extra Rare unit.

Shrine
For each shrine you control your army may include one Battle Standard Bearer. An army may never have more
than one Battle Standard no matter how many shrines it controls.

Temple
For each temple you control vour army may include one extra Wizard Lord.

Village
For each village you control your army may include one extra Special unit.

Town
For each town you control vour army may include one extra character. The character may not be a Lord but

can be of any other type.

Road
If you control a road you are able to move troops more quickly to meet your enemy. To represent this add

25 points to vour army for each road under your control.

River
The land near a river is very rich and provides frequent and bountiful harvests. To represent this add

25 points to your army for each river you control.

Bridge
If you control a bridge then you are able to move troops more quickly to meet your enemy, while the rich soil
makes perfect farmland. To represent this add 50 points to your army for each bridge you control.

Silver Mine
For each silver mine you control you may take one magic item worth 50 points,

Gold Mine
For each gold mine you control you may take one magic item worth 100 points.

Mountain Pass
If you control a pass you are able to move troops through to reach vour enemy. To represent this add 75 points

to your army for each pass vou control.

Mountains
If you control a mountain your army may include up to two extra monsters. In addition roll a D6. On a roll

of '6" the mountain includes a gold mine (see above).

Forest
If you control a forest your army has sufficient supplies of wood to build two extra war machines.

Ruins

You may take one magic item worth 3D6x10 points. It is retained by vour forces and its value is added to the
points value of your army. The magic item can be given to any character in the normal way at the start of a
battle. If the character carrying the item is lost then the item is captured by the opposing side, who may use
it in future battles just as if they had discovered it themselves.
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WARHAMMER

=

APPENDIX TWO - PREPARING FOR BATTLE

t is quite possible to play a game of

Warhammer with an army that
consists of every model you own,
regardless of race or quantity!
However, as I'm sure will be
immediately apparent, such a game
wouldn’t be very satisfying and is
unlikely to be very fair. It would also
be missing the point. Warhammer is
about collecting an army of one of the
races of the Warhammer world and
bringing it to battle against an equally
matched opponent.

In order to ensure that games are as
fair as we can make them, every model
is ascribed a points value which
reflects its value in the game as closely
as possible. Of course, some plavers
will naturally tend to do better with
certain types of troops, so those types
may be more effective under their
command.

Similarly, some types of troops will
perform better in certain kinds of
terrain or against specific opponents.
For example, a huge, monstrous
Dragon isn't going to be worried if it
finds itself confronted by a horde of
tiny Goblins because the Goblins are
just too small and weedy to stand
much chance of hurting it — in such a
situation the Goblins are literally
worth almost nothing!

Bearing all of this in mind, it is
obviously impossible for points values
to reflect the absolute value of every
model in every circumstance. Instead,
a model's points value is a wuseful
compromise which should be viewed
as representing its fighting ability in
the circumstances of a typical battle.

THE ARMY POINTS VALUE

When Warhammer players arrange a
game it is usual to fix a points value
total for each side — typically 2,000
points or 3,000 points for a really big
game. Of course, there is no limit on
the size of the armies. You can fight a
game with 500 points a side, 1,000,
10,000 or 10 million points and
anvthing in between! For practical
purposes, however, 2,000 or 3,000
points is usually regarded as just
about right for a game that will last
over an evening or the best part of an
afternoon. Games of up 1o
3,000 points can be accommodated
on a table of about 4" x 6-8 (120cm x
180-240cm) whilst larger games will

usually require more time and a larger
playing area.

The lists of points values for all the
different troop types, including
machines, monsters, characters, and
magic items are given in complete
detail in the Warhammer Armies
books. Each book covers the army of
one race and includes an army list that
explains which troops the army is
allowed, along with their points
values. So, for example, we have one
book which covers the High Elves,
and others for the

Empire, Skaven, Orcs & Goblins, and
so forth. The lists are far too
exhaustive to give here in their
complete form, but to give you an
idea we have included some details of
army composition and points values
in the examples that follow.

UNIT
POINTS VALUES

Units are usually made up of a
number of models of the same type. It
therefore follows that a unit of, say,
ten models each of, let us assume,
9 points is worth a total of 10 x 9 =
90 points. It is quite usual to refer to a
unit in terms of its value, so yvou might
hear players talk of ‘a 140 point unit
of Orc warriors’, ‘150 points of High
Elf archers’, or some such expression.
As most practically sized units are
likelv to be between 100 and 300
points, it can be assumed that a 2,000
point army would have about ten
units.

However, this doesn’t allow for
character maodels. Once points have
been allocated for these important
pieces the typical 2,000 point army is
more likely to have about seven units
in total, of which some might be a
single piece such as a chariot or war
machine.

Obviously this varies; we need only
consider the matter here insofar as it
gives a fair idea of what's meant by a
2,000 point army.

THE ORC ARMY

Orcs are one of the most dangerous of
the monstrous races that inhabit the
Warhammer world; they are also one
of the most popular armies amongst
Warhammer players. The ‘Orc’ army

actually encompasses many different
creatures of which Orcs are but one
type, so we often refer to the army as
‘Orcs & Goblins' or ‘greenskins’. We
are going to use one type of Orc army
as an example of how a player might
put together such a varied army. The
same considerations also apply no
matter what army vou choose.

If vou want to collect an Orc army
then you will need the separate
Orcs & Goblins Army book. This
contains extra games rules, more
magic spells and items, and extensive
painting and collecting tips, as well as
the all important army list.

The army list is used to choose an
army before each battle. Obviously,
vou will need to assemble a collection
of models from which you can choose
the exact force for a particular battle.
Needless to say, most players prefer to
build a collection around a typical
2,000 or 3,000 point army, but it's
always a good idea to have a few extra
models to give yvou some additional
choice.

Before we start to look at the details of
how to choose a force for a battle, it is
worth pointing out that most players
will cheerfully buy and paint a handful
of models before deciding to commit
to collecting a whole army. There's no
point in buving hundreds of Ores only
to discover that you really can't abide
painting green! So, whatever army
you fancy the look of buy a few
samples first and see how you get on
painting them. It doesn’t matter if you
dabble with several races before
settling on the one vou like best, it is
far more important to choose the
army that is right for you.

THE ARMY LIST

As well as providing points costs for
different models, the army list also
divides the army into its constituent
units. For example, the Orc army list
includes Orc Boyz, Goblins, Orc Boar
Bovz and Snotlings... amongst others.
For each of these units, the list defines
the weapons the unit has and any
optional upgrades it can include.

The list also places certain restrictions
on the availability of some models. It
would plainly be ridiculous for an
army to consist entirely of fire-
breathing  Dragons, thundering






