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WARHAMMER ARMIES

—< WARHAMMER ARMIES >

The Warhammer Fantasy Battle Army Lists have been long
awaited by Warhammer players. We know this is true because
‘Warhammer players keep writing to us at Games Workshop,
asking us when the lists will be ready, and advising us about
their contents. We, of course, have listened to these comments,
considered their implications, and incorporated the results into
the lists themselves. Needless to say, many ideas were taken with
a pinch of salt; because almost every player has a vested interest!
After all, we mustn't forget the object of the Army Lists, which
is to allow the speedy construction of balanced armies for fair
and competitive play.

The lists describe the varying compositions of the different
armies, encompassing such parameters as the number and types
of characters, troops, machineries, and so forth, By means of
the lists it is possible to work out armies of a fixed points value,
which, when set against each other, should result in battles
where the outcome is decided by the players’ skill. This balanced
approach to the construction of armies opens the way to
competitive Warhammer leagues run by local gaming groups.
Army lists fulfil another important function, in that the existence
of alist defines the ‘personality’ of an army and the race forming
it, providing a useful template around which to build up a
collection. The lists will guide the general’s selection of models
and hopefully provide some insight into painting and organising
the army. Should you wish to pack your army, travel to a distant
place, set up your troops on a far flung table and challenge all
- comers to a Warhammer Fantasy Battle, now you can do so
in the true and certain knowledge that even if the enemy cannot
speak your language, they will probably be quite at ease about
the composition of your army.

Warhammer games can be approached with varying degrees
of strictness. The ‘purist’ approach is to use the Army Lists as
they stand, with no alteration, and to use the rules for scenery,
deployment and the like as given in Warhammer Fantasy
Battle. Alternatively, the players may decide to allow a certain
amount of leeway (‘if you let me use an extra level 25 Hero,
I'll let you use your homemade Orc Ornithopter’). Scenery could
be organised by discussion rather than random generation, with
players using special buildings or terrain models. These could
be things like a monastery, a bridge over a massive river, a
mountain pass and so on. Other mutually acceptable
modifications can also be introduced in this way. Players could
even use troops or machines they have devised themselves, so
long as all concerned are in agreement.

Army Lists are provided for the most popular nations, races
and creatures. However, the authors are very conscious of
having missed out some very colourful and attractive armies.
This is a shame, but unavoidable if we were to fit the lists
into the space available to us. Nor would we have been happy
to have compromised on the art or the quality of the armies
to ‘squeeze in’ more than we could handle. In particular, we
would have liked to have included Nipponese and Norse
lists, although both are available as ‘Mercenary’ forces
amongst other armies. No doubt these, and other armies,
will be covered in detail in the future, perhaps within the pages
of White Dwarf magazine, or as part of a future supplement.
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—< SPECIAL RULES>

In designing the Warhammer Armiés lists, we have made a
few adaptions, and created a few new rules, to simplify the
selection of armies. Read all of the new and special rules before
selecting your army. When using an army list, read all the text
init - don't assume that the introductory texts for each category
in the list is the same for each army - it varies according to the
army.

— WEAPONS § ARMOUR >

The lists specify combinations of armour and weaponry
available to troops, including possible upgrades and extra
weapons in many cases. Players shouldn’t feel overly restricted
in their choice of models. In the case of armour, for example,
it is defined as either light or heavy - but in many cases the same
model might be wearing either. The appearance of armour does
not necessarily reflect its efficiency, and we might also imagine
that armour is frequently covered by clothes. Similarly, a unit
designated as wearing light armour may include a few models
with no visible armour as well as a few with what could be heavy
armour. The important thing is that the player and his opponent
both know that the unit is equipped with light armour; although
it obviously helps if this is visually apparent. A unit designated
as shielded may include a few unshielded models, but these
should be kept to rear ranks where possible and removed as
casualties first.

Units may be equipped with javelins, darts and other throwing
weapons without these being represented on the models. Bows,
crossbows and other non-throwing missile weapons must be
represented on at least 75% of the models in each unit
designated as carrying them. Additional hand weapons do not
have to be represented by all models in a unit, but should be
carried by at least some. Double-handed weapons do not have
to be represented where a unit is equipped with a single handed
equivalent, and so long as the weapon is suitably large and
imposing - many two-handed weapons were carried into battle
one handed.

These guidelines have been formulated to make games easier
to play - not to restrict players, or make them use specific models.
The important thing is that all players know what armour and
cquipment troops have. So long as both sides are happy in this
respect, other restrictions are superfluous.

Points Costs

Where points values have been allotted to troops fighting in
units, the value given represents the cost of a single model. This
must be multiplied by the number of models in the unit to give
the unit’s points value. Additional points costs for optional,
armour and weapon upgrades and so on are also given ‘per
model’.

Where the lists specify ‘One unit may have’, one unit of that
troop type may have the equipment indicated. It is not necessary
that the same unit has all of the options listed, although it may
do so where appropriate. It is far better if the options are divided
amongst several units; each unit having one of the options. So
long as no more than one unit has each option the player is
in accord with the list.

‘Where there is an option for upgrading armour, the points cost
allows for the value of discarded armour already paid for in
the basic cost.

Where different weapon options are given for a troop type, it
isintended that the entire unit be equipped in identical fashion
(units with mixed weapons are not acceptable, except where

3).

Mounted Troops

Profiles given in the lists for mounted troops have been
simplified. Mounted movement allowance is given in the rider’s
profile and only the relevant characteristics are given in the
profiles of riding animals which have their own attacks (see
WEB p63).

Points for Elite Troops

The points values given in WFB for elites are not applied in
these lists. Instead, the points values for elites are reduced to
encourage their use and to make them more cost-effective. The
new modifiers are shown on the table below.

"""" Ehte | _ Points modifier
&1 +1
+2 +2
g +3
+4 +4

Using this revised system, elites become very good value.
However, armies remain balanced, because we have restricted
the numbers of elites available, especially the more powerful
types representing the meanest veterans.

Equipment Costs For Characters

The points modifiers for characters’ weaponry and equipment
as given in Warhammer Fantasy Battle no longer apply.
Instead, characters now pay the same points as normal members
of their race. This amendment makes characters relatively more
cost effective, and also enables their points values to be
calculated more easily.

Ally and Mercenary Characters

Models comprising an allied or a mercenary contingent do not
affect the minimums and maximums for character models or
rank and file within the main army. All models in the contingent
are drawn from the allowances given in the ally and mercenary
lists (p126-162).

—ax CHAMPIONS >

Character models which serve as permanent unit leaders are
called champions. Champions are a part of their unit and may
not leave it, unlike associated characters. A unit may be led
by a champion of any race included in the army list. This means
that a unit may sometimes be led by a champion of different
race to the unit. In some instances a unit must be led by a
champion of the same race as the rest of the unit or a specified
race. Such instances are indicated in the lists.

Champions are included in the unit’s numerical total - so a unit
of 19 with a Champion is a unit of 20, for example. The presence
of a Champion does therefore affect unit maximums.

Special Troop Champions

Most units of troops are either normal warriors, or elites/levies.
In these cases a champion’s fighting ability and the points cost
is identical to an ordinary character model of that race.

Some units of troops (eg, Berserkers, Falconers, Foresters, etc),
have special abilities and cost more points. If a player wishes
such a unit to have a Champion leader, he must pay the usual
points cost for the troop type. This has not been included

]
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in the lists themselves, as the same modifiers apply throughout.
These are given below.

" Berserkers. . 36
Falcoges. . 33
 Flagellants 4
Foresters .
Seens . e
Skaven Poisoned Wind Globes  +20
| Wardancers . *12

Note that the Bombardier ability is only available to character
models. Where characters are permitted to become Bombardiers
this is indicated, and the points have already been added in the
list.

A Wardancer unit (see below) may be led by a champion costing
an additional +12 points. Although characters may have more
than 1 aftack on their profile, this does not entitle them to more
than 1 special attack. They may, of course, use all of the aftacks
when fighting normally.

Note that Skirmishers, Dwarf Slayers and Altar Guards (see War
Altars below), cost no extra points. Champions have all the
abilities of the troops, but pay no points.

There are some troop types where a champion would be
inappropriate. These include troops which do not operate in
units, or which hide in other units, such as Assassins, Goblin
Fanatics, Kamikaze Suicide Bombers, Shapechangers and Skaven
Plague Censer Carriers. In other cases troops normally operate
in teams of two models. Teams organised into units may be led
by a separate Champion, but because a single figure doesn’t
have the weapon carried by the teams, no extra points are paid.
The champion may still take over from a slain team member,
helping to man a Skaven warp-firethrower for example.

Chaos Attributes

Several races are tainted by Chaos and may manifest chaotic
attributes. Like spells, chaotic attributes have the potential to
greatly influence the battle. There are several ways in which
players may choose to use chaos attributes in the game, and this
should be mutually agreed between the players before battle
is commenced.

1. Both players may agree not to use chaos attributes at all.

2. Both players may agree to allow a fixed maximum of chaos
attributes for each unit/character up to the maximum
allowed for each race.

3. Either side may have the random number of chaotic
attributes indicated for any or all of its units or characters

o

A player using an army which includes provisions for
chaotic attributes may always elect not to use chaotic
attributes at all. This does not affect the opponent’s right
to use chaos attributes.

Chaotic attributes should be generated before the game begins.
This must be done in a manner not liable to accusations of
‘fixing’. Players may agree to trust each other. Any player may
insist that attributes are generated under the supervision of the
GM. Where no third party is available to oversee generation,
attributes may have to be generated openly if players can agree
on no better course.

Using Teams

Some items of equipment require a crew of two models
organised into ‘teams’. These are indicated in the army lists, and
include such things as Skaven warp-firethrower teams, Chaos
Dwarf Bazukas, and so on.

These teams may be orgainsed into formal units, each unit
comprising 2 or more teams. So it would be possible, for
example, to have a unit comprising of three Skaven warp-
firethrower teams. These units obey all the normal rules for
units, and it is assumed that one of the Skaven is the unit’s leader.
A character model may be allotted to the unit as a champion,
or an independent character may associate with a unit during
the game if the player wishes. This will confer the usual
Leadership bonus onto the whole unit.

As an alternative to organising teams into units, individual teams
may operate in a comparable way to individual heroes. Each
team is then treated separately, although its two members must
still remain in base-to-base contact with each other. The team
members may turn without movement penalty, move over
difficult ground, move over obstacles and turn to face a charge
exactly like character models (see WFB p92). The team may
associate with a friendly unit in exactly the same way as a
character, and is bound by the rules for joining, leaving and
associated characters given in WFB (p93). The team is also
treated as a character for purposes of targetting, as described
under the heading Character Models and Missile Firein WFB
(p92).
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Army And Contingent Standards

All armies may have an army standard. Some ally or mercenary
contingents may have a contingent standard, which is equivalent
to an army standard but only recognised by the contingent (who,
for their part, do not recognise the main army standard).

The army or contingent standard should be suitably large and
imposing, so that it can be easily distinguished from ordinary
unit standards. It must also be carried by a character model other
than the general. The standard bearer can be of any level (ie,
level 5, 10, 15, 20 or 25). Army/contingent standard bearers of
lower levels (usually 5, 10 or 15) do not have to be unit
champions as is the usual ruling in the lists, but they accompany
the general instead. The cost of an army or contingent standard
is 50 points and the points value of the character acting as
standard-bearer is not doubled as stated in WFB.

The general and accompanying army standard-bearer may
associate with any unit in the main army. The contingent
commander and accompanying contingent standard-bearer may
associate with any unit in the contingent.

Throughout this volume are numerous illustrated examples of
banner designs - feel free to use these as the basis of your own
designs.

Special rules

1. Thearmy/contingent standard should remain within base-
to-base contact with the general or contingent commander.
If the general or a contingent commander is slain, the
standard may associate with a unit, but will lose all of its
bonuses for the rest of the game (see below).

2. An army/contingent standard functions exactly like a
normal unit standard for the unit it accompanies (see
Standards). If the unit also has its own standard, its close-
combat resolution bonus of +1 is cumulative, so the unit
adds + 2 to the number of casualties caused each round.

3. Ifany friendly unit within 12” of the standard should rout,
the player may take the test again. The result of this second
test is final.

:I-\

If any friendly unit within 12 takes a rally test, the unit
may add a further +1 to its Leadership score. As this usually
include the general’s bonus, the unit’s Leadersbhip may rise
to 10 - but no higher.

If an army or contingent standard bearer is slain and the unit
pushed back or routed, the standard may be captured in the
same way as ordinary unit standards. Similarly, if the bearer is
slain, but the unit wins the combat round, the standard may
be passed on to another model. Army or contingent standards
should be passed on to a character model and should only be
passed into the care of rank and file troops if there is no other
choice. The general or contingent commander may take up the
standard. If an ordinary trooper carries the standard, it functions
as normal, but any magical powers the standard may possess
are suspended (see Magic p9).

If an army standard falls, but is not captured, the Leadership
of the unit currently associated with it drops by -2 for the
remainder of the battle. The Leadership and Leadership bonus
of any character associated with the unit also drops by -2. This
does not affect the general’s position as army commander, even
if his Leadership is now lower than that of another character.
If an army standard is captured, the penalty is increased to -3.
This can only be cancelled by recapturing the standard.

The rules concerning Army Standards are given in WFB
p101-102. Ally and Mercenary Contingent Standards count in
every respect as Army Standards, but only for their own
contingent.

Elven Wardancers

Both the High and Wood EIf Armies include a new troop type
- the Wardancer. Special rules for these troops are included here.

Wardancers are a unique form of warrior-troubadour. Elves are
an agile race in general, but Wardancers are extremely nimble
and athletic even by elven standards. They have mastered a swift,
acrobatic technique of close combat fighting.

Wardancers cost 20 points per model.

Special Rules:
1. Wardancers ignore all movement penalties for armour.

2. Wardancers fight in troupes of 5-10 models. These troupes
behave in exactly the same way as skirmishers (see WFB
pl100-101), with the following exceptions:

A. Wardancers may ignore the restrictions placed on
skirmishers with regard to weapons and armour.

B. Wardancers do not have to run away when charged,
and may charge as normal troops.

3. Wardancers suffer no penalties when engaged in the flank
or rear - they do not have to take a panic test.

4. Once engaged with an enemy unit, Wardancers attack using
one of the following attack modes (players choice). With
the exception of interpenetration, all attack modes are
treated abstractly. The Wardancer models are left in place,
no matter what acrobatic feats they are performing. The
opposing unit may fight back against any Wardancer models
in base-to-base contact.

Concentrated Attack: Using their acrobatic prowess it is
possible for the Wardancers in a troupe to concentrate up to
six attacks on one model. More than one model may be attacked
in this way.

Interpenetration: By means of a standing leap or agile side-
step, the Wardancer unit is able to move over an enemy unit
without entering hand-to-hand combat. The Wardancers may
move up to their charge distance, with no deduction for their
feat. They may charge a unit by interpenetrating one in front
if they wish. Only a single full rank of troops may be
interpenetrated in this way, and there must be sufficient room
behind the interpenetrated unit to position the Wardancers.

Transfix: Whilst in hand-to-hand combat, the Wardancers may
use a combination of mystic dance and song to transfix their
opponents, while attacking normally. The enemy unit must
make a WP test. If they fail, the Wardancers' rolls to hit and
wound are at +1, and the enemy unit’s rolls to hit are at-1. The
transfixing only lasts for one turn, although there is nothing
to stop the Wardancers trying the same attack mode next turn.

‘Whirling Death: In a frenzy of bloodlust the Wardancers may
double their number of attacks for one turn. They must continue
attacking the same unit, with any attack mode except
interpenetration, until all its members are dead. This could
involve following a fleeing unit off the table.

Distract: The Wardancers weave around their opponents,
avoiding all attacks and making none. This results in an
automatic ‘draw’ for that turn. This attack mode can only be
used against opponents with a Weapon Skill which is lower
than or equal to the Wardancers’. This attack mode can be used
for only three consecutive turns against any one unit.

Taunt: By use of insults and imaginative gestures the ‘troupe’
may force an enemy unit to charge them. The enemy must be
within their normal charge distance of the ‘troupe’ and may
make a Cl test to resist the urge to charge the Wardancers.

Normal Attack: If the player wishes, the Wardancers can attack
as normal troops. Wardancers pursuing enemy troops may only
make normal attacks.
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War Altars

Many of the lists allow for the inclusion of a War Altar. These
are small portable altars carried onto the battlefield and guarded
by units of religious fanatics. War altars usually contain or
incorporate holy relics. These relics take the form of bits of
revered saint’s bodies, ritual objects, idols, totems, holy texts
and so on. The presence of a war altar on the battlefield confers
psychological advantages to the army and raises the confidence
of the troops.

Special Rules:

1. 'War altars are carried and guarded by 2-5 religious fanatics,
known as altar guards. These altar guards defend the war
altar with their lives, and are immune to all psychology and
rout tests while within 6” of the war altar. When carrying
the war altar, the altar guards’ movement allowance is
reduced by half.

2. All friendly troops within 12” of the war altar receive +1
to their hand-to-hand combat resolution score. This is in
addition to any bonuses they may have for standards.

3. Allfriendly troops within 12” receive 2 + 2 bonus to their
Leadership, up to a maximum value of 10.

4. If the war altar is captured or desecrated (all altar guards
slain and enemy troops are in base-to-base contact with
the altar), all friendly troops within 12" must make an
immediate rout test.

5. A war altar may be mounted on a wagon to increase its
mobility. Wagon mounted altars retain their psychological
effects but are treated as wagons (see WFB pl18-121).

6. War altars cost 50 points.

Hosts

Hosts are packs of beasts, chaotic creatures or ethereal beings
which have been magically bowund before a battle. Only a wizard,
or group of wizards, may magically bind a host in this way. They
might be creatures drawn forth from the local environment or,

if ethereal beings, they might be the shades of long dead warriors
unable to rest until they have fulfilled some ancient oath or
obligation. Binding a host uses up a portion of a wizard’s magic
points, these cannot be replenished by resting before the game
begins. Several wizards may ‘club together’ in order to
accumulate enough magic points to bind a host.

There are three types of host: monstrous, chaotic and ethereal.

Monstrous hosts are made up of creatures. A monstrous host
must be organised into units of up to 20 creatures. It is not
essential that all creatures in a unit are of the same type, but
if the host includes more than one creature of a type, they should
be organised imo the same unit, or into as few units as possible
if there are more than 20 creatures. Monstrous hosts do not need
leaders, they are magically bound and motivated; they are still
subject to the usual leadership, rout and other tests. Refer to
WFB p241 for rules concerning the binding and use of a
monstrous host.

Chaotic hosts are made up of creatures of Chaos. Only a Chaos
Sorcerer is able to bind a chaotic host. As with the monstrous
host, creatures of the same type should be organised into the
same unit, or into as few units as possible if there are more than
20 creatures. A Chaotic host does not need to be led; it is still
subject to the usual leadership, rout and other tests. Refer to
‘WEB p251 for rules concerning binding and use of a chaotic
host.

Ethereal hosts are made up of ethereal creatures. Units of
ethereal troops always contain the same kind of ethereal
creature. Creatures of one kind must be placed in a single unit
of between 1 and 20 models where possible. If a host includes
more than 20 models of one kind they may be divided into two
units as required, if more than 40 they may be divided into three
units and so on. An ethereal host does not need to be led. Refer
to WFB p263, for rules concerning binding and use of an
ethereal host.

Only wizards from the main army, not those from allied
contingents or mercenary groups, may bind hosts. This is
because allied wizards are unwilling to sacrifice the amount of
personal magical power that is needed to bind a host.
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The special rules that follow have been designed so that magic and
wizards can be used in a competitive way, without compromising
either game balance or good generalship. Many of these rules change
those given in Warhammer itself, in which players are invited to
set their own limits on the amount of magic they wish to employ.
Whilst it is entertaining to fight games between hordes of magicians
and their Daemonic allies, it would be unreasonable to use such
forces in competitive games. Where players wish to meet and fight
on an equal footing, army lists provide a vital yard-stick by which
armies can be compared. We have therefore chosen to limit both
the number and effectiveness of wizards: although they are none
the less a vital part of any force.

Wizards

The number of wizards permitted to an army varies from list to
list. For example, if you have an Orc & Goblin army you can have
up to 5 goblinoid wizards. Some armies are more favoured than
others in this respect, reflecting the relative magical
accomplishments of the various races.

Magic In Warhammer

Spells are powerful ‘weapons’ with the potential greatly to influence
the course of a battle. The availability of particular spells is
dependent upon the volatile nature of magic itself. Magic permeates
all of existence. It ebbs and flows, weaving its way through the
everchanging multiverse. This flow of magic is called the magical
flux, and it is in a state of constant change; sometimes it is strong,
sometimes weak, varying in intensity from place to place and time
to time. Wizards are able to perceive and manipulate the magical
flux, but they, in their turn, will find their own powers waxing or
waning upon the general tide of magic. The state of the magical
flux determines which spells magicians are able to cast. We represent
this by generating spells before the battle as described later.

Spells
‘When using Warhammer Armies, the number of spells available
to each level of wizard is as follows.
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Spell Generation

Each wizard's spells must be randomly generated before the game
begins. This should be done by preparing a Wizard Record Sheet
(page 167) for each wizard. Each wizard’s spells are then generated
in turn and written down together with other details, such as
remaining magic points and magic level. If a GM or other unbiased
party is present, he should oversee all dice rolling. If not, then players
may agree to trust each other, or may oversee each other’s dice
rolling if preferred.

All spells are generated randomly from the Spell Table (see p10).
Except where specifically noted in the army lists, spells should be
generated from the appropriate level of the Battle Magic chart. For
example, 2 wizard with a character level of 15 generates 6 spells
from level 1 and 3 spells from level 2.

Most wizards are allowed to generate spells from the Elemental,
Daemonic, Illusionist or Necromantic charts instead of Battle Magic
spells. Any Goblin wizard for example, may have up to one

Elemental, one Necromatic, one Illusionist and up to two Daemonic
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spells from each of the levels available to him. This does not affect
the total number of spells the wizard has, but merely substitutes
spells of a different type. Where wizards are permitted to use
Elemental, Daemonic, Illusionist or Necromantic spells, this is
indicated in the army lists. Players should note that the word
‘substitute’ refers to the choice of table from which the spell is
generated, it does not mean that an already generated spell may
be ‘swapped’ for a dice roll on another chart. It is not acceptable
to change a spell once it has been generated.

Duplicate Rolls

If a wizard generates a spell already generated by a previous roll,
the player may choose any spell from that list. For example, a wizard
generating a level 2 Battle Magic spell might roll up Mystic Mist,
if he then generates another Mystic Mist spell he may disregard the
roll, choosing any other level 2 Battle Magic spell instead.

Mutually Limited Magic

Some players may prefer to fight a conventional tactical battle, with
aminimal number of wizards. Players may therefore mutually agree
to limit the number of wizards, or number or types of spells, available
for the purposes of a battle. This will result in a game more typical
of a medieval battle, in which manoeuvre, tactics and the fighting
qualities of troops will determine the victor.

1. Players may agree to fight using spells no higher than a pre-
determined level. For example, players may agree to fight with
only level 1 spells, levels 1and 2, or levels 1, 2 and 3. Obviously,
the maximum level of spell allowed will influence a player’s
choice of wizards for the game.

2. Players may also agree to fight using only Battle Magic,
restricting the corpus of magic available to wizards of both
sides.

3. Players may also agree to fight using an agreed number of
wizards of one or more specified levels (up to the maximums
given in the lists).

4. Players may also agree to fight without any wizards at all.

Players may combine any restrictions should they wish. For example,
two sides might agree to fight with maximum of a single wizard
per side, using Battle Magic only, with up to level 3 spells.

Magic Points

Players should note that the magic points cost of many spells has
been changed to reflect more accurately the effectiveness of the
spells. Players should note down the new magic points cost in their
Warhammer books.
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mental Spells
LEVEL 1 LEVEL 1
D10G | Number Spelf MPs D100 | Number Spell MP
01-07 Bl.1 Aura of Resistance 1 El.1 Assault of Stone 3
08-14 Bl1.2 Cause Animosity 2 El1.2 Blinding Flash 2
15-20 BL.3 Cure Light Injury 1 El1.3 Breathe Underwater 1
21-26 Bl.4 Dispirit 2 El.4 Cloud of Smoke 2
27-33 BL.5 Enthuse 2 El5 Hand of Fire 1
34-40 B1.6 Fire Ball 1 E1.6 Hide 3
41-47 | BL7 Flight 1 EL7 Magic Light 1
48-54 | BLS Hammerhand 2 E1.8 Walk on Water 2
55-61 B1.9 Ignite Missiles 1 E19 Ward of Arrows 2
62-68 | BL.10 Immunity from Poison 1 — e e
69-75 | BLIL Leg Breaking 1 e i
76-81 Bi.12 Part Water 2 LEVEL 2
82-87 B1.13 Steal Mind 2
83-95 B1.14 Strength of Combat 1 Spell MPs
94-00 | BL15 Wind Blast 2+1to .
A Cause Fire 4
- —-—————L T MELLCULCL Cause Rain 4
- SR Clap of Thunder 5
LEVEL 2 Extinguish Fire 4
Move Object 3
D100 | Number | . Spell MPs Part Water 4
01-07 B2.1 Aura of Protection 1 Wantgi(s)tf i;‘:;ic 2
08-14 B2.2 Cause Frenzy 2 wWither Vegetation %
1520 | B2.3 Cause Hatred 2 8 _
21-26 B2.4 Cause Panic 2 S iean
27-33 B2.5 Lightning Bolt 1
3440 | B26 Moot bucl 3 LEVEL S
41-47 B2.7 Mystic Mist 5
48-54 | B2.8 Rally 2 Fpell Mty
55-61 B2.9 Raze 2 Banish Elemental 10
62-68 | B2.10 Smash 1 Become Etherial 7
69-75 | B2.11 Stampede 4 Breathe Fire 10
76-81 | B2.12 Steadfast 4 Create Quicksand 9
82-87 | B2.13 Steal Magical Power 3 Crumble Stone 9
88-93 | B2.14 Vortex of Chaos 4 Dust Storm 5
94-00 | B2.15 Zone of Sanctuary 2 Flame Sheet 4
--‘ T Foul Air 8
- == Storm of Magic 8
LEVEL 3 e
D100 | Number Spell LEVEL 4
01-07 B3.1 Animate Sword Spelt MPs
08-14 B3.2 Arrow Invulnerability 2 Animate Water 16
15-20 B3.3 Cause Cowardly Flight 6 Dispel Elemental 24
21-26 | B34 Cause Fear 5 23-33 | E4.3 Hedge of Thorns 14
27-33 B3.5 Cause Stupidity 2 34-44 E4.4 Summon Elemental 18
34-40 | B3.6 Cloak of Darkness 6 45-55 E4.5 |Summon Elemental Horde 30
41-47 | B3.7 Corrode 5 56-66 | E4.6 Summon Swarm 12
48-54 B3.8 Create Magical Bog 10 67-77 E4.7 Tempest of Magic 35
55-61 | B3.9 [Curse of Arrow Attraction 6 78-88 | E4.8 Tunnel Through Stone 18
Dispel Aura 1 89-00 | E4.9 Wall Shaker 16
Dispel Magic 3 ——————
Entectic : e j
Magic Bridge 4
Transfer Aura 1
Vorpal Hurricane of Chaos 18
LEVEL 4
D100 | Number Spell MPs
01-07 B4.1 Accelerate Time 8
08-14 B4.2 Aura of Invulnerability 8
15-20 B4.3 Blast 4
21-26 B4.4 Change Allegiance 8
2733 B4.5 Confound Mechanism 8
34-40 | B4.6 Cure Severe Wound 1
41-47 B4.7 Drain Magic 12
48-54 | B4.8 Enchant Weapon 2
55-61 | B4.9 Entanglement 6
62-68 | B4.10 Fetid Cloud 8
69-75 B4.11 Hurricane 10
76-81 B4.12 Ravine 12
82-87 B4.13 Stand Still
88-93 | B4.14 Strength of Mind 1
94-00 Zone of Magical
Immunity
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Dacwcnle Spalls.|.

~ Iusionist Spells

76-00

LEVEL 1 LEVEL 1
D100 | Number Spell MPs D100 | Number Spell
01-20 D1.1 Bind Daemon 3 5
21-40 | DI1.2 Dispel Lesser Daemon 1 01-20 111 Assume Illusionary
41-60 D13 Summon Familiar 2 ; Appearance
61-80 | D14 Summon Steed 1 21-40 1.2 Bewilder Foe
81-00 D1.5 Zone of Daemonic 41-60 L3 Camouflage
Protection 2 61-80 1.4 Clone Image
T — 8100 | 115 | Create Illusionary Hero
LEVEL 2 . - e
D100 | Namber Spell MPs LEVEL 2
01-20 D2.1 |[Stop Daemonic Instability 3 :
!Zil-fi() D2.2 Summon Energy 3 D100 | Number Spell
1-60 D2.3 Summeon Lesser Daemons 15 i i :
61-80 D2.4 Summon Magical Aid 4 ?71;% g; Iéi;::gul,l,%:%gg g
81-00 D25 Zone of Daemon % i : adi
Nullification 34-49 12.3 Illusion of Buildings 2 per
- A O - section |
— — e e 50-66 12.4 Ilusion of Woods 5 per
LEVEL 3 6"x6"
67-83 12.5 Ghostly Appearance
D100 | Number Spell 84-00 | 12.6 Hallucinat
01-25 | D3.1 Dispel Daemon Horde B AR e
| Spread Insanity
Summon Daemon Horde LEVEL 3
pmonmmon Great Fower D100 | Number Spell
01-25 13.1 Illusion of Enemy
LEVEL 4 2650| 132 [llusion of Mighty
D100 | Num} Spell Appearance
. 51-75 13.3 Universal Confusion
01-25 D4.1 Dispel Greater Daemon 10 76-00 13.4 Vanish
26-50 | D4.2 |Summon Greater Daemon 25 R T
51-75 D4.3 Summon Total Power 40 e R
76-00 | D4.4 Daemonic Portal LEVEL 4
— —— 3 o sy g spetl
01-25 14.1 Destroy Illusion 8
26-50 14.2 1llusion of Army 12
51-75 14.3 Illusion of Darkness 15

Teleport

14.4

Destroy Undead

01-20 N1.1
21-40 N1.2 Hand of Death 1
41-60 N1.3 Summon Undead
Champion 3
61-80 N1.4 Summon Skeletons 3
Zone of Life 2

NL.5

Each wizard is permitted to cast a single spell once before the
battle begins. The full points are deducted for the spell, and
ali normal rules apply.

Pre-battle Casting

LEVEL = —
D100 | Number . Spell .
01-20 | N2.1 Control Undead 6. a
21-40 N2.2 Extend Control
41-60 | N2.3 Hand of Dust

Stop Instability
Summon Undead Hero (L15)

LEVEL 3

Spell

Annihilate Undead
Life in Death
Raise Dead

Summon Skeleton Horde

LEVEL 4

‘_Sp:i.t .

Curse of Undeath
Summon Undead Hero (L25)
Total Control

Wind of Death
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Summoning Daemons

These new rules govern a wizard’s ability to summon Daemons.
They have been designed to allow gamers playing competitive
battles to make use of the Daemon summoning spells given in the
main rule book.

These rules apply to the following spells: Summon Lesser Daemon,
Summon Daemon Horde, Summon Greater Daemon, and
Daemonic Portal. They do not apply to other daemonic
summoning spells such as Summon Familiar and Summon Energy.

1

A wizard wishing to cast one of the summoning spells listed
above must first draw a pentagram around himself. The player
must declare he is drawing a pentagram during his side’s magic
phase. He may'do nothing else during the phase, including
maintaining or casting other magic.

A card cut-out pentagram (see the tear-outs at the back of the
book) should be placed under the wizard model. Alternatively,
the player may simply declare the wizard has drawn a
pentagram. The wizard must remain stationary in his pentagram
until he begins the summoning spell (which he may do inany
of his following magic phases). If the wizard moves or casts
other magic the pentagram is destroyed.

If the wizard receives a wound before the summoning takes
effect, the pentagram is destroyed. If any model moves within
the pentagram (within 1” of the wizard) or if any magic is cast
against the wizard, the pentagram is destroyed.

Assuming the pentagram is not destroyed, the wizard may cast
his summoning spell during any of his side’s following magic
Dphases. Once the spell has been cast, the player must roll a
D6 on the daemonic response chart given below.

DIE - i
"ROLL | RESULT
1 Daemons do not appear. Wizard is sucked into
the daemonic voids (killed).
2 Daemons do not appear. Pentagram destroyed.
3 Daemons do not appear.
4 Daemons appear but stay for D6 turns only. After
this they vanish.
5 Daemons appear but stay for D6+ 3 turns only.
After this they vanish.
6 Daemons appear.

If the Daemons do not appear during the magic phase in which
they are summoned, the wizard may either give up the spell
(in which case the pentagram is destroyed) or try again in his
following magic phase. No further magic points are required
in order to make a second or subsequent attempt. However,
if the pentagram is destroyed whilst the wizard is trying to
summon, he is automatically sucked into the daemonic voids
where his soul is given as a plaything to the servants of the
abyss. The model may be removed from play.

Magical Attacks
Daemons, Elementals, and Ethereal creatures can only be affected
by magical attacks. In addition to those creatures whose attacks
count as magical, and weapons with magical attacks, the following
points should be noted.

1. All attacks resulting from spells are considered to be magical
attacks. This includes Fire Balls and other magical missiles.
It also includes blows struck using Hammerhand, Strength
of Combat, and other enhancing spells. Magically ignited
missiles, and magically diverted missiles (as a result of a curse
of arrow attraction spell) are also considered to be magical.
Generally speaking, the use of magic renders attacks magical.

2. AllCreatures of Chaos are considered to have magical attacks,
including Minotaurs and creatures of chaotic alignment, but
not Warriors of Chaos, Skaven, Beastmen or other chaotically
aligned Humans, Goblins, Dwarfs, Elves, and so on.

For example: a wizard casts a Curse of Arrow Attraction against
a unit of enemy Daemons. In his following turn, the player’s
crossbowmen can fire at a unit of Goblins alongside the Daemons.
Because the Goblins are within 24" of the target, the arrows are
redirected and strike the Daemons. The Daemons are normally
invulnerable to non-magical attacks, but because the crossbow bolts
have been magically directed the attacks will count as magical. In
the case of this spell, players are allowed to fire ‘in the air’ in order
to divert missiles against a magically attractive unit - the unit’s
magical attraction draws the missiles towards it like a magnet.

Daemons

Daemons are magically vulnerable and do not normally receive a
magical saving throw (see WFB, p148). Only where a spell specifies
a save, is the Daemon allowed to make the dice roll. Where this
is not specified, the spell automatically affects the Daemon.

Daemons summoned during a game are not permitted to employ
spells to summon further Daemons. Other spells may be used freely,
and without recourse to magic points.

Daemons do not have magic points in the normal way, and so are
unable to augment a save or enhance an attack. They cannot use
magic points to give themselves a magical saving throw.

Dragons

Although a Dragon’s magical abilities are normally generated
randomly, this would be at best awkward and at worst unfair for
competitive play. Therefore, Dragons should be given a magic level
with spells in the same way as Wizards, as shown on the following
chart. Spells are generated in the same way as for wizards.

Dragon Size | Points (unwinged) | Magic as Wizard level
Dragon 1 250 None

Dragon 2 350 5

Dragon 3 500 10

Dragon 4 600 15

Dragon 5 700 20

Dragon 6 800 25
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—=< MAGIC ITEMS CHARTS >

For convenience all magical weapons, armour, standards, musical instruments and other magical items available to armies in
the lists are described below. Read this section carefully as many new magic armaments are included, and there are several
new rules concerning the magical attributes of various armaments.

—< MAGIC WEAPONS >

These are usually hand weapons such as swords, axes and maces.
Any close combat weapon can have magical properties, but swords
are by far the most common as they have a special symbolic
relevance to magic. A single magical hand weapon costs a basic 25
points without any magical abilities other than the ‘common
characteristics’ described below. In addition, points are charged
for each magical ability a weapon has.

In the Warhammer world it is rare for any weapon other than a
sword to have more than one ability; exceptions are almost
invariably Dwarven axes. In the descriptions that follow we often
assume that the weapon is a sword, even though this may not be
strictly true.

Common Magical Properties: all magic weapons have four basic
magical properties. These are:

1. Every magical weapon emits a magical aura which may be
recognised by any wizard who touches it.

2. Magical weapons are not ‘normal weapons’. Some creatures
are immune to normal weapons (such as some Undead,
Ethereal, Daemonic and Elemental creatures) but they may be
wounded by magical weapons.

3. Magical hand-to-hand combat weapons automatically dispel
any aura spell of any level on contact. Magical arrows (and
other shooting weapons) do not.

4. The effects of magical weapons cannot be avoided by means
of a magical saving throw as can the effects of some spells.

Magical Abilities: A magical sword may have any number of
magical abilities, but may not have any ability more than once. Other
magical weapons may have just one ability. The only notable
exception to this rule is that Dwarfs may carry magical axes or
hammers with any number of magical abilities in the same way as
swords. The points values of these magical abilities are additional
to the basic cost of 25 points.

Pts Ability

50 Frostblade. This blade is crystal-white and looks more like ice
than metal. Such blades are forged by means of intense magical
cold. If an opponent is wounded by this blade, the icy cold is
powerful enough to kill. Any living target suffering one or more
wounds from this weapon is automatically slain on a D6 roll of
2 or more. No armour or any other saving throw is allowed.

25 Trance. This gleaming blade produces an eerie sound which has
an uncanny hypnotic effect. This enables the bearer to cause any
single model within 4 inches to become ‘entranced’ (unable to fight)
during the close combat phase of the turn. If the target is a character
model he may avoid the effects of the trance ona DG roll of 5 or 6.

25 Enchanted Wound. The blade is inscribed with arcane symbols
of dire potency. A wound inflicted by this weapon has terrible and
deadly consequences; gnawing its way into the enemy’s flesh, eating
away and destroying his body until it becomes an empty husk. If
the enemy has only 1 wound on its profile the weapon has no effect
(the model is dead anyway): if the enemy has several wounds and
suffers one or more wounds from this weapon, a normal magic
saving throw is taken immediately (ic, 2D6 against WP). If the model
fails its save, it is automatically slain. If the model passes its save
it still suffers the wound/s as normal.

10 Hellhoned Blade. This weapon has been sharpened on a magical
whetstone. Victims wearing non-magical armour have no saving
throw for any damage caused by this weapon.

10 Sacred Blade. The weapon has been consecrated in a holy ritual
and has great power against Undead or Ethereal creatures. These
creatures suffer double damage if hit (eg 2 wounds instead of 1).
Undead heroes within 12 inches of this weapon will be aware of
its powers.

10 Exorcism Blade. This weapon has holy texts inscribed onits blade
and doubles the Strength of the bearer against Undead, Creatures
of Chaos, Ethereal, Elemental or Daemonic opponents. The bearer’s
Strength may not exceed 10.

10 Enchanted Strike. This weapon is charged with magical power
that is released as energy when the weapon strikes its victim. All
wounds caused by this weapon are automatically doubled (eg, 2
wounds are caused instead of I).

10  Parasitic Blade. This weapon magically drains the life-force of
its victim and transfers it into the bearer. Every time the weapon
causes a wound, the player may also select any single characteristic
of the target model and reduce this by -1. At the same time the
weapon bearer automatically adds +1 to his own equivalent
characteristic up to 2 maximum of 10. This bonus lasts for the
remainder of the game.

10 Parrying Blade. This weapon has been ‘anointed’ in an arcane
ritual with a magical potion or sacred water. The weapon will always
parry an opponent’s first attack of every turn, so the first attack
of any opponent is automatically cancelled. Only one attack per
turn may be cancelled in this way.

Magical Abilities

Pts Ability

10 Fireblade. This blade magically retains the heat of the forging
furnace. When the weapon strikes a *hit’ against an enemy, it releases
the heat of its birth. The blade immediately glows red hot and bursts
into flame causing 2D6 wounds or damage points against a

Jlammable creature or target. Against other creatures it inflicts
searing burns equivalent to double wounds.

5  Degeneration Strike. This weapon inflicts magically debilitating
wounds against large or powerful creatures (ie, creatures with a
T of 5 or more). Every time this weapon causes a wound the target’s
Toughness is reduced by D6. If reduced to zero the target is dead.

5  Mighty Strike. This weapon is inscribed with a magical incantation.
If recited by the bearer when striking with it or just after inflicting
a wound, the magical power of the incantation is activated,
increasing the force of the blow. The bearer of this weapon may
use it to make one Strength 10 attack during the battle. The player
may decide to use this ability once a hit has been established.

5 Cursed Blade. This weapon has a magical curse inscribed upon
the blade rendering it magically deadly to specific enemy characters.
Different curses are required for different enemy characters and
only one of the following curses may be chosen and must be noted
down before the battle.

Strike down the general

Strike down the army standard bearer
Strike down all wizards

Strike down all champions

The blade will inflict double damage on the cursed character model.

5 Baneblade. This weapon has been enchanted so that it will become
deadly to creatures of a particular race who suffer double wounds
when hit. However, the actual name of the race or creature was
not specified in the ritual incantations recited at the time of forging,
nor in the arcane texts engraved upon the blade (this weapon is
far more sinister than that). Instead the enchantment is activated
when the blade is ‘blooded’ or allowed to ‘taste’ a foe. The blade
then develops a magical ‘appetite’ for others of that particular type.
The first creature wounded by the weapon will determine the type
vulnerable to the blade’s magical effects for the rest of the battle
(eg, if the first creature wounded by the weapon is a2 Goblin, the
weapon will become the ‘bane’ of Goblins for the rest of the battle).

5  Frenzied Blade. This weapon has been enchanted in an insane
and bloodthirsty rite with the result that the weapon has a demented
magical lust for blood. Once on the battlefield it is as if the blade
can actually ‘smell’ the blood of the enemy and it becomes agitated.
The weapon becomes so eager to spill blood that it imparts its magic
into the owner who becomes blood-crazy and subject to frenzy
for the duration of the battle.
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—= MAGIC MISSILES >

The points values of magic missiles assumes that one model will
have sufficient magic arrows, bolts etc. of the type described to
last the entire game. In some cases, however, the value given is for
asingle arrow, in which case it may only be used once. Ammunition
may have only a single magical ability. The following descriptions

refer to arrows but the same rules apply to bolts, javelins, sling stones
and any missiles. As with magical hand-to-hand weapons, magic
missiles have full effect against creatures not normally affected by
non-magical weapons. However, note that magic arrows do not
dispel magic auras.

One Shot Missiles. The points cost for the following missiles are for
each missile carried

Pts Ability

25 Hail of Doom. By means of enchantment, several arrows have
been magically merged into one. This arrow magically multiplics
into 3D6 arrows in flight, striking the target unit as a whole, Normal
targeting rules for firing at individuals apply, except that an
individual within a unit may never be selected as a specific target
under any circumstances. Individual targets standing away from
units cannot be hit by more than D6 arrows

20 Arcane Arrow. Magical marks are inscribed upon the arrowhead
lending magical force to the impact. This arrow hits with a Strength
of 10 and is also magically sharpened to penetrate all non-magical
armour. The target receives no saring throw and takes D4 wounds

10 Wings of Death. The flights of this arrow are made from the
feathers of enchanted birds and the shafts from the wood of sacred
trees. This arrow has twice the range of a normal arrow (or normal
missile of its kind).

Magical Abilities

Missile Supplies. The following missiles are supplied in sufficient

quantities to last throughout a battle. The points cost is paid to equip

a model with a supply of these missiles.

Pts Ability

10 Seeking Arrows. These arrows are inscribed with magic marks
which render them completely accurate. All shots automatically
hit their target. However, note that normal targetting rules apply
- the rarget must be visible, within range, etc

5 Blood Arrows. The tips of these arrows are dipped in blood in
an arcane ritual so that they are artracted to blood by means of
sympathetic magic. This makes them deadly accurate, adding +1
to the ‘to hit’ roll against living ‘flesh and blood’ creatures

5 Arcane Bodkin. These arrows are magically sharpened so that
they automatically penetrate all non-magical armour. Targets receive
no armour saving throw.

5 Hell Shafts. The arrowheads are forged from the iron of old coffin-

nails and incantations of excorcism are intoned while they are

hammered into shape. These arrows automatically cause 1 wound
against any Undead or Ethereal target they hit

—=x MAGIC ARMOUR =

Magical armour and shields are extremely rare. Some magic armour
gives a better saving throw than the equivalent normal armour,
adding +1, +2 or +3 to the basic dice roll. This may result in a
model having an automatic save against normal weapons, in which
case only weapons or creatures with a saving throw modifier will
be able to harm them.

The points value of magical armour is equivalent to the normal
cost of armour of its type, plus the extra points cost of 2 magical
ability. A character may have only one armour ability - but may
have magic armour and a magic shield (hence two abilities). Magic
armour abilities may not be added rogether to give a higher save,
nor is it possible to increase the saving throw by more than +3.

Magical Abilities

Pts Ability

50 Chaos Armour. Only Chaos Sorcerers may have Chaos Armour.
This supernatural form of armour is gift from the gods and grows
to become a part of its wearer. Chaos Armour offers the same saving
throws as heavy armour but does not inhibit the sorcerer’s ability
to use magic.

50 Mithril Armour. Mithril is a light but very hard metal mined and
worked by the Dwarfs. Mithril armour is wrought by means of
magic. It confers a +2 saving throw modifier to the basic ST for
its type and the first wound sustained in the battle is automatically
saved - there is no need to roll. Mithril is so light that there is no
movement penalty. During the armour’s manufacture magic charms
are wrought into it so that evilly aligned or chaotic creatures cannot
wear it.

50 Galvorn Armour. This is armour galvanised with meteoric iron
(iron smelted from meteorites). Galvorn armour is magically
wrought by Dark Elves and cannot be worn by any Good aligned
creature. It is similar in its abilities to Mithril and is also rare and
valuable. Galvorn armour confers a +2 sqving throw modifier to
the basic saving throw for its type and the first wound sustained
in the battle is automatically saved - there is no need to roll. Galvorn
armour can be made very thin and light so there is no movement
penalty for wearing it.

50 Magically inscribed Armour. The armour has magical
inscriptions or symbols delicately engraved upon it. The model
wearing the armour has a sqving throw modifier of +3.

25 DwarfMithril, Mithril is associated more commonly with Dwarfs
rather than other races, since Dwarfs actually mine and work Mithril
and other races have to trade with them to acquire it (apart from
the odd items stolen or looted). To reflect this, a Dwarf may wear
Mithril for only 25 points.

25 Spell Shield. These shields have sacred images, magical symbols
or protective amulets on them. Any magic spell cast directly against
the bearer may be deflected or absorbed. If the character bearing
the shield is associated with a unit, the shield may also deflect
or absorb spells directed against the unit as a whole (e.g, windblast
spells). Roll a D6 to determine whether the spell shield is effective:

1 The shield fails to stop the spell.

2-4 The spell is absorbed and cancelled by the shield.

5  The spell is immediately deflected in a random direction
established using a D12. The spell ‘travels’ in the direction
indicated until it ‘strikes’ something in its path.

6 The spell immediately rebounds onto the caster.

Pts Ability

25 Spell-tempered Armour. This armour has been magically
hardened during its manufacture either by annealing with strange
arcane compounds or because the armour was wrought according
to a ritual formula. The model wearing the armour has a saving
throw modifier of +2

25 Blinding Glare This shield, breastplate or helmet is magically
burnished so as to shine with an intense blinding glare in close
combat. This dazzles hand-to-hand combat opponents who lose
1 of their attacks

15 Talismanic Shield. This shield has magical texts, runes or sacred
images engraved upon it which help to ward off hostile magic. It
will increase the bearer’s Will Power and Will Power bonus by
+2 up to a2 maximum of 10+3

10 Arcane Armour. Magical incantations were recited while the
armour was being made so that protective magic was actually
wrought into the armour itself. The model wearing the armour
has a saving throw modifier of +1

10 Protective Runes or Symbols. If inscribed onto armour, shields,
or painted onto an otherwise unarmoured body. these magical signs
increase the wearer's Toughness by +1.

5 Dragonhelm. This is a helmet with a dragon image engraved upon
it or incorporating bits of a dragon, such as horns, teeth, claws
or hide. Magical texts are also inscribed upon the helmet endowing
it with the power to protect the wearer from the effects of dragons’
breath attacks. The wearer of the helmet will be immune to such
attacks as well as from all flaming attacks including fireballs, warp
firethrowers and flamecannons.

5  Dragonshield. This is 2 shield depicting a dragon or made from
dragon hide. Itis also decorated with magical symbols which give
protection from dragons’ breath attacks. Bearers of the shield will
be immune from such attacks as well as from all flaming attacks
including fireballs, warp firethrowers and flamecannons.

3  Cold Steel. This armour is resistant to heat or flame generated
by magic, either due to spells recited during the forging process
or due to annealing with arcane minerals. The wearer of this armour
is immune to fire based attacks, including fire bail spells.

3 Magical Woad, War-paint or Tattoos. These are magical marks
or patterns painted or tattooed onto the body. They count as a form
of magical armour even though no normal armour is worn, since
the magic relies on faith to work and is negated by armour. The
patterns magically confuse missiles giving the wearer a saving throw
of 3.4,5 or 6 against missile weapons only.
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- MAGIC STANDARDS >

The standard is the focus of a unit, army or contingent. Standards
represent the martial pride of the regiment, race or nation and are
honoured and respected. Some standards incorporate religious
emblems or texts, arcane symbols or runes, relics, totems or fetishes
and may be objects of veneration in their own right. Such standards
may have magical abilities which can influence the course of battle.
Refer to WFB p185-186 for rules concerning magical standards in
battle.

Unit Standard

Like any unit standard, 2 magical unit standard adds +1 to the hand-
to-hand combat resolution score of the unit. In addition the standard
has one magical ability. The points value of the standard is the same
as that of an ordinary standard plus the points value of its magical
ability.

Army and Contingent Abilities

Magical army or contingent standards may have up to three magical
abilities. The points value of each magical ability is added to the
cost of an ordinary army/contingent standard (50 points). The points
spent on an army standard are considered as coming from the army’s
character model allocation. Points spent on a contingent standard
will come from the ally/mercenary allocation.

Choosing Abilities

The army lists give the maximum points values that may be spent
on magical abilities for a standard. Note that the player may always
spend less points than the amount given - choosing to spend 25
points rather than 100, for example. However, no player may spend
more points on a standard’s abilities than the maximum indicated.

Dispel Magic

Note that a dispel magic spell (B3.11) cast specifically against a unit
standard will nullify one magical ability immediately. Where a
standard has more than one ability a random ability will be affected.

Capture

Magical standards may be captured like ordinary standards, but their
abilities are immediately lost. They cannot be regained during the
battle, even if the standard is recaptured. Capture rules are the same
as described for normal standards (see WFB, p78).

Abilities for Standards

Note that players are free to select abilities from the list given below.
No distinction is drawn between unit standards and army or
contingent standards - all types of standard use the same list. The
higher points values of the better abilities, and the provisions of
the army lists, will naturally restrict the player’s choice.

Pts Ability

100 Battle Banner: The standard has been endowed with magic power
by a war god or by the faith and trust of the warriors who have
borne it over many centuries. The standard adds a further +D6
to the unit's hand-to-hand combat resolution score. This dice roll
is made at the end of the hand-to-hand combat, so the bonus varies
from round to round

100 Icon of Divine Wrath: The standard itself is animated with divine
power so that the image upon it may strike at the enemy. The
standard has the ability to cast 1 lightning bolt strike per magic
phase. This has a range of 24 inches and causes D3 strength 4 hits
automatically. No magic points are expended or recorded. The
standard bearer model may use this ability during the magic phase
as a close combat attack, but may not make ordinary attacks during
the same turn.

100 Bane Banner: The standard depicts sinister mind-tormenting
images that inspire utter dread. The images also let out piercing
diabolical shrieks. The standard is permitted to cast one cause
cotwardly flight spell per magic phase, as per the level 3 spell (B3.3).
The spell has a range of 24 inches and the target unit is automatically
routed if it fails its magic saving throw.

100 Amuletic Standard: The standard is adorned with magical amulets
or arcane symbols which have the power to ward off malignant
sorcery. The standard enshrouds itself, its bearer, and any associated
unit, in protective magic. This acts like a selective dispel magic
spell. If the unit is attacked by magic, its normal magic saving throw
is increased to 10. Magic which has no associated sqving throw
is nullified completely, including magic missiles such as fire balls.
If a dispel magic is used against the standard, a saving throw of
10 applies.

Any enemy subject to instability must test as soon as it comes into
contact with the unit, deducting -2 from the test result.

The standard’s ability does not affect magic items carried by the
unit. Nor does it affect magical close-combat weapons carried by
the enemy. It does confer the special magic saving throw against
the effects of spells cast from or utilising special powers of magic
weapons, such as described in Realm of Chaos. Magical missile
weapons directed against the unit are rendered completely
ineffective, not even causing their normal non-magical damage.

100 Sacred Standard: No more than one of these standards may appear
in any one army. The standard depicts the symbol or image of a
god, or the banner has been ‘blessed’ by means of holy ritual before
the battle, The unit accompanying the standard is endowed with
the protection of the god. Any spells directed against the standard,
or the unit accompanying it, are immediately deflected away ‘rom
the unit. The deflected spell may strike a nearby unit, or be deflected
against the spell’s caster. Rolla D6: ona 5 or 6 the spellis deflected
back against its caster; on a 3 or 4 the spell hits the enemy unit

Magical Abilties

Ability

nearest to the original target unit; on a roll of 1 or 2 the spell hits
the unit nearest to the target unit, be it friend or foe. Normal
targetting rules do not affect the redirected spell, making it possible
for a fire ball to hit a unit behind its original target, for example.

Pts

50 Hellfire Banner: The standard has been ritually endowed with
magic power. This enchantment may be unleashed when the arcane
texts upon it are pronounced. The standard has the ability to cast
1 fire ball spell per magic phase. The fire ballhas a 24 inch range
and causes D3 strength 3 hits automatically. No magic points are
expended or recorded. The standard bearer model may use this
ability during the magic pbase as an attack, but may not make
ordinary attacks during the same turn.

50 Dread Banner: The standard was woven or decorated during the
insane rituals of demented wizards. Itis of such horrific appearance
or incorporates such hideous elements or images that it inspires
irrational dread in enemy who approach close to it. A unit
accompanying the standard causes fear in all opponents normally
subject to psychology. Troops intending to charge a unit
accompanying the standard must therefore take a fear test.

50 Talismanic Standard: The standard has been enchanted by wizards
before the battle and may act as a reservoir of magic points. Before
the battle, any wizards may surrender any of their magic points
and place them in the standard. These points may not be recovered
before the battle begins. Any magic points placed in the standard
in this way are doubled. If, for example, a player places 10 points
in the standard, the standard has a reservoir of 20. A friendly wizard
within 12 inches of the standard may draw magic points from the
standard to cast spells.

Any spell cast using points from the standard will automatically
succeed - no test is required, no matter how few magic points the
wizard has. The wizard may only cast his normal range of spells.
The points used to cast the spell are deducted from the standard’s
reservoir. Standards may not recover magic points.

25 'War Banner: This is an ancient standard that has gained magical
power by virtue of the glorious deeds and heroism of the troops
that have borne it over many generations. The standard adds a
further +1 to the unit’s hand-to-hand combat resolution score.

25 Ward of the Brave: The unit bearing this ancient and precious
banner may re-roll the result of any rout test. A failed test may only
be re-rolled once, and the player must abide by the second dice roll.

25 Relic Banner: The banner is itself a relic of some great warrior
or mighty army of the past or incorporates actual bits or armaments
of some ancient and v dp lity. The dard inspi
religious faith and confidence and troops accompanying the
standard are unperturbed by disconcerting events occuring around
them. A unit acc ing the dardisi to panic, and
may re-roll the result of its first rout test of the game.
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—=< MAGIC INSTRUMENTS >

An ordinary musical instrument allows a unit to add +1 to its
Leadership score when testing to make a manoeuvre. Magical
instruments have the same ability plus one of the special abilities
described below. The points value of a magic instrument is
equivalent to an ordinary instrument, plus 25 points for its ability.
A magical instrument does not need to be carried by

a character model but may be if the player wishes to pay the 25
pts (no further modifier is applied). Points for a unit’s instruments
come from the army’s rank and file allocation. Individual non-
champion character models pay for magic musical instruments out
of the character models’ allocation. Refer to WFB p186 for further
rules about magical instruments in battle.

Pts Ability

25 Doomsounder. The instrument sounds a terrible and frightening
blast which causes a -1 reduction in the leadership of hand-to-hand
opponents for the duration of that engagement

25 Battlecall. The instrument sounds a mighty call to arms that
invigorates the troops. The unit may therefore add +1 to any hand-
to-hand combat resolution result, just as if it had caused an
additional casualty. This is cumulative with the +1 bonus from
a (non-magical) standard, giving an overall bonus of + 2.

25 Battlecry. The instrument is played to accompany a battlecry or
chant uttered when charging into close-combat, empowering the
words with magic. A unit or character shouting the battlecry does
not have to take a fear test in order to charge a feared enemy. The
battlecry inspires courage and confidence. Note that the battlecry
does not affect fear tests taken when being charged.

Magical Abilities

Pts Ability

25 Hymn of Hate. The instrument is played to accompany a Hymn
of Hate sung or chanted by the unit which inspires batred of the
enemy whoever they may be. The instrument empowers the words
with magical potency. The unit is assumed to start singing the Hymn
of Hate from the start of the battle, through to the end, unto the
last gasp of the last remaining model. The unit is subject to hatred
against all enemy units.

25  Call of Valour. The instrument banishes all thoughts of death and
terror from the minds of the troops. The unit may therefore add
+1 to its leadership when taking any fear tests.

25 Battlerage. The music of the instrument drives the troops into
an unstoppable death-lust. During the first round of any close-
combat engagement, and on any following round providing the
unit is not pushed back, it may add +1 to its ‘to hit’ rolls.

—= SCROLLS >

These magical parchments, inscribed with spells by wizards, allow
spells to be cast simply by the recitation of the inscribed formulae,
regardless of the spell level of the scroll-spell or the magic level
of the wizard. Using a scroll requires 1 magic point, but the spell
is always cast successfully - there is no need to test for success. Once
read, the scroll disintegrates and can never be used again. A scroll
may have more than one spell upon it, in which case one spell may
be read at a time, and that portion of the manuscript fades away.
Once all the spells have been read the scroll crumbles into dust.

‘Wizards may carry the number of scrolls indicated in the lists. Points
spent on a scroll are considered to be spent on the wizard carrying
it and must come out of the character points allocation. Scroll-spells
should be randomly selected as are normal spells. Scrolls may be

selected from the level indicated in the army list, but a wizard may
not read necromantic, illusionist, demonic or elemental spells unless
he holds at least one spell of that type. The points value of a scroll
depends on the number of spells and their level. These are given
on the chart below. The cost of the scroll is the total of the cost
of the spells written upon it.

Spell level Points cost per spell on scroll
1 25
2 50
3 100
4 200

—=x RINGS >

Magic rings contain magic power in the form of spells. Any character
model (even a non-wizard) may have a magic ring, subject to the
limitations given in the lists, and is then able to cast the spell
associated with the ring.

Rings have only a limited store of magic; once this is used up they
are useless. To represent this, any character model attempting to
use a ring for a second or subsequent time must roll a D6. A score
of 6 indicates that the ring has run out of power. A ring may only
contain a single spell chosen by the player from the spell lists.

However, magic rings are tricky things, and it is not always possible
to be certain of their properties. So, when a ring is used for the
first time, roll a DG6: 1-5 it contains the chosen spell. 6 - it contains
a randomly determined spell of the same type and level.

The points cost of a ring is dependent on the level of the chosen
spell. Points spent on a ring are considered to be part of the character
points value and come out of the character points allocation.

Spell level Points cost of ring
1 50
2 100
3 200
4 400




—= WAR MACHINES >

The lists include many war machines which are described according
to their generic type (eg, 3-man cannon, 3-man bolt thrower, etc).
From time to time, some armies devise or acquire machineries of
war with unusual properties, some technological, others arcane.
Such machines have passed into legend, but are still to be
encountered on the battlefield. Special rules relating to such war
machines are given in the following section.

Goblobber -
Dwarven Goblin-throwing Catapult

Gob-Lobber is a stone thrower, and follows the normal rules for
stone throwers (WFB, p107).

For an additional 25 points, the owning player may purchase
sufficient Goblins to use as ammunition throughout the game. Any
Goblin unit hit by a Goblin-missile, must make a panic test. When
firing Goblins, the stone thrower’s strength and the wounds it inflicts
are both reduced by 2.

Undead Plague Cart

The plague cart, the very symbol of the last journey which ends
at the cemetery gate, is a powerful talisman for the undead hordes.
It has strange necromantic powers which can be felt and drawn
forth by undead warriors in proximity to it.

1 Any undead unit with models within 12 inches of the undead
cart may add +1 to the D6 score in the instability test.

2 The Plague Cart causes fear in living creatures.

3  The Plague Cart has a movement allowance of 5 inches and
may move over all terrain and through all obstacles except
buildings with no penalty; movement through solid walls and
into/out of buildings costs half the cart’s movement for that
turn.

4  The undead cart may be attacked like an ordinary wagon.

Skull Crusher - Goblin Stone Thrower

Skull Crusher is a normal 3-man stone thrower, except that it has
the ability to immolate its ammunition in flight. Burning rocks cause
normal damage and have a + 2 bonus to Strength against /L b
targets.

Lead Belcher - Goblin Organ Gun

Lead Belcher is cunningly constructed with three iron bound barrels
and another barrel mounted above them. This arrangement of
barrels counts as a four barrelled organ gun (WFB, plll).

Skeleton Stone Thrower

The Skeleton Stone Thrower thrower is subject to all the normal
rules for 3-man stone throwers (WFB, p107), with the following
additions:

1. The Skeleton stone thrower is subject to instability. One check
is made for both the thrower and its crew.

2. The Skeleton stone throwers may hurl ‘screaming skull’
ammunition. For an extra 25 points the thrower may be
supplied with enough skulls to last for one battle. These skulls
are hurled instead of rocks, making a fearful shrieking sound
as they fly through the air, and any unit hit by a skull must
test for panic. The panic test is in addition to any damage
inflicted by the skull. The skull is treated as a normal rock for
the purpose of calculating damage

Undead Chariot

Constructed from bones and drawn by a pair of undead horses,
this chariot makes a fearsome and useful addition to Undead armies.
Undead chariots use all the normal rules for a light chariot (WFB,
p118) with the following additions:

1.  An undead chariot causes fear in living creatures.

2. Undead chariots are subject to instability, one check is made
for both the chariot and its crew.

3. Undead chariots may move over all terrain and through all
obstacles except buildings with no penalty; movement through
solid walls and into/out of buildings costs half the chariot’s
movement for that turn. Opponents receive no bonuses for
cover other than solid walls or buildings.

g
¢ - i
e ar
T 4




WARHAMMER ARMIES

Repeating Bolt Thrower

A repeating bolt thrower has an elaborate ratchet-and-lever
arrangement which, in one action, draws the bow string back and
leaves a new bolt in place ready to fire.

A repeating bolt thrower can be reloaded in a little under a third
of the time of an ordinary bolt thrower, and is capable of 6 shots
per turn. Repeating bolt throwers have a high rate of fire but their
strength, and the number of wounds caused by each hit, are lower
than an ordinary one.

REPEATING RANGE | STRENGTH | SAVE | WOUNDS | POINTS
 BOLY THROWER | MOD.

2 crew 24" 3 0 1 20
Movement

Use the rules given for bolt throwers (WFB, p107).

Firing

To fire a repeating crossbow, the player follows the procedure below:
1. Nominate the target. Normal targeting restrictions apply.

2 Roll ‘to hit’. All bolt throwers have an assumed BS of 3 and
so require a basic 4,5 or 6 to hit at under half range, 5 or 6
at over half range.

3. The engine is allowed 6 shots per turn. All shots are directed
against the same target unit.

4. Unlike a normal bolt thrower, each shot can only inflict one
wound. Bolts cannot penetrate through to the next rank.

Snotling Pump Wagon

The pump wagon is basically a pump-operated cart (like the ones
that railway engineers once used) with a vicious spiked roller
mounted on its front. The roller is connected to the wagon's wheels
by means of a belt or chain - as the wagon moves, the roller spins,
creating a formidable battle-mower!

The pump wagon is crewed by a group of Snotlings - the precise
number is unimportant. These fight and take wounds in exactly
the same way as a Snotling base with a normal Snotling profile (see
‘WFB, p232).

Each Snotling pump wagon is treated as a separate unit. Psychology
tests are taken on the Snotling crew of each wagon, but witha +4
modifier because riding in a pump wagon greatly enhances a
Snotling's bravado.

A pump wagon is powered by means of a mechanism worked by
two Snotlings. Naturally the Snotling pump operators become tired
very quickly, and as one pair of operators becomes exhausted they
are relieved by another. This means that the speed of the pump
wagon is somewhat variable, as the Snotlings squabble over whose

turn on the pump it is, frequently leaving the pump unattended
altogether. To represent this, the movement of the pump wagon
is determined randomly at the start of each turn by the roll of 2D6,
which gives the basic movement allowance in inches.

Pump wagons suffer the same movement and terrain penalties as
do chariots (see WFB, pl18), and may not make reserve moves.
Pump wagons have a crude but effective steering mechanism and
may turn in the same way as light chariots with a turning radius
equal to half the model’s move.

The following special rules apply.

1 The wagon’s complement of Snotlings may use missile
weapons in any direction or may engage any figure in contact
with the wagon with hand weapons. The Snotling crew fight
in all respects as if they were a single Snotling base. Note that
the Snotlings do not need to outnumber their opponents by
3:1 before they can attack, since the wagon greatly boosts their
confidence.

2  When the pump wagon charges into combat it causes D6
automatic strength 6 hits with its spiked roller. The D6 score
also indicates the number of ranks penetrated by the pump
wagon. There is no need to actually move the model through
the enemy ranks - leave the model where it has met the first
rank - the wagon’s progress through the unit may be safely
left to the imagination! A wagon which penetrates all of the
enemy’s ranks will continue to move forward up to the limit
of its movement allowance. When penetrating a formation,
measure the pump wagon's remaining movement from the rear
of the formation. The pump wagon therefore moves through
the depth of the formation without using up any movement
allowance. If the sheer size of the wagon model means that
it ends up inside or partly inside the enemy formation, move
it far enough so that it is out of the formation. This avoids
the confusion that would otherwise result from overlapping
models.

3 Spiked roller attacks are worked out before normal attacks,
irrespective of the combatants’ intiative levels.

4 Ifacharging wagon punches right through a unit, the unit must
take an immediate rouf test, regardless of how many casualties
have been sustained.

5  Ifawagon fails to penetrate a unit, the wagon grinds to a halt
and becomes bogged down. The model is left at the front of
the unit, just as in 2 normal hand-to-hand combat. The
‘penetration’ is not represented as such; it is assumed that ranks
reform and the overall position is that of a2 normal combat.
Once bogged down, the wagon cannot cause any more hits
with the spiked roller for the rest of that hand-to-hand combat
engagement, and must rely on the ferocity of its fighting crew
(don’t count too highly on this).

6 There are two types of Snotling Pump wagon; the basic or
‘light’ type and the ‘heavy’ type which has an upper fighting
deck. The crew of the light pump wagon do not fight in close
combat during in the first round of close combat. They can
fight in subsequent rounds if the wagon becomes bogged
down. The upper fighting deck of the heavy pump wagon
enables the crew to fight in the first as well as in subsequent
rounds of combat.

7  For the purposes of missile fire the wagon counts as a large
target (+1 ‘to hit’).

The wagon may be attacked by any models in base-to-base
contact with it during the combat phase.

Any models charging the wagon from the front will suffer
normal damage as described under (2) so long as the wagon
moved at least 6" in its previous turn. If the wagon did not
move 6" then the chargers take only half as many hits (D3
strength 6 hits rather than DG6.)

A unit attacking a wagon from the sides or rear will not be
affected by the roller and can attack normally. However, if the
wagon is not engaged frontally it is free to move in its next
movement phase even though it is engaged in combat.

Hits against the wagon are recorded as they occur. Damage
from shooting is determined at the end of the shooting phase.
Damage from hand-to-hand combat is determined at the end
of the combat phase. To determine damage, roll 2D6 and add
+1 for each hit sustained. Consult the Special Damage Chart
(below) and note any result.
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_ PUMP WAGON SPECIAL DAMAGE CHART

2D6 2D6

Roll Result Roll Result
3.7 No effect. 12 The upper wishbone-collet-retaining-gudgeon snaps
unexpectedly, as a result of which the spiky roller spins
8 One of the Snotling crew falls into the drive mechanism off straight towards the enemy! If the wagon is in close
slowing down the pump wagon by -2” per turn. On the combat this causes an extra D3 strength G hits (not counted
D6 roll of 6 (made at the start of each of the player's towards penetration of ranks - but annoying none the less).
following turns), the mangled crewman is thrown free of The wagon is deprived of its roller for future combats.
the drive, and the penalty ceases to apply. 13 The pump handle breaks off in the hand of a particularly
9 The machine’s steering is seriously damaged. The machine enthusiastic Snotling. The pump wagon halts on
may not turn either to the right (1,2, or 3 on a D6), or left completion of its current move. If the wagon has penetrated
(4,5, or 6 on DG), for the rest of the game. However, if all an enemy formation, it finishes its movement as normal
the crew lean to one side of the vehicle, they can cause and comes to a halt. If the wagon is being shot at during
it to turn, even though the steering is broken. A crew a charge, it continues its move, causing damage as normal
attempting this daring feat may do nothing else during the on contact. The crew may continue to fight normally.
side’s turn, and will successfully accomplish the left/right S .
14 The wagon overturns, spilling its unfortunate Snotling crew

turn ona D6 roll of 4, 5 or 6. If they fail, the vehicle travels

in a straight line. onto the ground. Roll a D6: on a 1, 2, 3 or 4 the wagon

is destroyed and its crew dead; ona 5 or 6, the wagon may

10 Crew are injured or fall from the wagon during the rough be righted by its crew at the beginning of any of their
and tumble of combat. The crew suffer 1 hit, with a strength subsequent turns on a D6 roll of 6. If attacked in hand-to-
equivalent to that of the enemy troops (or their missile hand combat before the wagon can be righted, the crew
weapons). If the enemy models comprise troops with will run off and disperse, and the machine is destroyed.

several different strengths, determine which has hit
randomly. Once the crew are all slain (ie, 3 wounds on a
standard Snotling base), the pump wagon will complete |
{hiS uion’s: movement (where approprisic) andicomeito;2 to a halt. If the wagon is being shot at during a charge, it

bty will continue its move, causing damage as normal upon
11 The spiked roller’s drive chain slips from the sprocket. The contact.

pump wagon can only inflict D3 hits on impact from now

on (rather than DG).

15 The crew bale out and scamper off, talking no further part
in the game. If the wagon has penetrated an enemy
formation, it finishes its movement as normal and comes

16+ The axle breaks and the pump wagon comes to an
| immediate and violent halt before collapsing, destroying
the wagon and slaying its crew.
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Chaos Dwarf War Machines

When it comes to inventing machineries of war, the Chaos Dwarfs
are almost as capable as the members of the Dwarf Engineers Guild.
Perhaps there is something about their inventive dwarven nature
which responds vigorously to the warping stimulus of Chaos.

The Whirlwind is a two-wheeled push-cart with scythed wheels
and spikes fixed to the front. Three rotating flails and three rotating
scythes are mounted on the front and driven by means of cogs and
gears linked to the axle. This means that the flails and scythes will
only rotate so long as the cart is being pushed. The Whirlwind is
principally a device for breaking up and smashing through solid
formations of troops. If the device succeeds in breaking through,
it may proceed to engage other targets beyond, Several of these
devices may form up into a unit to attack together.

The Tenderiser is a variant of the Whirlwind in which the axle is
linked by gears to three enormous concussive implements. As the
device is pushed forward these implements batter and crush foes
in its path. It operates in a similar way to the Whirlwind except
that the nature of the damage inflicted is different.

Special Rules

1. Themachineis pushed into combat by a Dwarf Boar-Centaur.
The Boar-Centaur may push the device with a movement
allowance of 7” and a normal charge distance of 14",

2. The machines suffer the same movement and terrain penalties
as do chariots (WFB, p118). A reserve move is not allowed.
A crude but effective steering mechanism enables the machines
to turn in the same way as light chariots, with a turning radius
equal to half the model’s move.

3. The Whirlwind: When the Whirlwind charges into combat,
it causes D4 automatic strengih 4 hits with its spikes and D6
automatic strength 5 hits with the rotating flails and scythes.
The D6 score also indicates the number of ranks penetrated
by the whirlwind. This means that on a D6 score of 4 the
whirlwind would inflict 4 strength 6 hits with the flails and
scythes and would penetrate 4 ranks. If the whirlwind
penetrates all of the enemy’s ranks, it will pass completely
through the enemy unit, and continue its movement measuring
from the back of the rear most rank. If its remaining movement
is insufficient to clear the enemy unit, place the model
immediately behind - this means the model moves further than
normal, but this is easier than having models overlapping.

4. The Tenderiser: When the tenderiser charges into contact,
it causes D4 automatic strength 4 hits with its spikes and D6
automatic strength 6 hits with its concussive hammers. The
D6 score also indicates the number of ranks penetrated. If the
tenderiser penetrates all of the enemy’s ranks, it will pass
completely through the enemy unit, and continue its
movement measuring from the back of the rear most rank. If
its remaining movement is insufficient to clear the enemy unit,
place the model immediately behind.

5. All Whirlwind/Tenderiser attacks are worked out before
normal attacks, irrespective of the combatants’ relative
initiative scores.

6. If a Whirlwind or Tenderiser is charged, it may still attack,
but causes only 1 automatic spike hit, and D3 flail/hammer
hits. In this situation, the weapon has been caught at a
disadvantage and has consequently not gained sufficient
momentum to fully activate its mechanism.

il

7. If a Whirlwind or Tenderiser penetrates right through a unit,
the unit must take an immediate rout test, regardless of how
many casualties have been sustained.

8. If the Whirlwind or Tenderiser fails to penetrate through a unit,
it is brought to a standstill. It cannot cause any damage once
halted in ths way, although the Boar Centaur may fight as
normal.

9. For the purposes of missile fire the Whirlwind/Tenderiser
counts as a large target (+1 ‘to hit’).

10. The Whirlwind or Tenderiser may be engaged with hand
weapons by any models in base-to-base contact.

11. A unit charging a Whirlwind or Tenderiser from the rear will
not be affected by the spikes and rotating flails and scythes.

12. Hitsagainst the Whirlwind or Tenderiser are recorded as they
occur. Damage from shooting is determined at the end of the
shooting phase. Damage from hand-to-hand combat is
determined at the end of the combat phase. To determine
damage, roll 2D6 and add +1 for each bit sustained. Consult
the Special Damage Chart (below) and note any result.

13. Ifthe chart indicates that the Boar-Centaur is struck, work out
damage against it as normal. The creature is very effectively
protected from the front by means of a pavise which counts
as hard cover and gives it an extra 4,5,6 saving throw after
its normal armour throw. The Boar-Centaur has heavy armour
and counts as barded.

SPECIAL DAMAGE RESULTS

2D6

Roll | Result

3-7 |No effect

8-9 | The Boar-Centaur is struck taking 1 hit at the strength
of its opponents (or their missile weapons). If enemy
models have differing strength values, randomly
determine which has hit from amongst those in contact

with the machine.

10 | The Boar-Centaur’s pavise is struck off, and the Boar
Centaur no longer benefits from the additional 4,5,6
saving throw. If hit by missile weapons with a strength
of less than 5, the shot sticks in the pavise and has no
effect.

1 The machine's steering is seriously damaged. The machine
may not turn either to the right (1,2, or 3 on a D6), or
left (4,5, or 6 on DG), for the rest of the game.

12 The machine suffers damage to its wheels or axle,
rendering it highly unstable. The machine may move at
up to half rate without danger. If moving faster than half
rate, a DG is rolled. On a 1 or 2 nothing happens, on a
3 or 4 the machine moves forward only D6”, and on a
5 or 6 the axle snaps and the machine comes to an
immediate halt. The Boar Centaur may abandon the
machine and fight individually.

13 | The mechanism is damaged and the moving parts are
jammed. The machine’s whirling blades or hammers are
rendered inactive for the rest of the game.

14 | One of the wheels comes off and the device immediately
grinds to a halt causing no further damage. The Boar-
Centaur may abandon the machine and fight individually.

15+ |The machine is overturned, wrecking it and causing D3

strength 5 hits on the Boar Centaur.
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This section gives rules and profiles for the new creatures which appear in the army lists, many of which
have appeared as models since the publication of Warhammer Fantasy Battle.

Black Orcs

Black Orcs come from the very heart of the Darklands. They have
evolved in the harshest and most dangerous environment inhabited
by any goblinoid creature and are consequently the largest and most
antagonistic. Even the meanest and most powerful of ordinary Orcs
would think twice before crossing blades with a Black Orc. In the
Darklands they are said to hunt and eat other goblinoids. This is
probably true because all goblinoids are inclined to cannibalism
on occasion. In recent years they have spread westward, conquering
and absorbing other goblinoid tribes and taking over their territories.
There are only a relatively small number of these creatures in the
Old World, but they are becoming increasingly common all the time.

Physique: Black Orcs are bigger and more heavily built than
ordinary Orcs which they otherwise resemble. Their skins are far
darker than ordinary Orcs and their beady red eyes look particularly
menacing framed against their black skin.

Alignment: Black Orcs are Evil.
Base Size: 25 x 25mm.
Special Rules:

1. Black Orcs are subject to animosity against all goblinoid units
on the same side as themselves. Black Orcs are racially distinct
from other Orcs; the two kinds treat each other as a different
race for purposes of animosity.

2. Other goblinoids are not subject to animosity against Black
Ores unless they outnumber the Black Orcs by at least 2:1, in
which case the animosity test is taken as normal. This reflects
the fact that other goblinoids are usually scared of, or

intimidated by, Black Orcs. Profile

3. Black Orcs would never allow themselves to be led by other MwsiBS|SITIW/1{A] td [Int| Cf | WP |Pis
goblinoid types. A Black Orc unit may include an associated G
non-Black Orc character model, but that character model may Black Orc | 4 | 4 | 3l4l441]2]1 8 5 7 7 !
not act as the unit’s leader. This is an exception to the main
rules on Character Models as Leaders (sce WFB, p93). 5 Hero 4(514|5]4(1(3|2]| 8 5 7 7 42
4 Black Orcs despise other goblinoids so much that they are never | 10 Hero 4](6|4]|5/5]|2(3|3]|8+1 |5 i A
panicked when other goblinoids rout. Black Orcs donothave [ 45 Herp alelals|s|3l4a|3l10+2] 5 |8+1]8+1 |12
to take a panic test when other goblinoid units rout from close H ’ 4 5 3 ] 11
combat, or rout past them during their movement (see WFB, 20 Hero 7 5 4]5]41043] 5 [8+1 |8+ 7
p73 Panic clauses 1 and 5). 25 Hero 4(7]5|5[5]4[5]|4[10+3]7+2| 9+2 | 9+2 | 217
5. A unit of any goblinoid type may have a Black Orc leader. A
unit led by a Black Orc calculates its own animosity as if it |5Wizard {454 |54 |1/2|1| 8 [6+1]8+1 | 8+1 72
were a unit of Black Orcs. It is considered to be rank-and-file 10Wizard | 4545 4]2|3|1]9+1 [7+2] 8+1 | 9+2 | 107
for animosity worked out against it.
i _)dfub?“ bt Masic sy |2 [4]eTal5]6Ts 511 t0+2]742] 942 [ 842 187
2 ack Orc wizards may substitute any one Battle Magic spe’ :
from each level with an equivalent level Necromantic, 20 szatd 416/5/5/5/4[4[1]10+2|8+3] 9+2 | 10+3 262
Daemonic, Elemental or Illusionist spell. 25Wizard |4|7|5|5]/5/4[65]1]10+3{8+3]10+3|10+3 427
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Boar-Centaur

The warping influence of chaos has thrown forth many malformities
and horrific mutations. Some of these unnatural blends of unlikely
creatures defy the comprehension and descriptive abilities of a
merely sane author. Such foul creatures flourish like a canker in
the Chaos Wastes, even entering the Old World, where they take
up with other servants of the Gods of Chaos. The Boar Centaur
is a creature of this kind, spawned upon some unfathomable chaotic
whim and nurtured by helpmates themselves enslaved to the ever-
changing will of Chaos. A few Boar Centaurs became the object
of experimentation by Chaos Dwarf Artisans, and were subsequently
enslaved upon the machines of the Chaos Dwarfs, providing the
motive power for their fiendish war engines.

Physique:. Boar Centaurs combine the body of a boar with the
torso and upper body of a Chaos Dwarf. Their coarse fur varies
in colour from individual to individual, often apeing the natural
shades of horses, but equally often manifesting as some bizarre and
unpleasing shade.

Alignment: Chaotic.
Base Size: 25 x 50mm

Special Rules:

1.  Like Dwarfs, Boar Centaurs suffer no movement penalties for
armour. Nor do they suffer movement penalties when
operating war machines.

2. Boar centaurs have one sfomp attack plus one other attack,
which may be either a weapon attack or another stomp
depending on whether the creature is armed or not.

3. Because it is a creature of chaos, riddled with the very stuff
of Chaos itself, a Boar Centaur’s attacks are considered to be
magical in the same way as attacks from Daemons and
Elementals. A Boar Centaur’s attacks are fully effective against
all creatures normally immune to non-magical attacks.

4. Boar Centaurs may have D4-3 personal chaotic attributes
generated before the game (see po).

5. Boar Centaurs are a newly developed creature, the future of
which lies at the whim of the great Chaos gods and their work-
slaves the Chaos Dwarfs. To date, none have been permitted
to rise to the status of ‘character’, and their role has been limited
to that of ‘power-unit’ for the Chaos Dwarf war machines.

Profile
Boar MWsIBS|S I TIW I[A] id [Im| ¢l | WP {Pts
Centawr | 7]4[3]3fal2]2l2] 9 [7] 9 [ 9 [

Points value (including Chaos Dwarf war machine, but excluding
equipment): 84. See page 20 for a description of these machines.

Chaos Centaurs

Chaos Centaurs are warped by the dread influence of Chaos. Like
other creatures of Chaos, Chaos Centaurs look to the day when
the foul forms and twisted mass of Chaos dominates the World.
Chaos Centaurs may be found galloping with Chaos armies.

Physique: Chaos Centaurs have a tendency for Chaotic mutation.
Thus they can vary widely, with bestial features, horns and assorted
other spiky bits.

Alignment: Chaos Centaurs are Chaotic.
Base Size: 25 x 50mm.

Special Rules:

1. A Chaos Centaur unit has 1D6-4 dominant attributes (see
WEB, pp207-209). These are generated at the start of the game
under the supervision of the GM (or opposing player if no GM
available).

2, Chaos Centaur character models have 1D6-4 personal
attributes. These are generated prior to the game as above.

3. A Chaos Centaur has 2 attacks: 1 weapon attack and 1 stomp.
Character models also have 1 stomp - the rest of the attacks
are assumed to be with their weapon.

4. Because it is a creature of chaos, riddled with the very stuff
of chaos itself, a Chaos Centaur’s atfacks are considered to
be magical in the same way as aftacks from Daemons and
Elementals. A Chaos Centaur’s attacks are fully effective against
all creatures normally immune to non-magical attacks.

5. A Chaos Centaur may be ridden by single character. Chaos
Centaurs are treated as war beasts and are subject to the rules
given on WFB pl03.

6. A Chaos Centaur wizard may substitute any 1 Battle Magic spell
from each level for a Necromantic or Daemonic spell of the

same level.

Profile

(Chaos | M [WS|BS|§ fiAlLd [t WP_| Pis
cemtawr [8[3]al4l32[3]2[ 7 [7] 7] 7 |3
5 Hero gl4|5]5(3/2|43] 7 [7] 7 | 7 |82
0Heo  [8[6[5|6(|4(3[4]al8x1 |7 7 [ 7 [132
BHeo |8[5[5|5]|4[4[5/4|9+2| 7 |8+ [84+1[182
20 Hero 816|5|5[4[5[6]5[10+3] 7 | 8+1 | 8+1 |232
25Hero |8 |6[6[5[4[5]6[5]10+3/9+1] 9+1 | 9+1 |282
S5Wizard |8 4[4(5/3|2]3[2] 7 |8+1]8+1 |8+ |12
0Wizard |84 /4|5(3[3[4[2]8+1[9+2]8+1 |9+2 162
15Wizard |8 [5/4|5(4[4/4]|2]9+2[9+2] 9+2 | 9+2 [257
20Wizard |8 |5|5(5(4/4/5]2

25Wizard |8 66 (5[4/5(5]2
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Giant Scorpion

Giant Scorpions dwell in the jungles of Lustria and other hot places
of the world.

Physique: Giant Scorpions are awesome, creeping monsters with
dark, shiny, armour-plated bodies. The Giant Sorpion has great claws
and a long jointed tail tipped with a deadly venomous sting which
arches over the back, enabling the scorpion to sting a victim to
its front.

i
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Alignment: Giant Scorpions are often fierce and aggressive,
especially if disturbed or defending their young. Giant Scorpions
are usually Neutral. :
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Base Size: 40 x 40mm or as appropriate for model.

Special Rules: . Vit ‘ Ny &w ;
1.  Giant Scorpions are immune to all psychology excepting that . iy L™ ] = o

they dislike fire. A model attacked by fire weapons, or moved
within 4 inches of a burning building, must take a panic test.

2. Giant Scorpions cause fear 6" inall creatures under 10 feettall. 5. A Giant Scorpiorgs chitinous armour gives it a basic saving
throw of 4,5 or 6.

%

3.  Giant Scorpions attack with a poisoned sting that adds +1to
their strength. Models taking damage are not necessarily dead, 6.
but are rendered unconcious, delirious or comatosed and are
removed from the table as casualties.

Giant Scorpions may move through wooded areas, soft sand,
bush and scrub and rocky ground without penalty.

Profile

4. Giant Scorpions have claws designed to grip and hold their

prey while it is stung or eaten. These huge claws have a good M WS|BS
chance of shearing or crushing armour and an enemy's armour s ‘ l

saving throw is reduced by -1 if struck by a Giant Scorpion. Scorpion | 51310
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Ki-rin

According to the sages of Cathay, the race of Ki-rin was born of
the union of Air and Earth when the world was young. The story
is typical of the orient, and hence manifestly fanciful, but does
reflect accurately the potency of these creatures. Ki-rin are creatures
of wholly unnatural composition, although appearing not unlike
normal flesh and blood. They live amongst the devastating forces
of lightning, storm and thunder. Ki-rin are aerial creatures that ride
the roaring winds and storm clouds, bellowing like thunder and
screaming great cracks of lightning through the disturbed air.

Physique: Ki-rin have horse-like bodies, with long, flowing manes
spun with sparks of sliver lightning. In the centre of the creature’s
forehead sprouts a long silver horn, used to impale its foes.

Alignment: Ki-rin are Neutral creatures, caring little for the world
of fleshy creatures.

Base Size: 25 x 50mm.

Special Rules:

1. Ki-rin have one gore attack with their horn, and two stomp
attacks.

(8]

The Ki-rin is a magical creature, the result of divine union at
the dawn of time (as the Cathan Sages have it). A Ki-rin's attacks
are considered to be magical in the same way as those of
Daemons and Elementals. A Ki-rin's aftacks are fully effective
against Daemons, Elementals, Ethereal creatures and all
creatures normally immune to non-magical attacks.

[*%

The Ki-rin is a large, powerful creature. Any damaging blows
struck by them have a greater than average chance of profile:
penetrating armour. An enemy’s saving throw is reduced by
-1 when hit by a Ki-rin. : M Wws|BS
Whenever it charges into hand-to-hand combat, the Ki-tinuses | Ki-rin 8 | 4 ! 0
its horn as if it were a mounted lancer, adding + 2 to its strengib,
+ 2 to its initiative and deducting a further -1 from the enemy’s _
saving throw. This applies only to the gore attack with the ~Flying Profile:
horn, not the stomps. In subsequent rounds of combat the Ki- —
;)in may still use its gore attack, but does not receive these Minimum Maximum AcciDec

onuses. : y
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Ki-rin may be ridden by a single character. It is a large and
powerful creature, considered to be a war beast. Rules for war Ki-rin 6” 24" 127
beasts are given on WFB pl03.
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Pegasus

Pegasi are a race of magical horses with huge swan-like wings. They
make excellent steeds if caught and trained when young, and will
serve character models as a mighty mount in battle.

Physique: Pegasi are white horses with white feathery wings
sprouting from their backs. The wingspan measures approximately
25 feet. Even more awesome than the white Pegasus is the rare and
beautiful black Pegasus, whose foaming red mouth and glowing
crimson eyes are especially impressive.

Alignment: Pegasi are Neutral creatures.
Base Size: 25 x 50mm.

Special Rules:

1. The Pegasus is an ancient descendant of Chaos and its substance
is intermingled with the raw stuff of magic. A Pegasus atfack
is considered to be magical in the same way as that of Daemons
and Elementals, and is fully effective against Daemons,
Elementals, Ethereal creatures and all creatures normally
immune to non-magical attack.

2. Pegasiare riding animals, but may only be ridden by Neutral
or Good creatures.

3. A Pegasus has 1 sfomp attack.

Profile:
 imwsiesis|{TIWi1IA] Ld [Im]| C | WP P
Pegasus |8 |3[0f4[3[1{af1[ 3 |4 3 |3 |
Flying Profile
| Minimum | Maximum Acc/Dec
Speed Speed
Pegasus 6" 24" ar

Rat-Ogre

Rat-Ogres are the most feared of all the Skaven Clan Moulder’s

sinister mutant creations. Huge Skaven-like creatures of Ogre stature, '

these ghastly monsters are the source of much of Clan Moulder’s
political power, for it is they who control the supply of Rat-Ogres
and, possibly, what's left of their minds.

Physique: Rat-Ogres appear as immense Skaven over 10’ tall.

Alignment: Undoubtedly Chaotic - the warping care of Clan
Moulder has assured that.

Base Size: 40 x 40mm.

Special Rules:
1. Rat-Ogres cause fear in creatures under 10’ tall.
2. A pack of Rar-Ogres must be led by a Skaven animal bandler.

3. Rat-Ogres are prone to Chaotic mutation.A Pack of Rat-Ogres
has 1D4-3 dominant attributes. These should be generated
before the game under the supervision of the GM (or opposing
player, if no GM available).

Profile:

Rat-Ogre |6 ]3]2[4[5]3

LA

AL LT i e




Sabre-Toothed Tiger

A remnant of the prehistoric inhabitants of Lustria, the Sabre-toothed
tiger is still found deep in the jungles of that lush continent. The
Slann prize the tiger as a fighting animal.

Physique: Sabre-toothed tigers are amongst the largest cats in all
the world, often standing more than six feet at the shoulder. They
are powerfully muscled creatures, capable of moving quickly and
delivering mighty blows with their front paws. The most distinctive
features of these tigers are their overgrown canine teeth. Up to nine
inches long, these teeth hang Over the tiger's bottom lip in a fearsome
ivory curve. These teeth can inflict the most horrendous damage
as they rip through the flesh of the tiger’s prey.

Alignment: Sabre-toothed tigers are Neutral.

Base Size: 25 x 50mm.

Special Rules:
1. Sabre-toothed tigers have two claw attacks and one bite attack.

2. Thetiger's massive canines are very effective against armour.
Any creature that takes a hit from the tiger’s bite receives a
-2 modifier to it’s saving throw.

3. Sabre-toothed tigers may be ridden by a character model. These
large, aggressive carnivores count as war beasts (see WFB
pl03).

WARHAMMER ARMIES
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Tiger

Savage Orcs

Orcs are not renowned for their intellectual abilities, prefering brute
violence to solve their problems. Faced with the growing complexity
of weaponry, armour and martial development, some Orcs just
cannot keep up. What starts off as a simple inability to understand
the latest Dwarf war-machine can easily turn into a phobia about
all aspects of technology. The forests and mountains of the Old
World are full of Orc tribes which have shunned all forms of
technical development. These are the Savage Orcs, as they are
called by men.

Savage Orcs are adept stone workers, making arrow heads and blades
from flint. They also use metal weapons traded from other Orcs
or goblinoid creatures. Savage Orcs prefer to wear traditional, rather
crudely made clothing, often little more than skins sewn together.
They refuse to wear (or understand) armour, believing that
nakedness offers them a degree of magical protection.

Physique: Savage Orcs are physically identical to ordinary Orcs.
It is only their attitudes and way of life that is different. They
sometimes wear war-paint in battle, and wear tooth necklaces, beads
and other ‘primitive’ forms of personal ornamentation.

Alignment: Savage Orcs are Evil.

Base Size: 25 x 25mm.

Special Rules:

1. Savage Orcs are subject to animosity against z1l goblinoid units
on the same side as themselves. Savage Orcs are culturally
distinct from other Orcs; the two kinds treat each other as a
different race for purposes of animosity.

2. Savage Orcs do not usually wear armour. Character models
may do so as indicated in the lists. However, this does not
prevent a unit or character carrying a shield. A unit or character
model without armour gains a form of 'magical protection’
which reflects their belief in the protective powers of
nakedness. This is equivalent to light armour. However, this
special protection is lost if a character is given armour. A naked
Savage Orc and a Savage Orc with light armour therefore both
have the same saving throw.

3. Savage Orcs fear chariots and engines of war. This includes
bombards, stone-throwers, and all machines covered under
Engines of War (WFB, pp105-118) as well as the Snotling Pump
Wagon and Chaos Dwarf war machines described in this
volume (p18-20).

4. A unit of Savage Orcs must take a rout test if it suffers 1 or
more casualties from any engine of war during the shooting
Dphase.

5. Savage Orcs are subject to frenzy.

6. Savage Orc wizards may substitute any one Battle Magic spell
from each level with an equivalent level Necromantic,
Daemonic, Elemental or Illusionist spell.

Profile

MWSIBSIS | TIW I Al Ld {it| Cl | WP |Pts
SavageOrc |4 133 (3|41 ]2]1 7 5 7 7 |5k
5 Hero 4/4|14(4|4|1]3]2] 7 5 7 7 |33
10 Hero 4(5]4/4(5]|2|3[3[8+1 [ 5 7 7 |61
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Temple Dog

Temple Dogs are stone statues found guarding temple entrances
in the lands of Nippon and Cathay. They resemble nothing so much
as a cross between a giant pekinese and a lion. In times of war, the
power of the temple gods is channeled into these statues to animate
them. It is a great honour to mount this divine animal, indicating
that the rider has found great favour with the gods.

Physique: About the size of a horse, the Temple Dog retains some
of the properties of stone, giving it a very tough skin and tremendous
weight.

Alignment: Temple Dogs are Neutral.
Base Size: 25 x 50mm.

Special Rules:

¥
2:

LN

6.

Temple Dogs have one bite attack and two stomp attacks.

Because of their stone-like skin, Temple Dogs are treated as
though they were wearing heavy armour. They have an armour
saving throw of 5 or 6.

Their great weight makes Temple Dogs very effective at
smashing their opponents. They can use this extra weight to
give themselves additional impetus during a charge. Whenever
aTemple Dog charges into combat it may fight with a strength
of 10 during that round. This only applies when the creature
charges, in subsequent rounds of combat its strength reverts
to normal.

All attacks from a Temple Dog are considered to be magical
in the same way as the attacks of Daemons and Elementals.
A Temple Dog's attacks are fully effective against all creatures
normally immune to non-magical attacks.

The Temple Dogs are powerful creatures. Any blows struck
by them have a good chance of penetrating armour. Any
enemy’s saving throw is reduced by -2.

The Temple Dog may be ridden by a single character. The
Temple Dog and is considered to be a war beast. (See WFB.
p103).

Profile
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Unicorn

Unicorns are semi-intelligent creatures which inhabit the woodlands
of the Old World. They occasionally allow themselves to be ridden
by female character models of Good or Lawful alignment. Unicorns

are almost completely immune to magical spells and are able to
cast a magical aura around themselves and their riders.

Physique: A unicorn resembles a large white horse, with a single
straight horn projecting from its forehead. It has a slightly goat-
like head with a beard growing from its lower jaw.

Alignment; Unicorns are Good creatures.

Base Size: 25 x 50mm.

Special Rules:

1

Unicorns may be be ridden by Good or Lawful femmale character
models. Unicorns are powerful creatures and they are
considered to be war beasts as described in WFB (p103).

Unicorns are naturally immune to the direct effects of magic.
Whenever a Unicorn is called upon to make a magical saving
throw this is automatically successful. There is no need to roll
dice, the magic cannot affect the Unicorn. Magic which has
no magic save has its full effect as normal.

The magical immunity described in 2 above is conferred to
any creature riding the Unicorn.

The magical energy surrounding a Unicorn acts as a sort of
armour, giving the creature and its rider an additional armour
saving throw of 5 or 6. This may be taken separately before
the normal saving throw.

The Unicorn’s magical energy acts in a similar way to a magical
zone. Any Undead, Ethereal or Daemonic creature or unit
approaching within 12" of a Unicorn must test for énstability
immediately. If such creatures begin their turn already within
12" of a Unicorn they must test for instability immediately.

A Unicorn has 2 attacks: 1 gore with its horn and 1 stomp.
All attacks from a Unicorn are considered to be magical in
the same way as the attacks of Daemons and Elementals. A
Unicorn's attacks are fully effective against all creatures
normally immune to non-magical attacks.

Profile
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‘War Boar

The goblinoid races keep many sorts of semi-domesticated pig; a
creature with which they have a natural affinity and with which
they share many social characteristics. War Boars, or Razorbacks
as they are sometimes called, are the biggest and nastiest of these
breeds. Fed exclusively on fresh meat and carefully tended, they
are vicious brutes easily capable of carrying off and consuming even
a large man. War Boars are used both as riding animals and as draft
beasts for chariots. Orcs are particularly fond of using War Boars
as the they feel a close kinship with something as ugly, brutish (and
smelly) as themselves.

Physique: Solid and muscular, the War Boar is a weighty animal,
which takes a lot of stopping and quite a lot of mucking out.

Alignment: Mean, big, but Neutral (not caring much who or what
it chews up).

Base Size: 25 x 50mm.

. 5. War Boars may not have barding. Any trappings on the model
Special Rules: are assumed to be insufficient to count as armoured barding.
1. 'War Boars have a gore attack from their tusks. 6. A War Boar's long tusks enable it to deliver a potent charge
2. War Boars are riding animals and may be ridden by any rather like 2 mounted lancer. Whenever it charges into hand-
humanoid creature under 10 feet tall. to-hand combat the War Boar receives special bonuses for its
. . L L gore attack. This adds +2 to its strength, +2 to its initiative
3. Despite their training, War Boars are difficult to control and and deducts -1 from the enemy’s saving throw. This applies
are prone to running away should something unnerve them. only to the gore attack, not to the attacks of the rider. In
If 2 War B‘l):l" is l?emgh nd%en_, 31Lr0"t tc_“j and Psﬂb‘l’r‘t”g{’ subsequent rounds of combat these bonuses are lost, and the
tests are taken using the rider’s characteristic as normal, bul is worked out as normal.
with a -1 modifier to Ld. So a creature with a Ld of 6 has a SOT RSN PR
Ld of only 5 when riding a War Boar. Profile
4. Like their smaller Boar cousins, War Boars are stubborn, e
obstinate and extremely difficult to kill. A War Boar rider adds A
not +1, but +2 to the armour saving throw of its rider, War Boar
Wild Cat
Cats are abundant in the Old World, living in remote forest and
mountain areas. They have been known to cause trouble for remote
hill farms, taking chickens and sheep, usually to feed to their young.
Wild Cats are often taken when young by Wood Elf animal handlers,
who train them to become formidable fighters. =
Physique: The Old World Wild Cat looks very much like the f v
European wildcat of our own world, with thick tabby fur and facial
markings, and black tail rings. Some variations of this colouration 2
do occur, but these Cats are rare. The Wild Cat is about the size I3 iy
of a puma, standing between 1% and 2 feet at the shoulder, and -~ = —— ¥
measuring almost 6 feet nose to tail. When it does this following a charge the Wild Cat may fight
Alignment: Wild Cats are Neutral. with double its normal number of attacks (2 claw attacks and
2 bites) This applies only during the first round of combat and
Base Size: 25 x 50mm. only when the Wild Cat charges: otherwise the Wild Cat has
2 artacks as described above.
Special Rules:
Profile
1. A Wild Cat has 1 claw attack and 1 bite. -—
2. If the Wild Cat has a greater Initiative than its opponent, it [ —
may feap onto its opponent during the first turn of combat. Wild Cat
Wolf-Rat

Another product of the Clan Moulder’s diabolic breeding program,
the Wolf-rat combines the cunning and viciousness of a rat with
the power and ferocity of a wolf, Used in packs led by Skaven animal
handlers, these horrible beasts are known for their remorselessness
in combat.

Physique: Wolf-rats are about the same size and build as one of
the great wolves of the Old World, and may be mistaken for wolves
at a distance. Close up, though, their origins become clear. They
have long, rat-like tails, hairless legs which are as long as a wolf’s,
and end in rat-like clawed feet. Their heads are almost entirely rat-
like, except that the snout is broader and more powerful,
accommodating a fearsome array of sharp teeth, Wolf-rats are
generally brown or grey in colour, although mottled and even white
individuals are not unknown.

Alignment: Horribly mutated and definitely Chaotic.

Base Size: 25 x 50mm.

Special Rules:
1.

Wolf-rats fear fire.

2.  Wolf-rats have 1 bite attack.
Profile

. (MWSIBSISITIWIIL
Wolf-rat 6/3/(0/3({3]1/3
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—< SELECTING YOUR ARMY =

1. Decide on the total points value of the army. This may be ‘basic’ arms and armour. At this stage you can decide to
determined by the requirements of a competition or spend points on upgrading armour, adding extra weapons
campaign, or by mutual agreement between players. The and including standard bearers or musicians in the units.

usual number of points for a Warhammer battle is about 6
3000 per army, but anything up to about 6000 points can g
be accommodated by the lists. Players wishing to use larger
forces may find it necessary to increase the maximum
number of troops available in some mutually agreeable
manner.

Choose forces from the other categories, working to your
points allocation. Select a character model as the general,
and any other character models required as champions,
wizards, and independent heroes. Add additional points
for armament, horse, an army standard, magic items, and
so on as applicable. Again, you must work within the
2. Decide which categories of the Army List you wish to minimums and maximums given in the lists.
consider first. The categories are Character Models, Rank
and File, Allies, Mercenaries and Hosts. All these categories
go together to make up the total points value of an army.
They all have maximums expressed as a fraction of the
army’s total points value, while the rank and file section
and the character models sections both have minimum 8. You should now have a rough army with forces from
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7. Don’t worry if the total cost for each category doesn’t come
out exactly to the fraction you decided on at stage 3. The
final juggling of points can be left until you have chosen
the forces from each category.

quotas. The character model acting as general, and the different categories. Now is the time to total the points spent
minimum points value quoted for rank and file troops are so far. The chances are that you are well above the allotted
the only compulsory components of the army. points value, and your next job is to trim the forces down

(or add more if your total falls short). At this stage you
should check that troops conform to the minimums and
maximums given in the Army Lists. You should be aiming
to come within a few points of the army’s total points value
but not exceed it.

3. Decide what fraction of the army’s total points allocation
you wish to spend on each of the categories you have
chosen. Make sure you work within the minimums and
maximums for each one.

4. Select rank and file troops starting with any compulsory
troops specified in the list and work out their points values.
Compulsory troops are those troop types for which a
minimum number is given in the rank and file section.

9. Now decide which units, if any, are to be used as
skirmishers. Troops which may be used as skirmishers are
indicated in the list. Some armies do not use skirmishers
at all.

5. Having calculated the cost of compulsory troops, you now

know how many points remain to buy other rank and file

troops. Minimums and maximums are given throughout
the lists for each troop type and these should be strictly
adhered to if the army is to be used in a competitive game.

The rank and file troop types are equipped with certain

10. Decide whether or not to have a baggage train. An army
which includes mercenaries must have a baggage train,
which is assumed to contain at least part of the mercenaries
promised pay (whether money, chattels or provisions).
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Before the game:

1. Allocate characters to units as leader champions, if you
haven’t already done so when selecting units or characters.
Some characters may be left as independent heroes or
wizards, but these may still be associated with a unit in
order to gain shelter from missile fire.

2. Spells should be randomly determined as described on page
9 and noted down.

3. Chaotic attributes should be determined as described on
page p6 (and WFB, p207) and noted down.

4.  Allocate assassins, ball-and-chain fanatics, and other hidden
troops to units and note down which units contain them.

Example
Decide on the total points value of the army.
For 3000 points I can field an effective, compact army, suitable
for competitive play. I am thinking about an army I intend to
collect based on the lists. [ have always been inspired by Elves;
a tough army that will be a challenge to paint and fight with.

Decide which categories of the army list from which
to draw troops.

The army I have in mind would be the army of a small Wood

Elf enclave and there are only two categories from which I want

to draw troops; the rank and file and the character model

categories.

Decide what fraction of the army’s total points value
to spend on each category.

According to the list I must spend at least % of the army’s total
points value on rank and file troops. In a 3000 point army that
means at least 1000 points. I must also have at least one character
as general and may not spend more than % of the total points
value of the army on characters - that means no more than 1500
points. I think I will want to spend about 2000 points on rank
and file and about 1000 points on characters to ensure enough
champions and wizards to support the rank and file. I will use
these figures as a rough guide.

Select the rank and file troops starting with the
compulsory troops.
This is where I must start thinking about the composition of
the army from a tactical point of view. The only compulsory
rank and file troops are 30 archers. Fine. I imagine that a Wood
EIf army should be strong in archers, so 1 would have picked
them anyway. I will start my army selection with 2 units of 15
archers; at 11 points per model that makes 330 points.

Having decided to select an army built around archers, I shall
now go through the list selecting units of archers to form the
core of the army:

The ‘Guards’ are +2 missile elites, so I shall pick one unit of
15 Guards at 15 points each; 225 points.

The Lord’s Bowmen are +1 missile elites and I can have up to
30, so I shall pick two units of 15 at 12 points per model; 360
points.

The ‘Glade Runners’ are archers and also scouts. A Wood EIf
army should have skirmishers and scouts and I think there might
be opportunities to use them to good effect. They seem very
appropriate to my idea of a Wood Elf army, so I shall pick a unit
of 10 at 16 points each; 160 points.

Right, that’s the ‘hard core’ of the army; now to see how many
points I have spent so far. It comes to 1075 points, roughly half
the points I allocated to rank and file. Now for some units to
support the archers and to allow me some tactical variation.

The army needs some close combat infantry and in the Wood
Elf army list these are provided by the Warrior Kinbands. I shall
pick one large unit of 19 warriors at 9 points each; 171 points.
I may think about increasing the size of this unit or even having
two smaller units if I have enough points left, I shall also think
about upgrading them.

Now for a striking force of mounted troops. I have three choices
in this army and I am going to opt for the heaviest cavalry, the
‘Elven Lords’. T want a mobile, hard-hitting reserve and I also
want to introduce a bit of panache into my rustic Wood EIf army.
1shall choose 7 Elven Lords at 31 points each making 217 points.
The 8th model in the unit will be a champion.

Now for some troops that are very ‘Wood Elven’: Wardancers,
Falconers and Shapechangers. Interesting troops, nice figures,
great scope for painting. Some of each should establish the
character of my Wood EIf army. A unit of 10 Wardancers at 20
points each; 200 points. A unit of 5 falconers at 11 points each;
55 points and a shapechanger at 28 points. Total spent on rank
and file so far; 1746 points.

> 0 ol €
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Decide whether to upgrade any of the rank and
file troops.
There is still a good number of points left for upgrading the
rank and file:

A standard for the Elven Lords, costs the same as the trooper
bearing it; 31 points.

Light armour and spears for the Kinband, my main close combat
unit, it needs to be hefty; 19 x 3 makes 57 points.

A standard for the Kinband, I want them to have every possible
advantage in close combat. This costs the same as the trooper
who carries it which (now that I've upgraded them) s 12 points.

Light armour for the two units of Lords Bowmen. I must not
forget that Elven archers are also hand-to-hand fighters. [ want
them to hold the battle-line and stand their ground if they have
to. I don’t expect them to come off worse in a shooting duel,
but I'm going to try and make sure thay don’t. Light armour
for 30 models; 60 points.

‘Wardancers are a devastating shock element in my army so I
shall develop their potential in this respect. I shall arm my 10
wardancers with additional hand weapons and light armour;
a further 50 points.

That seems to be all the essential upgradings I require for the
moment. The total points spent on rank and file stands at 1936
points. It is now time to consider the characters.

Choose troops from the other categories.
Character models is the only other category I intend to select
troops from. I have spent 1936 on rank and file, so I have 1064
to spend on characters.

The army must have a general who will be the character model
with the highest leadership. I shall choose a level 20 hero for
that role; a ‘Sylvan Chieftain’ to lead my small Wood EIf
community to war. His basic cost is 168 points. I shall consider
his personal equipment a bit later.

Now I am going to choose at least one wizard. 1 want two if
possible. Quite apart from my fervent belief that a fantasy army
in general, and an Elven army in particular, should include
magic, I have it on good authority that wizards are essential
to my Elven army. I have high hopes for my Elven archers, but
magic abounds in the Warhammer world and [ may find it
directed against me in battle. Experienced players assure me
that a high level wizard is valuable support for my archers. 1
shall choose a level 20 ‘Greenfay’ at 303 points (a vision of a
Wood Elf enchantress dressed in diaphanous green robes wafts
through my tormented mind - easily worth 303 points!).

Total spent on characters so far; 471 and no equipment. Grim
and ruthless decisions lie ahead.

My main close combat infantry unit, the Kinband, needs a leader
of suitable calibre, a champion. So does my cavalry unit of Elven
Lords. I shall choose two level 10 heroes or ‘Guardians’ at 88
basic points each making 176 points. Character total so far; 647
points.

I need more champions. If only I had the points I would give
all my units champions. It makes sound tactical sense and is
suitably heroic and ‘Elven’. But alas I must be selective. I shall
allocate three level 5 ‘Glade Watchers’ at 48 basic points each
to my elite archer units. Such troops would be bound to have
champions I assure myself. Total spent so far is 647 +(3x48)
making 791 points spent on characters.

Now I want an army standard, or to be more precise, I would
like to paint an army standard. So I shall select a level 5 hero
as army standard bearer. Fortunately, a character of any level
can act as the army standard bearer and does not count double
the points since the standard already costs 50 (all praises to the
enlightened authors of the lists for this new rule). The army
standard and bearer works out at 48+ 50 making 98 points.
Running total so far; 889 points spent on characters

Now I really must start thinking about giving the characters the
equipment they will need:

The general will need light armour at least; 2 points.

The champion of the cavalry will need a lance, light armour,
a shield and a warhorse; 11 points.

The champion of the Kinbands will need a spear, light armour
and a shield; 4 points.

The three champions of the elite archer units will need longbows
and light armour; 15 points.

Total cost for essential equipment of my characters is 32 points.
The total for the characters is now at 921 points.

Calculate the total points value of the army so far

and make any necessary adjustments.
I have spent 1936 points on rank and file. I allocated 2000 and
50 am well within the allowed maximum and minimum for rank
and file troops. I allocated 1000 points to characters and I have
spent 921, again within the maximum and minimum allocation
for characters. The grand total for the army comes to 2857
points. I can spend the remaining 143 points on either characters
or rank and file and the army would still retain its integrity. I
need mounts for the general and the army standard bearer. If
I give them both warhorses that would leave enough points for
a magic attribute or two for the army standard and/or the
general’s weapons. As I look through the list, another alternative
springs to mind. Wain Lords! These Elven chariots cost 128
points and the model is very impressive. I check the section
of the list entitled ‘Riding in Chariots’ where it says that character
models can ride in chariots and that this does not affect the
points value of either the characters or the chariot. Furthermore,
chariots carrying characters can be treated as separate units of
one vehicle. This is excellent; this is what I want to hear, the
author’s mind is clearly as devious as my own. I shall mount
my general in a chariot and I shall mount my army standard
bearer in the same chariot beside him. This will look magnificent
and be very appropriate for an Elven chieftain, very ‘heroic’.
A chariot at 128 points brings the grand total of the army up
to 2985 points which is only 15 points away from the maximum
of 3000 points.

I have several options open to me to use these remaining 15
points wisely:

A horse or warhorse for the wizard?

A longbow, shield and improved armour for the general?
Armour for the standard bearer?

Eventually I decide on a shield (1), and upgraded armour (+1
- from light to heavy), and a longbow (3) for the general, a
warhorse (6) for the wizard, and heavy armour (2) for the
standard bearer - totalling 13 points. The total points value of
the army is now 2998 points.

The Final Army.

The order of battle of my Wood EIf army is as follows:
1 level 20 general in a chariot with a level 5
army standard bearer.

1 unit of 8 cavalry including mounted level 10 champion.
1 unit of 16 +2 missile elite archers with
level 5 champion.

2 units of 16+ 1 missile elite archers each including
level 5 champions.

1 unit of 20 Elven spearmen including a level 10
champion and unit standard bearer.

2 units of 15 archers.

1 unit of 10 scouts.

1 unit of 10 wardancers.

1 unit of 5 falconers.

1 shapechanger (to be hidden in a unit).

1 level 20 wizard mounted on a warhorse.
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ARMY LISTS

—= DARR ELVES >

Over five millennia before the present, a great civil war arose
in the land of Ulthuan. This war lasted for almost two thousand
years, and is known amongst Elves as the Kin Strife. It was a
time of anarchy, terror, death and bloodshed. It began when
some Elves foresook their ancient gods and sought out the dark
gods of evil sorcery. Some even turned to the foul gods of Chaos.
‘When their uncorrupted kindred tried to suppress these sinister
cults, the Elven kingdoms were plunged into a long and bloody
war. Ultimately, the Dark Elves, as these renegades were called,
were defeated and banished. They sailed into the west and
settled in the land of Naggaroth, in a bitter and resentful exile.
Here they established their own realms amongst the cold
mountains and dark pine forests. The largest and oldest of these
settlements is the city of Naggarond, which means Tower of
Chill, an apt title for this stony citadel of sorcery and daemonic
sacrifice.

Female Dark Elves are as ferocious and even more blood-thirsty
than their male kin. Most deadly of all are the dreaded Witch
Elves, deadly female warriors who are held in great awe by the
rest of Dark EIf society. After battle, they make sacrifices to
Khaine the God of Murder and bathe in iron cauldrons brimming
with blood. Then they lead a frenzied congregation of their
warrior comrades in depraved orgies and insane rituals to
celebrate their victory.

In the caverns deep below the stony peaks of Naggaroth, the
Dark Elves found and tamed the great lizards known as Cold
Ones. By means of powerful aromatic herbs, the Elves made
themselves immune to the powerful stench of these creatures,
so that they could ride them into battle.

Dark Elves wear dark and sinister attire. Their helmets and other
war-gear are highly decorated with distinctive swirling patterns
in black, gold and silver. Their shields and standards bear fell
symbols of death and terror, or else images and badges of the
evil gods that they worship.

THE DARK HORDE

—= ARMY SELECTION >

Force Minimum Maximum

Rank & File models | % Army’s total PV | Whole army less 1 Hero

Character models 1 Hero %2 Army’s total PV
Heroes 1 model
Wizards 0 8
Allies 0 Y% Army’s total PV
Ethereal or
Monstrous host 0 Y Army’s total PV

A Dark EIf army may include a baggage train at no extra cost.

—= CHARACTER MODELS >

Character models are heroes and wizards. The player may spend
up to half of the army’s total points value on character models
and must include at least one (ie, the General).

General: The army must be led by by a General who will be
the character model with the highest leadership characteristic.

Army Standard: The army is allowed one army standard which
must be carried by a character model, and paid for from the
character points allocation. Army standards cost 50 points.

Riding in Chariots: Character models may ride in chariots
included as part of the army’s rank & file points allowance. This
does not affect either the points value of the chariot or the
character. Chariots carrying characters can be treated as separate
units of 1 model.

Points: The points costs given for characters are for a basic
unarmoured model with a hand weapon. Characters should be
provided with armament as depicted on the model and selected
from the following list. If the model is carrying a piece of
equipment zot mentioned on the table, it may be ignored.

Points cost Points cost
- OF NAGGAROTH > per per
Item character | Item | character
thg‘sSSTWIAmamawrm model model
Dark EIf 5|44
8 | SLARRLALLE. 2 ? 8 2 Close Combat Riding Animals
. Weapons Horse 3
5 Hero 5|5|/5(4|3(1]7]|2( 8 9 9 8 |48 Additional hand Warhorse 6
10 Hero 5/6|5(4{4[2[7[3[9+1 9] 9 8 |88 weapon 1 Cold One 22
15 Hero 5/6/5/4/4/3/8[3]10+2| 9 [10+1] 9+1 [128 Double-handed
b0 |5]7]5]4falalolalt0e3] 9 [r0e1] 041 [16B] | weapon . g]“_”’“s's s
25 H ai imera 5
5 Hero 5|7[6]4]4/4/9]4]10+3[10+2 10+2 | 10+2 | 208 Latice 2 Dragon 1 250
Spear 1 Dragon 2 350
GWizard |5(5|4|4[3|1[6]1] 8 [10+1]10+1] 9+1 | 78 Dragon 3 450
10Wizard |5)5/4(4[3/2)7]1]9+1 [10+2 1041 10+2| 118 Missile Dragon 4 550
15Wizard |56 (4 4[4|3][7[1]10+2]10+2 10+2]10+2[203] | Weapons Dragon 5 650
20Wizard |56 (54448 1]10+210+3 10+2 | 10+3 |303 E;gg:ﬁl“é 3 “Dvrijfg‘;‘;%mgon o
25Wizard [5]7(6[4(a]4]9[1]10+3]10+310+3]10+3[418 S y Griffon 200
Base sizes: Infantry - 20mm x 20mm; Cold One riders - 25mm x 50mm. Throwing knives 1 Hippogriff 200
R ¢ ¢ ; i Wyvern 180
xim;?t. Dark EIf armies can be of either Evil or Chaotic Arimiiis Temple Dog 85
g : Shield 1 Giant Spider 45
Psychology: Dark Elves hate other EIf kindreds. Witch Elves Light armour 2
are subject to frenzy. Heavy armour 3
Chaos Attributes: Dark EIf character models may manifest Horse or
chaotic attributes, subject to the provisions on page 6. A Dark :m;lh'om 4
arding

EIf character may have up to D6-3 personal attributes.
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Heroes

The army has a theoretical maximum of 26 hero models, but
no more than half the army’s total points value may be expended
on them. The maximum number of heroes available at each level
is given below:

Points per
Maximum availability ' model
6 Deathshades (level 5 heroes) 48
5 Witch-helms (level 10 heroes) 88
4 Death Dealers (level 15 heroes) 128
3 Deathcaps (level 20 heroes) 168
2 Dark Lords (level 25 heroes) 208
2 Bloodshades (level 5 assassins) 48
1 Goredirker (level 10 assassin) 88
1 Bloodfetch (level 15 assassin) 128
1 Dagulus (level 20 assassin) 168
1 Doomblade(level 25 assassin) 208

Champions

Level 5, 10 and 15 heroes must be assigned to specific units as
leaders (unless designated as the Army Standard Bearer). These
‘hero-leaders’ are referred to as champions. Champions are part
of the unit they are assigned to and cannot leave it (see WFB,
p93).

Assassins

Any child born to a Witch EIf is cast into a cauldron of boiling
blood to live or perish according to the whim of Khaine, God
of Murder, Those chosen by Khaine to survive this horrific
ordeal become his Adepts, and are brought up in the cult to
become Assassins. Dark EIf assassins may make poisoned
attacks.

Wizards

The army may contain a maximum of 8 wizards. The maximum
number of wizards available at each level and their points costs
are given below. Wizards of any level may be assigned to units
as champions, or may be left as independent characters, free
to associate with any unit in the normal way.

Magic Items for Characters

Character models can be equipped with magical items by paying
the points indicated on the Magic Items Chart (p13). This comes
out of the points allocated to the the character model points
allowance. The items must be one of the following:

Any character model may carry one magic weapon with
up to one magic attribute for every 5 ‘levels’ of the character
(ie, a level 5 character may carry a weapon with one
attribute, a level 15 character may carry a weapon with
three, etc).

Character models may be equipped with any sort of magic
missiles.

Any or all of the army's wizards may be equipped with up
to three scrolls, each containing up to three different spells
of level three or lower.

Four of the army’s character models may wear a ring with
a spell of level 3 or lower.

Three character models may be equipped with magic
armour.

The army standard may have up to 2 magical abilities.

—~= RANK § FILE >

At least a third of the army’s total points value must be spent
onrank & file troops organised into units. Any unit may be given
a unit standard bearer and/or a musician (see WFB, p77).
Standard bearers and musicians must be equipped in exactly
the same way as the rest of the unit, and cost twice the points
value of a basic trooper.

Any unit indicated may convert an ordinary standard into a
magic standard with a single ability. The ability may have a points
value up to the amount shown. The specific ability must be
chosen and noted down before the game (see p15).

Any unit indicated may convert an ordinary musical instrument
into a magic instrument with a single ability. All magical
instruments cost an extra 25 points as indicated below. The

Generating Spells

The number of spells available to each level of wizard is as
follows:

Character | Magic Number of spells at level
fevel level 1 2 3 4

5 1 3 0 0 0

10 ! 6 0 0 0

15 2 6 3 0 0

20 3 6 3 3 0

25 4 6 3 3 3

Spells should be generated from the appropriate spell level of
the Battle Magic chart, except that at least one spell of each
level must be generated from either the Daemonic or
Necromantic charts instead. In addition, the player may choose
to employ more Daemonic or Necromantic magic, by replacing
any or all Battle Magic spells with Daemonic or Necromantic
spells of the same level. Finally, one Battle Magic spell from any
level may be replaced by an Illusionist spell of the same level.
Note that Dark EIf wizards never have Elemental spells.

’ B ol

Points per ii‘eeciﬁlcﬁ :;bility must be chosen and noted down before the game
Maximum availability model p6)-
3 Hellfays (level 5 wizards) 78
3 Grimwitches (level 10 wizards) 118
3 Death-hoods (level 15 wizards) 203
2 Witherwitches (level 20 wizards) 303
1 Wizendamn (level 25 wizard) 418
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ARMY LISTS

0-20 HELLDRAKES ' 0-30 DOOMSTEEDS
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+3SHOCKELITE |—|5|4[/4|3[1[7/1/8[9|9]|8 +2SHOCKELTE |-|5|4(3[3[|1]7]|1]|8|9]|9]|8
COLDONEMOUNT |8 |3 |0 |4 |4 (—-|1|2|—|—-|—-]|- WARHORSE slalolalzl=lala]=]=|=]|=

MODELS PER UNIT: 5-15 MODELS PER UNIT: 5-20
POINTS PER MODEL: 39 ' POINTS PER MODEL: 33

WEAPONS: HAND WEAPON WEAPONS: LANCE &
HAND WEAPON

ARMOUR: LIGHT ARMOUR ARMOUR: LIGHT ARMOUR
& SHIELD & SHIELD
OPTIONS OPTIONS
ANY UNIT MAY HAVE: ANY UNIT MAY HAVE:
CROSSBOWS ... ... 6 CROSSBOWS .. ........ S
LANCES . ... d

ONE UNIT MAY HAVE:

ONE UNIT MAY HAVE: REPEATING CROSSBOWS........8

REPEATING CROSSBOWS........8 HORSE BARDING. . .. .8

MAGIC STANP:\RD T T MAGIC STANDARD..... .50

MAGICAL INSTRUMENT. ...... 25 MAGIC INSTRUMENT.......... 25
Dark EIf nobles who choose to ride the fearful Cold Ones are awesome Dark Elf Lords prefer to fight mounted, riding down their enemies with
warriors. They inbale corrosive infusions to deaden their sense of smell their swift black warborses.

50 that they may endure the stench of these great lizards.

0-40 DOOMDRAKES 0-40 DARK RIDERS

BeiS|TiWitinltdlim|cl

+1SHOCKELITE |- [5|4(3[3|1]|6|1|/8|/9|/9|8
COLDONEMOUNT |8 (3|0 (44| —-|1]|2]|—|—[—]|—
MODELS PER UNIT: 5-15 X MODELS PER UNIT: 10-20

POINTS PER MODEL: 35
WEAPONS:  HAND WEAPON

POINTS PER MODEL: 22
WEAPONS: HAND WEAPON

ARMOUR: LIGHT ARMOUR ARMOUR: LIGHT ARMOUR
& SHIELD & SHIELD
OPTIONS OPTIONS
ANY UNIT MAY HAVE: ANY UNIT MAY HAVE:
CROSSBOWS .....cnmivns o5 v o ¢ 6 LANCES . T NS S -
LANCES.. ... “ PR CROSSBOWS .. ................0
ONE UNIT MAY HAVE: ONE UNIT MAY HAVE:
REPEATING CROSSBOWS. ... ... .8 REPEATING CROSSBOWS. ... ....8
HORSE BARDING.............. 8
These are young riders, yet to attain full mastery over their lizard mounts, Heralds of the armies of Naggaroth, these fell riders spread fear before

them as they burn and pillage. Their mirthless laughter chills the blood
of their victims, and it is said that their eyes never blink.

0-15 SHADOWS

Miwsiss| ST Wit A-F.dlmct
DARKELFSCOUT |5 /4[a[3[3[1]/6]/1]8 9/8

MODELS PER UNIT: 5-10
POINTS PER MODEL: 13
WEAPONS: HAND WEAPON
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OPTIONS
ANY UNIT MAY HAVE:
CROSSBOWS . ... co0 ve psioims on ue 3
REPEATING CROSSBOWS. 4
SHIELDS!. . oo s, mie e = gk 1
LIGHT ARMOUR 2

Dark EIf scouts are sly and cunning. They are masters of the ambush,
seeking shadows and gloom in which to lurk, wearing twilight colours
that merge with the shade.




20-60 CROSSBOWMEN

. Imiwsles s iT w1 [Aldimiciwe
DARK ELF 5/4/a[3/3[1]/6]/1/8B[9]/9.8
MODELS PER UNIT: 10-20

POINTS PER MODEL: 13

WEAPONS: CROSSBOW &

HAND WEAPON

ARMOUR: LIGHT ARMOUR
OPTIONS

ONE UNIT MAY HAVE:
DOUBLE-HANDED WEAPONS. .. .2

ONE UNIT MAY SUBSTITUTE:
REPEATING CROSSBOWS
FOR CROSSBOWS......

ANY UNIT MAY HAVE:
SHIELDS . ooz o0 o

Being great exponents of the ambush, Dark Elves favour the use of the
crossbow, and are capable of putting it to devastating effect against their
enemies.

40-100 WARRIORS

0-8 WHELP MASTERS

DARK ELF mwslies|s [T Iwil A |udmiciiwe
ANIMAL HANDLER| 5 | 4 |4 [3[3[1]6[1]8][9 ]9 |8
CHAOSHOUNDS |6 40|a|a[2]a]2]6]4(6]6
WARHOUNDS 6|3/ol3[3]1]4al1]6lal6]a
MODELS PER UNIT: . 1-3
HANDLERS WITH PACKS
POINTS PER MODEL: 13
WEAPONS: HAND WEAPON
ARMOUR:  NONE
OPTIONS
ANY ANIMAL HANDLER MAY HAVE:
B SEHIEREY, . 2 o0 e von os Gawen ek 1
LIGHT ARMOUR. ..............2
HANDLERS MAY LEAD EITHER:
CHAOS HOUNDS. . ............ 23
WARHOUNDS . . ............... 4
There is nothing these dep: Iike better than the chase,

setting the dogs on fleeing foes, bunting quarry for the cauidrons. Each
bandler may control a pack of 2-6 animals. Two or more packs may be
merged to form larger units, but units may contain only one type of
creature.

0-1 DARK ELF WAR ALTA
BT ERY

i1d |t |Gl ]

MODELS PER UNIT:
POINTS PER MODEL:

15-30
11

WEAPONS: HAND WEAPON
ARMOUR: LIGHT ARMOUR
& SHIELD
OPTIONS

‘ONE UNIT MAY HAVE:
DOUBLE-HANDED WEAPONS
HALBERDS . . -

A MAGIC STANDARD..........2
A MAGIC INSTRUMENT . . 2

VA N

8/9/9/8

WEAPONS:
HAND WEAPONS

MODELS PER UNIT:
1 ALTAR & GUARDS

ARMOUR:
LIGHT
ARMOUR

CREW:
2 WITCH ELF
ALTAR GUARDS

POINTS
PER
MODEL:

AN 70

OPTIONS ALTAR GUARDS MAY HAVE:
WAR ALTAR MAY HAVE: A MAGIC STANDARD..... 50
UP TO 3 EXTRA GUARDS.........10 A MAGIC INSTRUMENT...... 25

The grim warrior bands of the Dark Elves comprise the vast bulk of their
numerous infantry. No Dark Elven force ever goes to war without a
regiment or two.

Dark Elf sacrificial altars may be brought right up to the siaughter fields
in readiness for the victory celebrations. The presence of an altar fills the
Dark EIf warriors with predatory zeal lest the gods be disappointed.

10-60 WITCH ELVES

PEATING BOLT THROWERS

0

MWSBS| 5 | T W | ! AL int|Ci WP
DARK ELF 5/4/4[3[3[1]6]1]8]9]a]s
MODELS PER UNIT: 10-20
POINTS PER MODEL: 10
WEAPONS: HAND WEAPON
ARMOUR:  LIGHT ARMOUR
OPTIONS

ANY UNIT MAY HAVE:
ADDITIONAL HAND WEAPONS. . . 1
POISONED ATTACKS I

ONE UNIT MAY HAVE:
CROSSBOWS 3

The Witch Elves are the most evil of all their diabolic kin. They are
terrifying adversaries who can be driven into a frenzy of unquenchable
bloodlust by the excitement of battle. They can seem almost possessed as
they scream amidst the carnage of battle, shaking their long, loose bair
and anointing themselves in the blood of their foes.

DARK ELF CREW (2}

REPEATING
BOLT THROWER

MODELS POINTS
PER (Inc. CREW):
UNIT: 58
1-4 BOLT
THROWERS
WEAPONS: ARMOUR:
HAND LIGHT
WEAPON ARMOUR

When the enemy masses together in stubborn defiance they present an ideal
target for this deadly weapon. The repeating dart thrower fires a constant
barrage of missiles upon the bapless foe.




ARMY LISTS

—= SKIRMISHERS (sce W, p100) 3=—

— HOSTS >

The following units may operate as skirmishers if the player
wishes. Skirmishing units must be noted down before the battle.
The maximum size for a skirmishing unit is 15 for for foot troops
and 10 for mounted troops.

Maximum npumber of

Unit type skirmishing units
Crossbowmen 2
Shadows 2

—= BAGGAGE >

The armies of Naggaroth are burdened with the countless
instruments of ritual as well as the usual supplies and non-
combatants. Great iron cauldrons, spits, tongs, cages and all the
tools of torture will be needed once they have gained possession
of the fields of slaughter. The baggage attendants comprise a
great multitude of the very young, the old and the infirm.
Among them will be a few ancient and malicious hagwitches,
kindling the fires of spite and resentment.

A Dark EIf baggage train is represented by one wagon and 5
Elves per 1000 points worth of troops. These will have standard
Dark EIf profiles, are unarmoured and use improvised weapons.

—= ALLIES >

Dark Elves may seek allies among other evil or chaotic races,
The player may spend up to one third of the army’s total points
on allies. The allies must be assembled using the Allies Section
(p126), and chosen from the following contingents:;

Chaos Allies
Skaven

Fimir
Undead

—= MERCENARIES >

Dark Elves sometimes offer a share in the spoils to vicious
mercenary bands in return for their services in battle, thus
attracting those who like booty as much as blood. The player
may spend up to one third of the army’s total points on
mercenaries. Mercenaries must be assembled using the
Mercenary Section (p150), and chosen from the following:

Nippon Hobgoblins Ogres

,O @'j"{

¢

allt 4
L1} 4

A Dark EIf wizard may magically bind a Monstrous, Ethereal,
or Chaotic bost prior to the game. The player may spend up
to one quarter of the army’s total points on a host, using the
rules in the Warbammer Bestiary (see WFB, pp240 & 263).

Points cost

A Moastrous host may contain; per model

0-20 Cold Ones 22

0-30 Cold One Warhounds 8

0-1 Dragons 250-800

0-30  Giant Bats 2

0-30  Giant Leeches 6

0-8 Giant Scorpions 45

0-8  Giant Spiders 45

0-1 Swarms 250

0-20 Warhounds 4
Points cost

An Ethereal host may contain: per model

0-8 Ghosts 50

0-1 Spectres 200

0-1 Spectral Steed (for Spectre only) 225

0-2 Wights 100

0-2 ‘Wraiths 150
Points cost

A Chaotic host may contain: per model

0-6 Chaos Hounds 23

0-1 Chimeras 250

0-2 Cockatrices 150

0-2 Griffons 200

0-6  Harpies 15

0-1 Hippogriffs 200

0-1 Hydra 200

0-1 Jabberwock 200

0-1 Manticore 200

0-2 Wyverns 180
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ARMY LISTS

e VR e —
—= WOOD ELVES >

‘Wood Elves dwell deep in the vast, trackless forests of the Old
World. Although these forests may lie within human kingdoms,
the hidden enclaves of the Wood Elves are so remote as to form
realms apart. Living in small scattered communities, Wood Elves
shun close contact with humankind, and are still more wary
of Dwarfs. Their real enemies, however, are Goblins and servants
of Chaos.

Wood Elf realms are able to muster small but formidable armies.
They fight mainly to defend their own lands but then they are
both tenacious and ruthless, The core of a Wood EIf army is
its archers, many armed with the famed Elven longbows. Others
train wild beasts or birds of prey as ferocious living weapons.

Wood Elf warriors wear woodland colours, which allows then
to merge with the trees and undergrowth. Like all Elves, Wood
Elves are ingenious and imaginative and, although their attire
and armament may be made from simple woodland materials,
it is elegant, robust, and exquisitely decorated.

—=X WOOD ELF HOST >»—

: MwsBsiSTTIW[I[A] 1d [m] O | WP |Pw
Elf sl4l4l3[3[1]6[1] 8 [9] 9 [ 8 [8]
5 Hero 5|6]6)4]13]|1(7[2] 8 9 9 8 |48
10 Hero 5(6(5[/4[4]2[7[3]9+1 ]9 9 8 |88
15 Hero 5(6)5[4)43|83/10+2] 9 |10+1] 9+1 |128
20 Hero 517 |5[4[4,4[9]4/10+43] 9 [10+1 | 9+1 | 168
25 Hero 5[7]6[4|4]4|9]4[10+3]10+2/10+2|10+2|208
5 Wizard 5/5|4(4/3|1]6]1 8 |10+1/ 1041 | 9+1 | 78
10Wizard |5({5|4/4[3][2[7]1]9+1 [10+2/10+1]10+2| 118
16Wizard |56 |4 /4(4/3[7[1]10+210+2 10+2|10+2|203
20Wizard |5 |6 [5(44[4[8]1]10+2[10+3 10+2 | 10+3|303
25 Wizard |57 64 |4/4]9]|1[10+3]10+310+3]10+3|418
Treeman 6 8[36[7]6]2]4] 9 |9 ] 9 | 9 280
Base Size: Infantry - 20mm x 20mm; Cavalry - 25mm x 50mm;

Treemen - 40mm x 40mm

Alignment: Wood EIf armies are Good.

—= ARMY SELECTION >»—

Force Minimum | Maximum

Rank & File models | % Army’s total PV | Whole army less 1

Hero

Character models 1 Hero Y2 Army’s total PV
Heroes 1 model
Wizards 0 8
Allies 0 Y5 Army’s total PV
Ethereal host 0 Y Army’s total PV

—= CHARACTER MODELS >

Character models are heroes and wizards. The player may spend
up to half of the army’s total points value on character models,
and must have at least 1 (ie, the General).

General: The army must be led by a general who will be the
character model with the highest leadership characteristic.

Army Standard: The army is allowed one army standard which
must be carried by a character model and paid for from the
character model points allowance. Army standards cost 50
points.

Riding in Chariots: Character models may ride in chariots
included as part of the Army's rank & file points allowance.
This does not affect either the points value of the chariot or
the character. Chariots carrying characters can be treated as
separate units of 1 vehicle.

Points: The points costs given for characters are for a basic
unarmoured model with a hand weapon. Characters should be
provided with armament as depicted on the model and selected
from the following list. If the model is carrying a piece of
cquipment #ot mentioned in the table, it may be ignored.

Points cost Points cost
per per
Item character | Item character
model model
Close Combat Riding Animals
Weapons Horse 3
Additional hand Warhorse 6
weapon 1 Dragon 1 250
Double-handed Dragon 2 350
weapons 2 Dragon 3 450
Lance 2 Dragon 4 550
Net 1 Dragon 5 650
Spear 1 Dragon 6 750
Winged Dragon +50
Missile Eagle 75
‘Weapons Unicorn 80
Javelin 1 (Female riders
Long bow 3 only)
Short bow 1
Throwing spear 1
Armour
Shield 1
Light armour 2
Heavy armour 3
Horse or war-
horse barding 4

Heroes

The army has a theoretical maximum of 24 hero models, but
may spend no more than half its total points value on them.
The maximum number of heroes available at each level, and
their points cost are given below:

Wood Elves do not hire mercenaries, and rarely use baggage
trains, although they may do so at no extra cost (see p43).

s e .
g -/’9 {?« o
’ ,‘ﬂ @.’3 < _n
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s

e Points per
Maximum availability model
10 Glade Watchers (level 5 heroes) 48
5 Guardians (level 10 heroes) 88
4 Wood Lords (level 15 heroes) 128
3 Sylvan Chieftains (level 20 heroes) 168
2 Sylvan Kings (level 25 heroes) 208
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Champions

Level 5, 10 and 15 heroes must be assigned to specific units as
leaders (unless designated as Army Standard Bearer). These
‘hero-leaders’ are referred to as champions. Champions are part
of the unit they are assigned to and cannot leave it (see WFB,
P93).

Wizards

The army may contain a maximum of eight wizards. The
maximum number of wizards available at each level and their
points costs are given below. Wizards of any level may be
assigned to units as champions, or may be left as independent
characters, free to associate with any unit in the normal way.

Points per
Maximum availability model
3 Woodfeys (level 5 wizards) 78
3 Spellsingers (level 10 wizards) 118
2 Sylphseers (level 15 wizards) 203
2 Greenfeys (level 20 wizards) 303
I Dryad (level 25 wizard) 418

Generating Spells
The number of spells available to each level of wizard is as
follows:

Magic Items for Characters
Characters can carry magical items by paying the points
indicated on the Magic Iltems Chart (p13). These are paid for
from the character model points allowance and selected from
the following list:
Any character model may carry a single magic weapon with
up to one magic attribute for every 5 ‘levels’ of the character
(ie, a level 5 character may carry a weapon with one
attribute, a level 15 character may carry a weapon with
three, etc.)

Four character models may be equipped with any sort of
magic missiles.

Wizards may be equipped with up to three scrolls each.
The scrolls may contain up to 4 different spells of level 3
or lower.

Three of the army’'s character models may wear a ring with
a spell of level 3 or lower.

Two character models may be equipped with magic armour.

The army standard may have up to three magical abilities.

~=< RANKR § FILE >

Character | Magic Number of spells at level
level evel 1 2 3 4

5 1 3 ! 0 0 0

10 1 6 V] 0 0

15 2 6 3 0 0

20 3 6 3 3 0

25 4 6 3 3 3

All spells are generated randomly from the appropriate spell
level of the Battle Magic Chart. In addition a player may choose
to employ other types of magic. A Wood EIf wizard may
substitute any Battle Magic spell for an Illusionist spell of the
same level, and one Battle Magic spell from each level with an
Elemental spell of the same level. Wood EIf wizards do not use
Necromantic or Daemonic spells.

At least a third of the army’s total points value must be spent
on rank & file troops. All units are automatically assumed to
have a leader with the same profile as the rest of the unit.

Any unit may be given a unit standard bearer and/or a musician.
Standard bearers and musicians must be equipped in exactly
the same way as the rest of the unit, and cost twice the points
value of a basic trooper.

Any unit indicated may convert an ordinary unit standard into
a magic standard with a single ability. The ability may have a
points value up to the amount shown and must be chosen and
noted down before the game (see p15).

Any unit indicated may convert an ordinary musical instrument
into a2 magic musical instrument with a single ability. All magical
instruments cost an extra 25 pts as indicated below. The specific
ability must be chosen and noted down before the game, see plo6.

AT
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0-20 ELVEN LORDS 0-4 WAIN LORDS

MiwsiBS|S | T Wt [Ajidiim|ciiwel FHEAVY CHARIOT |M WS(8SIS | T W |1 |A L im| CIIWP
+1SHOCKELITE |[-|5|4/3|3[1]|6|1/8|/9]|9]8 ELF CREW (4) 5|4(4|3[3|1]|6[1(8|9]|9]|8
WARHORSE 81310/4/3[]3]1|—|—|—]|— WARHORSE (4) g/3/0[4]3]|1]3[1]3]|3]/3]|3

MODELS PER UNIT: 5-20 MODELS PER UNIT: POINTS PER MODEL;
POINTS PER MODEL: 31 1-4 CHARIOTS o
WEAPONS: LANCE &
S " WEAPONS: ARMOUR:

HAND WEAPON HAND WEAPONS " LIGHT ARMOUR
ARMOUR: LIGHT ARMOUR

& SHIELD

OPTIONS

ONE UNIT MAY HAVE:
WARHORSE BARDING . . 8
A MAGIC STANDARD. . .. E .50
A MAGICAL INSTRUMENT. .....25

The lords of Efven conimunities and their noble retainers ride magnificent
warhorses into battle. Wood Elves favour roan and dappled horses,

Plaiting their mains and ornamenting their bridles with bair-plumes and OPTIONS

ANY CHARIOT RIDER MAY HAVE
Jewels. ANY CHARIOT MAY HAVE: SHIELD . . 8
SCYTHED WHEELS. 20 LONG BOW 6
) JAVELIN . 2
ONE CHARIOT MAY HAVE
o 40 woon R[DERS A MAGIC STANDARD. ... 50 ONE CHARIOT RIDER MAY BE:
h A MAGICAL INSTRUMENT ...25 A FALCONER 5 o
- Lhot
MIWSIBSI S| T{WI{i! @A/ lLd|int|CliWp Amongst the open glades of the Eiven woods, mighty lords race their
glittering chariols in preparation for war. Elven chariots are made from
ELF 8 14/4/3/3)116/1/8[/9]9 8 the wood of the lornalim tree and are incredibly light and strong.
D 0 ALLOWA 0 0 Note that if chariot warriors bave shields, all crew including the driver
count as shielded. The points additions bave been calculated accordingly.
MODELS PER UNIT: 10-20 Chariot crews are considered to be armed with hand weapons irrespective
POINTS PER MODEL: 20 of weapons carried by the model.

WEAPONS:  SPEAR &
HAND WEAPON

ARMOUR: SHIELD

OPTIONS Al
ANY UNIT MAY HAVE: z
JAVELINS .....ooviiiinnnn... 2 )
LONGBOWS. . ... RN X
=

ONE UNIT MAY HAVE:
A MAGICAL INSTRUMENT. ... ..25

RN

Most Wood Elf settlements can muster riders. They are valued as messengers
and patrol the woodland ways. In time of war, these band togetber to
provide the Wood EIf host with a useful mounted force.
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0-20 GUARD 0-40 WARDANCERS

Miwsies| s i Tiwl 1| A [taim] cilwel Miwsies| S |7 Wil [Al[Ldiim]ciijwe
+2MISSILEELTE |5 4 |5[3[3[1[7]1]/8/9]a]s ELFWARDANCER [5[aa[3/3[1]6[1]8]9]a]s
MODELS PER UNIT:  10-20 MODELS PER UNIT:  5-10
POINTS PER MODEL: 15 POINTS PER MODEL: 20
WEAPONS: LONGBOW & WEAPONS: HAND WEAPON
HAND WEAPON
ARMOUR: LIGHT ARMOUR ARMOUR: NONE
OPTIONS OPTIONS

ANY UNIT MAY HAVE:

DOUBLE-HANDED WEAPONS. .. .2
SEIBLIYS ... covaluviansions sonpmmie 5 all
SPEAR: .o vivis oo 5
MAGIC INSTRUMENT. g
MAGIC STANDARD............

ANY UNIT MAY HAVE:
ADDITIONAL HAND WEAPONS. . . 1
DOUBLE-HANDED WEAPONS. 2

FLAILS 5 T3 LI 2
SPEARS ........... 5.8 e 5 3
SHIELDS . .. o i s 1
LIGHT ARMOUR. ..............2

Large settlements are protected by contingents of guards who watch the
Jorest paths from their bidden strongpoints. These small units of Guards
Jorm the core of Wood EIf campaigning armies.

Wardancers are courageous and incredibly athletic warriors. Their style
of fighting is fleet and agile like a deadly ‘dance’ which cuts a swathe
through their foes.

0-30 LORD'S BOWMEN

0-30 GLADE RUNNERS

. M(WS[BSES | T W 1 A Ld|int|Cliwp MiwsiBS|S [Tiw i Aid|miciiwe
+1 MISSILE ELITE 5|4 5/3/3/1/6/1(8[9/9 |8 ELF SCOUT 5/4]5|3|3/1(6/1(8[|9]|9]|8
MODELS PER UNIT: 10-20 MODELS PER UNIT: 5-12
POINTS PER MODEL: 12 POINTS PER MODEL: 16
WEAPONS: LONGBOW & WEAPONS: LONGBOW &
HAND WEAPON HAND WEAPON
ARMOUR: NONE ARMOUR: NONE
OPTIONS OPTIONS
ANY UNIT MAY HAVE: ANY UNIT MAY HAVE:
LIGHT ARMOUR. ... s i e B SHIELDS - p— |
SHIEEDS: owomvinn s o a6 1

ONE UNIT MAY HAVE:
A MAGIC STANDARD........ .
A MAGICAL INSTRUMENT

ONE UNIT MAY HAVE:
A MAGICAL INSTRUMENT.....

The best archers in a Wood Elf realm are banded together by their lord
into elite contingents who live in the lord’s ball in constant readiness.

These are bands of scouts, way-watchers, messengers and hunters. They
can follow the tracks of any who enter the forest for great distances while
remaining unseen. They know the woodland trails intimately and can
lead intruders astray with ease.

30-60 ARCHERS

0-60 WARRIOR KINBANDS

, Mwsias s | T (W[ 1 [A Ldlit|cilwp
ELF 5[alalafa]1]6/1]8]a]als

: Miwsies!is it wli|aidim|cijwe
ELF 5144331618998
MODELS PER UNIT: 10-20
POINTS PER MODEL: 11
WEAPONS: LONGBOW &
HAND WEAPON
ARMOUR: NONE
OPTIONS
ANY UNIT MAY HAVE:
SHIBEDS - .. v ook o3 s slemmns sk 1

‘ONE UNIT MAY HAVE:
LIGHT ARMOUR.

MODELS PER UNIT: 10-30
POINTS PER MODEL: 9

WEAPONS:  HAND WEAPON

ARMOUR: SHIELD
OPTIONS

ANY UNIT MAY HAVE:

LIGHT ARMOUR.... oo ccoin s wmsivss & 2

SPBARS' .00 oo ot sn it o i A

ONE UNIT MAY HAVE
ADDITIONAL HAND WEAPONS. . .1
DOUBLE-HANDED WEAPONS. .. .2
A MAGIC STANDARD. ... o
A MAGICAL INSTRUMENT. .. ..

25
25

Many Wood Elves fight as archers, using a bow fashioned from the lornalim
tree which grows in the woods of the Old World. The longbow is their
natural weapon, and one with which they are highly skilled.

Elves live in very close families wbhich form the basis for warriors bands
in times of war. These kinbands carry a family banner and wear the
Sfamily’s badge upon their war-gear.
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0-6 BEASTMASTERS 0-8 SHAPECHANGERS (see WFB, p99)

ELF ; miwsiasis T w1 [Aldim]cllwe imiwsies| S iTi{Wit!lAlLdint|c
ANIMAL HANDLER |5 /4 |a3[3/1]6/1]8/a]a]s ELF SHAPECHANGER | 5 (4 |4 (3|3 |1[6|1|8]|9 |98
MODELS PER UNIT: POINTS PER MODEL: GIANT WOLF 9|4(0[3]3]|1]3|2*|3]|4]4]4
1-3 HANDLERS WITH PACKS BOAR 7/3/0/3|3]|1(3[2*[3[44a]a
BEAR 4/3/0/4/4/2/3[3*|6[3]6]6

D A AL & APON ATTA

MODELS PER UNIT: UP TO 1/5
OF UNIT

POINTS PER MODEL: 28
WEAPONS: HAND WEAPON

ARMOUR: NONE

OPTIONS
ANY MODEL MAY HAVE:

SPEARS s it St
DOUBLE-HANDED WEAPONS. .. .2

WEAPONS: ARMOUR:
HAND WEAPON NONE
HANDLERS MAY LEAD:
OPTIONS BEARE o1 o -
ANY UNIT MAY HAVE: BOARS susen i 6
SHIELDS . . . s 1 WARHOUNDS ... ........ . 4
LIGHT ARMOUR................2 WILD CATS. . sosvoscivn cus s 21
These are the favoured kin of animal spirits and are able to manifest the

Wood Elf Beastmaslers train their packs ready to follow their lords in the
wild buni. In battle the quarry is the foe. Each bandler may control from
2-6 animal models, and two or more handlers and their packs may be
merged to form larger uniis. Each animal handler unit may contain only
one type of creature, however . :

0-20 FALCONERS

imiwsies|s T iwii A/ td]int

characteristics of a particular beast; usuaily a wolf, bear or boar. They
are quite rare but may be found in any Wood Fif warband. Shapechangers
may be ‘bidden’ in any of the infantry units listed above.

3 TREEMEN (see WFB, p238)

srwraammzmlwv
6/7/6|2/4a]9 E

w

ELFFALCONER |5 |4|4/3|3|1]6|1/8|9|9 8
< - LTI e ) 8 8 MODELS PER UNIT: 1-3

MODELS PER UNIT. _ 5-10 7 POINTS PER MODEL: 280
WEAPONS: STOMP ATTACKS

POINTS PER MODEL: 11

WEAPONS: HAND WEAPON
& HAWK

ARMOUR: NONE

ARMOUR: NONE

OPTIONS
ANY UNIT MAY HAVE:
DOUBLE-HANDED WEAPONS. .. .2
SHIELDS . . .. .. oo e somsimn 500 5 1
LIGHT ARMOUR. . .. \ v vn vo vinvn@
The forest bomes of the Elves are aiso the dwelling places of the giant
Wood Eif lords are great bunters and hawkers. Their falconers tame and Treemen. Elves and Treemen arve close friends, and often aid each other,
train birds of prey both for bunting and for war. with willing Treemen fighting in the armies of the Elven Lords. Treemen
cause fear in living creatures under 10 tall, and hate goblinoids.

Skarloc’s Wood EIf archers - a deadly unit composed of some of the finest bowmen in the Old World,
and available as a boxed Regiment of Renown from Citadel Miniatures.
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— SRIRMISHERS (see WFB, plOO))'

—=x HOSTS >

The following units may operate as skirmishers if the player
wishes. Skirmishing units must be noted down before the battle.
The maximum size for a skirmishing unit is 15 for foot troops
and 10 for mounted troops.

. Maximum number of
Unit type skirmishing units
Elven Riders 1
Archers 2
Lord's Bowmen 2
Glade Runners Any

—=< BAGGAGE >

Wood Elves rarely employ baggage trains except when
campaigning far from their woodland homes. A Wood EIf
baggage train is represented by one wagon and 5 civilians per
1000 points in the army. Civilians have standard Wood EIf
profiles, are unarmoured and use improvised weapons.

—= ALLIES >

The natural allies of Wood Elves are other ‘good’ Elves and other
inhabitants of the forests. The player may spend up to one third
of the armies total points on allies. The allies must be assembled
using the Allies Section (p126) and should be chosen from the
following:

Zoats

High Elves

Halflings

23

A Wood EIf wizard may magically bind either a Monstrous or
Ethereal host prior to the game. The player may spend up to
one quarter of the army’s total points on bosts. The host is
assembled using the rules in the Warbammer Bestiary (see
WEB, pp240 & 263).

Ethereal hosts will comprise the shades of ‘faded’ Wood Elves,
lingering among the leafy glades, silently watching over the
woodland paths as ghostly guardians and coming to the aid of
their living kindred in time of need. These may be represented
by Elf models suitably painted in ethereal colours.

Points cost
The monstrous host may contain: per model
0-20 Bears 20
0-40  Boars 6
0-1 Dragons 250-800
0-5  Eagles 75
0-1 Swarms 250
0-20 Warhounds 4
Points cost
An Ethereal host may contain: per model
0-5 Ghosts 50
0-1 Spectres 200
0-1 Spectral mounts +25*
0-2 Wights 100
0-2 ‘Wraiths 150

These may only be included as steeds for Spectres.

o e

= ; R

Two Wardancer troupes prepare to hurl themselves into the fray.

S

plastic figures with a metal command group.
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—= HIGH

ELVES >

The continental island of Ulthuan is the homeland of the Elven
kindred. It is not one, but many Kingdoms, each ruled by its
own King and nobles. Foremost among these is the great
maritime kingdom of Eatain and its glittering capitol of Lothern.
The Lord of Lothern is generally accorded the title of Elven
King, acknowledging his supremacy over all the other lands
of Ulthuan. However, the lands of the Elven King are not always
peaceful, and sometimes the various kingdoms war against their
neighbours. Smaller and less stable kingdoms are also prone
to internal unrest, or kinstrife, whilst even the Elven Kingdoms
harbour their share of outlaws and bandits.

But by far the greatest threat to the Elven Kingdoms comes in
the form of seaborne raids from either Dark Elves or Norse. It
is the Elves dwelling upon the northern shores who endure the
greatest threat, whilst those that live beyond the sheltering
mountains upon the inner plains remain untouched by the
torments of the wider world. The Elves of the coastal realms
are great sea-farers, traders and warriors. They are known as
Sea Elves and it is their constant vigilance that preserves the
Elven lands from invasion. Such is the martial prowess of the
Sea Elves that they are to be found in the armies of almost all
the Elven Kingdoms. They are especially renowned as foot-
warriors, and their mail or scale armour is frequently likened
to fish scales.

The Elves that live upon the inner plains of Ulthuan are
commonly called High Elves. They are a proud people, and
intolerant of lesser races. High Elves prefer to fight mounted,
or in chariots, alongside their immediate kinfolk. Cavalry
squadrons may therefore carry a family’s coat-of-arms, dress
in its traditional colour, and present a fairly uniform appearance.
Other regiments are recruited from individual cities or
settlements.

All Elves are superb craftsmen, excelling in whatever they do.
Their arms and armour is wrought with precious metals and
sparkling gems. Cloth of gold may be richly embroidered and
strewn with pearls to make a standard, while swordblades and
spearheads may be plated with silver. To gaze upon an Elven
host coming from afar is to behold a sea of stars. Elven armies
include many musicians, and Elven warriors sing as they march
into battle.

WAR HOST
—= OF ULTHUAN >3

MWSIBSISIT (WitiA|l Ld |int| Cl | WP |P1s
Elf 5[(4)4(3]|3]|1/6]1] 8 |9 ] 9 8 [8
5 Hero 5/6|6[4]3/1]|7]2] 8 |9 ] 9 8 |48
10 Hero 5|/6(5[4|4]2[7]3]9+1 /9] 9 8 |88
15 Hero 5/6[5(4|4|3[8[3]10+2] 9 [10+1 [ 9+1 |128
20 Hero 5/7|5[(4)4]4/9]4/[10+3] 9 |[10+1| 941 | 168
25 Hero 5/7(6[4)4[4|9]4[10+3[10+2/10+2|10+2]208
5 Wizard 5[5]4/4[3|1|6[1] 8 [10+1[10+1 | 9+1 | 78
10Wizard |5(5[4[4[3]2[7[1/]9+1 [10+210+110+2| 118
15Wizard |56 /4(4/4|3/7]|1]10+2]10+210+2]10+2 |203
20Wizard |56 /5|44 /4[8/[1]10+2[10+3 10+210+3 | 303
25Wizard |57 (6(4/4/4[9]1]10+3[10+3)10+3[10+3 | 418
Base Sizes: Infantry - 20mm x 20mm; Cavalry - 25mm x 50mm
| Alignment: Armies of the Elven Kingdoms are Good.

—= ARMY SELECTION >

Force Mini Maximum

Rank & File models | % Army’s total PV | Whole army less 1 Hero

Character models 1 Hero % Army’s total PV
Heroes 1 model
Wizards 0 5 models
Allies 0 % Army’s total PV
Ethereal or
Monstrous host 0 % Army’s total PV

The army may have a baggage train at no extra cost.

Note: Elven armies do not employ mercenaries. High Elves have
far too much pride and Sea Elves are far too prudent to consider
investing any wealth or trust in such contingents.

—=x CHARACTER MODELS >

Character models are heroes and wizards. The player may spend
up to two-thirds of the army’s total points value on character
models, and must have at least 1 (ie, the General).

General: The army must be led by a general who will be the
character model with the highest leadership characteristic.

Army Standard: The army is allowed one army standard which
must be carried by a character model and paid for from the
character model points allowance. Army standards cost 50
points.

Riding in Chariots: Character models may ride in chariots
included as part of the army’'s rank & file points allowance. This
does not affect either the points value of the chariot or the
character. Chariots carrying characters can be treated as separate
units of 1 model.
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Points Cost: The values given for characters are for a basic
unarmoured model with a hand weapon. Characters should be
provided with armament as depicted on the model and selected
from the following list. If the model is carrying a piece of
equipment nof mentioned in the table, it may be ignored.

Polnts cost [Points cost
: per per
Item character | Item character
model model
Close Combat Riding Animals
‘Weapons Horse 3
Additional hand ‘Warhorse 6
weapon 1 Pegasus 14
Double-handed
weapon 2 ‘War Beasts
Flail 1 Dragon 1 250
Halberd 2 Dragon 2 350
Lance 2 Dragon 3 450
Spear 1 Dragon 4 550
Dragon 5 650
Missile Extra for winged
Weapons dragon +50
Bow 2 Griffon 200
Crossbow 3 Hippogriff 200
Darts 1 Unicorn
Javelin 1 (Female riders
Long bow 3 only) 80
Throwing spear 1
Armour
Shield 1
Light armour 2
Heavy armour 3
Horse or
warhorse
barding 4
Mithril light
armour 52
Heroes

The army may contain up to 18 hero models. The maximum
number of heroes available at each level, and their points costs
are given below:

Points per
Maximum availability model
6 Kinthanes (level 5 heroes) 48
5 Earls (level 10 heroes) 88
4 Kinlords (level 15 heroes 128
2 Princes (level 20 heroes) 168
1 Suzerain (level 25 hero) 208

Champions

Level 5, 10 and 15 heroes must be assigned to specific units as
leaders (unless designated as Army Standard Bearer). These
‘hero-leaders’ are referred to as champions. Champions are part
of the unit they are assigned to and cannot leave it (see WFB,
p93).

Wizards

The army may contain up to five wizards. The maximum number
of wizards available at each level and their points costs are given
below. Wizards of any level may be assigned to units as
champions, or may be left as independent characters, free to
associate with any unit in the normal way.

Points per
Maximum availability model
3 Incantors (level 5 wizards) 78
3 Spellbards (level 10 wizards) 118
3 Feys (level 15 wizards) 203
2 Dreamguilers (level 20 wizards) 303
1 Elven Mage (level 25 wizard) 418

’ ] " ol

Generating Spells

The number of spells available to each level of wizard is as
follows:

Character | Magic Number of spells at level
level level 1 2 3 4

5 1 3 0 0 0

10 1 6 0 0 0

15 2 6 3 0 0

20 3 6 3 3 0

25 4 6 3 3 3

All spells are generated randomly from the Battle Magic chart.
An Elven wizard may also use other sorts of magic if the player
chooses. High Elf wizards may replace one Battle Magic Spell
from each level, with either an Illusionist, Elemental, Daemonic
or Necromantic spell of the same level. Sea EIf wizards may
replace one Battle Magic spell from each level with an Illusionist,
Daemonic or Elemental spell of the same level. They may not
use Necromantic spells.

Magic Items for Characters

Characters can also carry a limited number of magical items by
paying the points indicated on the Magic Items Chart (p13).
These are paid for from the character model points allowance
and selected from the following list:

Any character model may carry one magic weapon with
up to one magic attribute for every 5 ‘levels’ of the character
(ie, a level 5 character may carry a weapon with one
attribute, a level 15 character may carry a weapon with
three, etc).

Character models may be equipped with any sort of magic
missiles.

Wizards may be equipped with up to three scrolls each.
Each scroll may contain up to 4 different spells of level 3
or lower.

Four character models may wear a single ring with a spell
of level 3 or lower.

Two character models may be equipped with magic armour.

The army standard may have up to 2 magical abilities.

—=x RANK § FILE >»

At least a third of the army’s total points value must be spent
on rank & file troops. All units are automatically assumed to
have a leader with the same profile as the rest of the unit.

Any unit may be given a unit standard bearer and/or a musician.
Standard bearers and musicians must be equipped in exactly
the same way as the rest of the unit, but cost twice the points
value of a basic trooper.

Any unit indicated may convert an ordinary standard into a
magic standard with a single ability. The ability may have a points
value up to the amount shown. The specific ability must be
chosen and noted down before the game (see p15).

Any unit indicated may convert an ordinary musical instrument
into a magic musical instrument with a single ability. All magical
instruments cost an extra 25 pts as indicated below. The specific
ability must be chosen and noted down before the game (see
pl6).
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'HIGH ELF

A number of troop types from the War Host of Ulthuan are illustrated above.
Above left - Silverhelm (Elven Noble cavalry). Above right: an Elven Guard spearman.
Bottom row (left to right): Archer, Musician and Wardancer.

The facing page shows a selection of notable High Elven banner and shield designs, including a number of those belonging to Elven warrior kindreds
and merchant companies. The shield designs shown include kindred heraldic emblems and personal emblems of Elven heroes.
The large banner in the top right, for example, is the personal banner of Prince Miriel Armarath and depicts the rising sun of his household. The emblem
on the banner beside it (left) alludes to the ‘perilous crown’ legend of the heirless house of Gilvanyar. The banner immediately below the sun standard,
belongs to a noble cavalry regiment, and is woven with details of battle honours in the Elvish script. Top left is the standard of the ‘Eternal Flame' regiment,
a renowned warrior kindred, while the second shield in the bottom row belongs to the champion of a Ship's Company.
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: 0-5 ELVEN DRAGONKIN 0-4 WARWAINS

I T IMws[BS|SITIWI 1 HEAVY CHARIOT | M [WS|B5 S | T |W| 1 | A |Ld |int| ClIWPD
Beashockeute |—[s5(al4]3]1]7]2]8l99]8 ELF CREW (4) -|4|4(3|3|1/6]|1[8]|9]9]8
DRAGON 1 (WINGED)| 6 | 4 015 617]2/6/— ||| WARHORSE (4) 8/3(0/4[3]|-|3|1]|-[-]-|-
| SPEED i - MODELS PER UNIT: POINTS PER MODEL:
NN MAX ACC/DEC 1-4 128
FLYING PROFILE | 8" 3z 4" WEAPONS: ARMOUR:
MODELS PER UNIT: | POINTS ;{ISR MODEL: wgi‘ll)\é?ﬂs ;\]ilz\cf'ggx

ﬁ”—??)’

.

ARMOUR: WEAPONS:
HEAVY HAND
ARMOUR WEAPONS
OPTIONS
ANY UNIT MAY HAVE: SHIELD T 41
BN L N— 2__BOW R AR i OPTIONS
Elven dragon riders are rare and bighly revered warriors. They lead ANY CHARIOT MAY HAVE: ANY CHARIOT RIDER MAY HAVE:
reclusive lives, dwelling upon tall pinnacles or in bigh towers. They are SCYTHED WHEELS i 20 JAVELIN p
of noble and ancient lineage, and their association with Dragonkind goes : PR sl e
back to the beginnings of Ulthuan. ONKRIDER PR CHARION
MAT MAVE: ONE CHARIOT UNIT MAY HAVE:
A LONGBOW............ 6 A MAGIC STANDARD............25

0_40 sllv[k HElMs ;\:;:L(E)REW MEMBE% MAY HAVE 5 A MAGIC INSTRUMENT R

MIWSIBS|S | TiW|1|A tdiint m'm High Elves of the noblest kindreds will often fight mock combats amongst
8

themselves to establish the right to command. These spectacular chariot

+3 SHOCK ELITE -|5[/4/4]3/1[7]1]8]9/9 duels form a prelude lo the clash of real battle.

WARHORSE Bl3|0l4(8]~3[1]=]~]—|= Many High Elf nobles ride finely made and superbly decorated chariots
MODELS PER UNIT: ___ 5-20 ot g e e e e e
POINTS PER MODELs 55 | | ibsentmmtn g g vty
WEAPONS: LANCE & value bas been calculated accordingly.

HAND WEAPON

ARMOUR:  LIGHT ARMOUR

& SHIELD
OPTIONS
ONE UNIT MAY HAVE:
HEAVY ARMOUR. . ... 0000042
WARHORSE BARDING.......... 8
A MAGIC STANDARD..........50
A MAGICAL INSTRUMENT. . ... .25

Elven lords and lesser nobles take to war mounted on splendid chargers
and wearing magnificent tall belmets. White, silver-grey and dappled
borses are the most bighly prized.

0-40 SHORE RIDERS

MODELS PER UNIT: 5-20

POINTS PER MODEL: 22

WEAPONS: SPEAR &
HAND WEAPON

ARMOUR: SHIELD

OPTIONS
ANY UNIT MAY HAVE:
3o P SR
JAVELING . o o o oo s wivias 1 5 2
LIGHT ARMOUR 3 VoS AR e
A MAGICAL INSTRUMENT. . ... 25

The long sea coast of Ulthuan must be watched constantly, and every
coastal Kingdom contributes to this effort. These warriors are battie-
hardened, practical soldiers, used to the deprivation of long patrols and
sudden combat




0-50 ARCHERS
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0-60 KITH

.uiwg_gas slTiwit[ajdimiciwe : e wsBs| S [T w1 |A L it|ctiwp
+1MISSILEELITE |5 14 [s[3/3l1l6l1lslolols ELF 5l4]a/3/3[1]6[1]8][a]a]s
MODELS PER UNIT: 10-20 MODELS PER UNIT: 10-30

POINTS PER MODEL: 14
WEAPONS:

LONG BOW &
HAND WEAPON

ARMOUR:  LIGHT ARMOUR

The great annual fairs of the Elven Kingdom feature all manner of martial
sports. it is at these tournaments that the best archers are selected to serve
inthe bow-armed fighting regiments. They are the finest shols in the land,
and practise daily at the butts.

0-30 SHIPS COMPANIES

POINTS PER MODEL: 9
WEAPONS: HAND WEAPON

ARMOUR: SHIELD

OPTIONS
ANY UNIT MAY HAVE:

15 TN SR A ——— 1
JAVELINS . .. ... 1
LONG BOWS...... et 48
LIGHT ARMOUR. .............. 2

The bumble Elven folk who serve the land owners in the fields and the
artisans in the towns, muster together into bands based upon their area.
They are, literally, warriors associated with a particular locality, but they
are mighty warriors nonetheless.

0-60 MERCHANT COMPANIES

MIwsBS| 5 | T |Wil|A ldm|Cliwe
5/a/a/3[3[1]/6][1]8]9]0a]s

ELF

BS|SIT W. I Ajlidiint Cl|WP
4/3|3[(1]6/1]8[(9]9(8
MODELS PER UNIT: 10
POINTS PER MODEL: 13

WEAPONS: LONG BOW &
HAND WEAPON

ELF

ARMOUR: LIGHT ARMOUR

OPTIONS
ANY UNIT MAY HAVE:
DOUBLE-HANDED WEAPONS ..
SHIELDS ... oo s 60 05 0 i

-t

ONE UNIT MAY HAVE:
A MAGIC STANDARD
A MAGICAL INSTRUME

..25
.25

The warships and trading galleons of the Sea Elves bave well armed crews.
Sometimes these warrior crews may be used to augment the land forces.

0-20 GUARD

MODELS PER UNIT: 10-30
POINTS PER MODEL: 10
WEAPONS:
ARMOUR:

HAND WEAPON
LIGHT ARMOUR

OPTIONS
ANY UNIT MAY HAVE:
SHIELDS . .. Rl |
A MAGICAL INSTRUMENT......25
‘ONE HALF OF UNIT
MUST HAVE:
LONGBOWS . . %
OTHER HALF OF EACH UNIT
MAY HAVE:
SPEARS ... .o rivie o owooe . 1
HALBERDS .
ONE UNIT MAY HAVE:
A MAGIC STANDARD. . I .

The Sea Elves prosper greatly from their trading ventures across the wide
seas, and Merchant Princes in their oun i of soldiers to
protect their ships and bavens at home and abroad. They are always well
armed and uniformed in the colourful livery of their lord. These regiments
are unusual in that balf the soldiers are spearmen or balberdiers, while
the other balf are archers (see Mixed Ranks - WFB, p125)

0-60 WARRIOR KINDREDS

- Mws[BS| 8 [T Wit A LdlintcCiiwe
+1SHOCKEUTE |5|5/4/3/3|1]/6/1/8]/a[9]8
MODELS PER UNIT:  10-20

POINTS PER MODEL: 12

WEAPONS: SPEAR &
HAND WEAPON

ARMOUR: LIGHT ARMOUR

OPTIONS
ONE UNIT MAY HAVE:
SHIELDS . ....... 5 v
HEAVY ARMOUR. .............. 1
HALBERDS INSTEAD OF SPEARS. . 1
A MAGIC STANDARD. . 50
A MAGICAL INSTRUMENT. ..... 25

Every lord of any standing has his own personal guard to proiect his balls
and welcome strangers. Guards of this kind form the core of Elven armies.

ELF 5(4/4/3/3|1(6/1(8/9]98
MODELS PER UNIT: 10-30
POINTS PER MODEL: 10
WEAPONS:

= qu&-s TiW[ Ao ciwe

HAND WEAPON

ARMOUR: LIGHT ARMOUR

OPTIONS
ANY UNIT MAY HAVE:
HALBERDS. .+ oo 23550 5 4 6 &
DOUBLE-HANDED WEAPONS
SPEARS ) - ot i st
SHIELDS ........ e
HEAVY ARMOUR. . ............. 1

ONE UNIT MAY HAVE:
A MAGIC STANDARD...... .. ..25
A MAGICAL INSTRUMENT. ..... 25

In times of war, Elves group iogether into regiments formed of family
groups. Elves are very mindful of their relationships and jamily bonds,
no matter how distant or ancient. They are usually well armed and
arrayed in splendid uniforms.




0-10 SEA ELF WARDANCERS
TR

: : IMWSIBSI ST W!I1|A Ldiint]ClWP
ELF WARDANCER |5 |4 /4|3/3|1|6/1/8[9/9]|8
MODELS PER UNIT: 5-10
POINTS PER MODEL: 20

WEAPONS: HAND WEAPON

ARMOUR:  NONE

OPTIONS
ANY UNIT MAY HAVE:
ADDITIONAL HAND WEAPONS. . . 1
DOUBLE-HANDED WEAPONS. .. .2
FLAILS . .. - RE—]
SPEARS . -« cvs oo woswivns w4 wiscvss b
SHIELDS 2 i ws —
LIGHT ARMOUR. . 2

These smail bands are valued as boarding parties in Sea Elf naval actions
and are frequently to be found in land armies as well

A mighty Elven Warwain thunders into battle.

: miwsies s [T Iw[1 A dlim|cliwe

ELF SCOUT 5[alala]a][1]e]1]s 9|8
MODELS PER UNIT:  5-10
POINTS PER MODEL: 16

WEAPONS: LONGBOW &
HAND WEAPON

w

. —

i e

ARMOUR: NONE

OPTIONS
ANY UNIT MAY HAVE:
| g7 1 I —
SHIEEDS o4 sumen i e mws 5 15 i il
LIGHT AR cevigry st
A MAGICAL INSTRUMENT. ... ..25

The swiftest runners and those with the keenest eyesight belong to the bands
of Seekers. These warriors excel at scouting, skirmishing and ambushing
the enemy. Elves tend to be shrewd tacticians, who know bow (o use such
troops to good effect.

4 MARINE BOLT-BATTERIES

Armoured spearmen of the Warrior Kindred.

ELF CREW (3)

BOLT THROWER

MODELS P‘ER UNIT:
1-

CREW ARMOUR:
WEAPONS: NONE
HAND ANY CREW MAY HAVE:

WEAPON LIGHT ARMOUR. ... ... ... .. 2

Detached batteries of warship armament, with expert Sea Elf crews, may
be used on land to support Elven armies. This is yet another example of
how a powerful Elven army can be mustered virtually anywhere in the
world, thanks to the flexibility of Sea EIf forces and Elven tactical
ingenuity.

A Silver Helm rider spurs his mount to a gallop.
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- SKIRMISHERS (sce wrs, p100) 3=

—= HOSTS >

The following units may operate as skirmishers if the player
wishes. Skirmishing units must be noted down before the battle.
The maximum size for a skirmishing unit is 15 for foot troops
and 10 for mounted troops.

Maximum number of
Unit type skirmishing units
Shore Riders 2
Warrior Kin 1
Archers 1
Seekers any

— BAGGAGE >

High Elves often bring with them many servants, minstrels, bards
and other attendants to entertain them in their maginificent tents
while on campaign. Sea Elves frequently venture far inland and
need to bring provisions and trade goods with them. An Elven
baggage train is represented by one wagon and 5 non-warrior
Elves per 1000 points’ worth of troops. These civilians will have
standard EIf profiles, are unarmoured and use improvised
weapons.

—=<ALLIES >

The natural allies of High Elves and Sea Elves are their rustic
sylvan kindred from the Old and New Worlds - the Wood Elves.
They have many warlike skills and unusual warriors which are
sometimes requested by the lords of the Elven Kingdoms. The
player may spend up to a third of the army’s total points value
on a Wood Elf allied contingent (and no others). The allies must
be assembled using the Allies Section (p126).

i

An Elven wizard may magically bind a monstrous or ethereal
host prior to the game. The player may spend up to one quarter
of the army’s total points on a bost, which must be assembled
using the rules in the Warbammer Bestiary (see WFB, pp240
& 263).

Ethereal hosts comprise the shades of ‘faded’ Elves, who
perished leaving some great task undone or an obligation
unfulfilled. They cannot truly rest until they have set at ease
their souls. They may come forth at the behest of an Elven wizard
to slay the foe they seek or avenge the friends they lost.

v Points cost

The monstrous host may contain:  per model
0-20 Bears 20
0-40 Boars 6
0-2 Dragons 250-800
0-5 Eagles 75
0-1 Swarms 250
0-20 Warhounds 4

— [ Poinmcost
The monstrous host may contain: | per model
0-6 Ghosts 50
0-2 Spectres 200
0-2 Spectral mounts +25*

* These may only be used if the host contains Spectres.
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—= THE EMPIRE >

The Empire is the largest and most powerful realm in the Old
World. It comprises several states or provinces ruled by Electors;
provincial nobles responsible for electing one of their number
as Emperor. The Emperor maintains his own Imperial Guard,
and each province within The Empire also raises small standing
armies, supplemented by town militia and peasant levies. In
addition to these forces, there are the feudal retinues of
provincial nobles and the various secular and religious orders
of knighthood.

An army might represent either the full military might of the
Empire, led by the Emperor at the head of the Imperial Guard
and supported by Templars of all the knightly orders, or just
the standing army of a single Elector state, bolstered by
mercenary contingents or Templars of the local cult. Although
the Empire is united under a strong leader, this has not always
been so; city rivalries and religious disputes continue to fester
and civil war could still break out.

The wide variety of troops in the Imperial Army reflects the
diversity of culture and complex political organisation of this
large realm. The core of the army is composed of good quality
professional soldiers, well trained and well armed. They are
ably supported by reliable mounted knights; grim, coldly
efficient warriors epitomised by the religious Knightly Orders
or Templars.

All Imperial soldiers take warfare very seriously, whether it be
the professional outlook of the provincial standing armies, or
the good-natured bellicosity of some feudal nobles. War-leaders
of The Empire are famed for their methodical approach to tactics
and strategy.

Imperial troops bear heraldic blazons appropriate to their
retinue, province, or Knightly Order. Dark and striking colours
are preferred while an inclination for somewhat grim and awe-
inspiring heraldic insignia conforms to the national character.
Standards often depict disquieting images inspired by local cults,
and indicating something of the deep angst lurking in the minds
of many warriors.

THE ARMY
—~= OF THE EMPIRE >

ulwsts WiILiAl ld [im| c | WP |Ps
Human  [4[3[3[3]3]1 (30| 7 [7] 71 7[5
5 Hero alalafalalaal2]l 7 [2] 717 [3
10 Hero 415(4]4(4[2|4[3[8+1 |7 7 7 |56
5Hero  [4(5]4|a]4|3]5[3]0+2] 7 |8+1[8+1 |80
20Hero |4 |6[4]al4]a]6]4]10+43] 7 [8+1]8+1[105
25Hero |4 |6(5[4l4]4]6[4]10+3[9+2] 9+2 | 9+2 [130
SWizard |4 [4(3[a3[1]3[1] 7 [8+1]8+1]|8+1]60
10Wizard |4 [4[3[4[3]2]4]1]8+1 [9+2]8+1 [9+2[85
15Wizard |4(5|3[4a]4]3]4]1]9+2[9+2]9+2 [ 9+2[155
20Wizard |4 5[4 |4]4[4]5[1]9+2 10+3 9+2 |10+3|240
25Wizard [4/615/4]4[4]6/[1]10+3/10+3 10+3]10+3 [340

Base size: Infantry 20mm x 20mm; Cavalry 25mm x 50mm
Alignment: Imperial armies are Neutral,

Psychology: Flagellants (see below and WFB, p97) are subject
to frenzy and hate all Chaotics.

—= ARMY SELECTION >

Force Minimum Maximum

Rank & File models

5 Army’s total PV Whole army less 1

Hero

Character models 1 Hero %2 Army’s total PV
Heroes 1 model
Wizards 0 4 models
Allies 0 % Army’s total PV
Mercenaries 0 % Army’s total PV
Monstrous host 0 % Army’s total PV

The army may have a baggage train at no extra cost.

—~<CHARACTER MODELS >

Character models are heroes and wizards. The player may spend
up to half of the army’s total points value on character models.
AnImperial army may have up to 20 character models and must
have at least 1 (i.e. the General).

General: The army must be led by a general who will be the
character model with the highest leadership characteristic.

Army Standard: The army is allowed one army standard which
must be carried by a character model and paid for from the
character model points allowance. Army standards cost 50
points.

Points: The points cost given for characters are for a basic
unarmoured model with ahand weapon. Characters should be
provided with armament as depicted on the model and selected
from the following list. If the model is carrying a piece of
equipment 7of mentioned in the table, it may be ignored.

Points cost Points cost
per per
Item character | Ttem character
model model
Close Combat Armour
Weapons Shield 1
Additional hand Light armour 2
weapon 1 Heavy armour 3
Double-handed Horse or
weapon 2 ‘Warhorse barding 4
Flail 1
Halberd 2 Riding Animals
Lance 2 Horse 3
Pike 1 Warhorse 6
Spear 4 Pegasus 14
Missile
‘Weapons ‘War Beasts
Arquebus 3 Unicorn
Blunderbuss 2 (Female riders
Bow 2 only) 80
Crossbow 3
Long bow 3
Pistol 2
Short bow 1
Throwing spear 1




ARMY LISTS

Heroes

The army may contain up to 16 hero models. The maximum
number of heroes available at each level, and their points cost
are given below:

Maximum availability e
6 Grafs (level 5 heroes) 30
4 Baronen (level 10 heroes) 55
3 Margrafs (level 15 heroes) 80
2 Counts (level 20 heroes) 105
1 Hochmarschall (level 25 hero) 130

Champions

Level 5, 10 and 15 heroes must be assigned to specific units as
leaders, unless designated as the Army Standard Bearer. These
‘hero-leaders’ are referred to as champions. Champions are part
of the unit they are assigned to and cannot leave it (see WFB
P93).

Bombardiers (see WFB p96)

One hero model may be a Bombardier, a skilled master gunner
assigned to the artillery. A Bombardier costs an additional 20
points and is considered to be the champion of an individual
artillery battery, irrespective of his level.

Wizards

The army may contain up to four wizards. The maximum
number of wizards available at each level and their points costs
are given below. Wizards of any level may be assigned to units
as champions, or may be left as independent characters, free
to associate with any unit in the normal way.

: Points per
Maximum availabllity e
2 Zauberer (level 5 wizards) 60
2 Schwarzmantels (level 10 wizards) 85
1 Hohenhexe (level 15 wizards) 155
1 Zaubermiester (level 20 wizard) 240
1 Kultmiester (level 25 wizard) 340

Generating Spells
The number of spells available to each level of wizard is as
follows:

Character | Magic Number of spells at level
level level 1 2 3

5 1 3 0 0 0

10 1 6 0 0 0

15 2 6 3 0 0

20 3 6 3 3 0

25 4 6 5 3 3

All spells are generated randomly from the appropriate spell
level of the Battle Magic Chart. A wizard may also use some
other forms of magic if the player chooses. A wizard may
substitute Illusionist or Elemental spells for any or all Battle
Magic spells. A wizard may substitute one Necromantic spell
and one Daemonic spell for equivalent level Battle Magic spells.

Magic Items for Characters

Characters can carry magical items paying the points indicated
on the Magic Items Chart (p13). These are paid for from the
character model points allowance and selected from the
following list:

Any character model may carry one magic weapon with
up to one magic attribute for every 5 ‘levels’ of the
character (ie, alevel 5 character may carry a weapon with
one attribute, a level 15 character may carry a weapon
with three, etc).

The army’s wizards may be equipped with up to three
scrolls each. The scrolls may contain up to two different
spells of level 3 or lower.

Two of the army’s character models may each wear a
single ring with a spell of level 2 or lower

One character model may be equipped with magic armour

One magical ability for the army standard

—= RANR & FILE >

At least a third of the army’s total points value must be spent
on rank & file troops. All units are automatically assumed to
have a leader with the same profile as the rest of the unit. All
models are Human, unless stated otherwise.

Any unit may be given a standard bearer and/or musician.
Standard bearers and musicians must be equipped in exactly
the same way as the rest of the unit. Standard bearers and
musicians cost twice the points value of a basic trooper.

Any unit indicated may convert an ordinary unit standard into
a magic standard with a single ability. The ability may have a
points value up to the amount shown. The specific ability must
be chosen and noted down before the game (see p15).

Any unit indicated may convert an ordinary musical instrument
into a magic musical instrument with a single ability. All magical
instruments cost an extra 25 points as indicated below. The
specific ability must be chosen and noted down before the game
(see plo6).
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The colour plate above illustrates a selection of soldiers of The Empire. The two mounted figures are: left - a Hohensknechte of the lmicr‘ul Guard (squadron
of Graf Alberich Haupt Andersson, **The Hawk of Wurtbad"), and right - a Templar of Sigmar (Order of the Fiery Heart). Attcndmj}g‘lhe two knights is a foot soldier
“of the Imperial Guard, while the three figures in the foreground are (from left to right): a Forstjaeger (forester), a Halberdier of the standing army of Alidorf, and
a fanatical, demented flagellant

The facing page shows a selection of Imperial banners and heraldic armourials. The three great banners at the top of the page are (from rdght to left): the banner
gf lllﬁ Imperial School of Gunnery based at Nuln, the Imperial Griffon (borne only by Emperor Karl Franz’s houschold units), and the standard of the Middenland
lagellants.

The shicld designs include several examples of the heraldic arms of various noble houses and minor cities. The shield of the Altdorf City militia is the one bearing
a symbolic key, while the crowned skull device and the writhing serpent are typical of the morbid and disquieting images favoured by the robber barons of the
more remote regions of The Empire.

Finally, the great helms at the bottom of the page include a winged helm of the Imperial Guard Cavalry, and the great helm of the Grand Master of the Order
of the Fiery Heart (bottom right).
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0-20 TEMPLE RITTERBRUDEN

0-50 STADTSKNECHTES

[ TWiwsies|s|TIw|i|Alwamciwe] T IM|WSIBS|S | T W ! A Ld|mcWP]
+3SHOCKELITE (-4 /3|43 |1/4|1(7|7|7]|7 HUMAN —-13({3|3|3|1/3]|1]|7]|7[7]7
WARHORSE 813]0]48|3]|~]3]1]=]=]=]= WARHORSE 8(3/0/4]|3|-13[1]|—|—[—]—
MODELS PER UNIT: 75-20 MODELS PER UNIT: 10-30
POINTS PER MODEL: 39 POINTS PER MODEL: 25
WEAPONS: LANCE & WEAPONS: LANCE & HAND
HAND WEAPON WEAPON
ARMOUR: HEAVY ARMOUR, ARMOUR: HEAVY ARMOUR
SHIELD & BARDING & SHIELD
OPTIONS OPTIONS
ANY UNIT MAY HAVE: ANY UNIT MAY HAVE:
A MAGIC STANDARD. . . .. 100 WARHORSE BARDING..........8
A MAGIC INSTRUMENT 25
These knights are feudal nobles and their retainers from the provinces.

These are the Templars, religious orders of knights including such warrior
brotherboods as the Order of the Fiery Heart, who serve Sigmar, the
Templars of the White Wolf who serve Ulric and the templars of Myrmidia.

They form the bulk of the mounted forces of the various Elector States.
Some of these bellicose feudal barons bave earned themselves the dubious
title Raubritter, or ‘robber knight’

0-30 HOHENSKNECHTES

0-20 KRIEGSRITTER

Mwsias|S | T |wWii |Altdmc

+2SHOCKELITE |-14(3|3(3|1|4|1[7]7]7]|7
WARHORSE 8/3/0({4]3[|—-]3]|1]|—]—]—]|~

MODELS PER UNIT: 5-20

POINTS PER MODEL: 37

WEAPONS: LANCE &
HAND WEAPON

ARMOUR: HEAVY ARMOUR,
SHIELD & BARDING

OPTIONS

ANY UNIT MAY HAVE:
A MAGIC STANDARD..........25
A MAGIC INSTRUMENT... .....25

These are the secular orders of knights including such regiments as the
Imperial Guard, the High-Helms (an elite unit of exceptionally tall
warriors), the Knights Panther (avowed enemies of chaos) and the Gryphon

Legion (of Kislevite origin.)

MWSBS|S|T Wil Ajid|int|Cl WP

HUMAN 8/3/3(3(3]|1(3/1({7]|7]7]7
D 0 ALLOWA OF HOR

MODELS PER UNIT: 10

POINTS PER MODEL: 20

WEAPONS:  CROSSBOW &
HAND WEAPON

ARMOUR: LIGHT ARMOUR

OPTIONS
ANY UNIT MAY HAVE:

These are mounted militia raised by the Electoral Provinces. They play
a vital part in keeping the peace in the provinces and form a useful
supplement to the beavily armed knights in battle.
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: 0-20 REIKSGARD 0-20 HAKBUTSCHUTZEN

POINTS PER MODEL: 11

WEAPONS: HAND WEAPON
ARMOUR:  HEAVY ARMOUR
& SHIELD
OPTIONS

‘ONE UNIT MAY HAVE:
DOUBLE-HANDED WEAPONS.
HALBERDS ...« o v v ¢

FLAILS . . £ e
A MAGIC STANDARD
A MAGIC INSTRUMENT........

miwslesis Tlwlijajima miwsissisitiwli|aialimiclwe

+2 SHOCK ELITE 414|13|3|3|1|4]1]7]7]7]7 HUMAN 4]333313177?'7
S AT ST e SR N

Sy MODELS PER UNIT: 10-20 MODELS PER UNIT: 10-20

POINTS PER MODEL: 8

WEAPONS: ARQUEBUS &
HAND WEAPON
ARMOUR:  NONE

This is the infantry contingent of the Imperial Guard. They guard the
Emperor whether in bis paiace or on the field of battle.

These are troops armed with muzzle-l qub: or tin
the local Reikspiel. Hakbutschutzen are raised by some states to augment
the crossbowmen.

miwsissiT wiilalulmiciw

| HUMAN

alala]als|a]af1]2]z]7]7

1(217(7]7

MODELS PER UNIT: 10-30
POINTS PER MODEL: 10

WEAPONS: CROSSBOW &
HAND WEAPON
ARMOUR: LIGHT ARMOUR

;@9

8 r@j ’,//\ 7
LSS

- T i

MODELS PER UNIT: 30-60
POINTS PER MODEL: 5

WEAPONS: HAND WEAPONS

ARMOUR: NONE
OPTIONS

ANY UNIT MAY HAVE:

HALBERDS........

SPEARS ... .. )

PIKBS. ... convi wnmn

SHIELDS .............

Electoral Provinces raise regiments of crosshowmen for their standing
armies. Some states, such as Nuln, favour Tilean crossbowmen.

These are mustered from the urban population within each Electoral
Province to support the standing army in time of war. The province of
Nuin is famous for its pikemen.

20-60 HELBLITZEN

0-60 LANDESTURM

Miwsies S| Tiwii|alidim|ciwe

Mwsies|s|T{wii!ald|m|ciwe
HUMAN alals|als]1]a[1]7]7]7]7

HUMAN LEVY al2l2]|a]|3[1]2[1]6]6]6]s

MODELS PER UNIT:  10-50
POINTS PER MODEL: 9
WEAPONS:

HALBERD &
HAND WEAPON

ARMOUR: LIGHT ARMOUR

MODELS PER UNIT: 30-60
POINTS PER MODEL: 3

WEAPONS:: HAND WEAPON

ARMOUR:: NONE
OPTIONS

ANY UNIT MAY HAVE:

SPEARS ., .....c0i0nciveeeeni s 2

SHIELDS........c.ocnvvenneess %

Each Electoral Province within The Empire maintains a small standing
army usually including strong contingenis of good quality infantry. The
mainstay of the infantry are the halberdiers.

These are mustered from the rural peasantry within each Electoral
Province in time of war.
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0-10 BERGJAEGE 0-16 FLEGLERS (see WFB, p97)
. . M ST W|1 A Ld int|ClWP " = == -

' id i _E;ﬁss:s T[wliiaidim]cwe
3313177717 HUMAN FLAGELLANT| 4 |3 |3 /3|3 (13 |1|7|7[7]7

HUMAN SCOUT

MODELS PER UNIT: 5-10 MODELS PER UNIT: 8
POINTS PER MODEL: 13 POINTS PER MODEL: 9
WEAPONS:  LONG BOW & WEAPONS: HAND WEAPON
HAND WEAPON
'3 ARMOUR: NONE ARMOUR: NONE
3 OPTIONS OPTIONS
% ANY UNIT MAY HAVE: ANY UNIT MAY HAVE:
:" SHIELDS «.x v.c wcninmicwimsmmmmin simsmini 1 ADDITIONAL HAND WEAPON. . .1
:‘4 DOUBLE-HANDED WEAPONS. .. .2
&
M
)
2
These flagell belong to a sect of religious fanatics common within
These are trackers and bunters from the mountain regions of The Empire. The Empire. They are to be seen throughout the land, suffering under thetr
They are exceptionally resourceful and much valued as scouts. strange, self-inflicted form of at nt. Those bands which accompany
Imperial armies into battle, whip themselves into a battle-frenzy, which
they unleash upon the enemy. Flagellants are subject to frenzy and hatred
of Chaotics.
30 FORSTJAEGER REIKS KANONE BATTERIEN
| Imiwsles|s|TIW||A:Ldim|CllWp M WSB5| S | T |W| Al |kt|ClWP
313|1]3]1]|7 7.7 HUMANCREW (3) |4 (3 [3(3(3|1/3/1/7[7]7]7
MODELS PER UNIT: _ 5-30 e s | WOUNDS
POINTS PER MODEL: 12 . i SAVEMOD. | pegHIT
WEAPONS:  LONG BOW & CANNON 48" 7 -3 D4
HAND WEAPON
MODELS PER UNIT: POINTS PER MODEL:
ARMOUR:; LIGHT ARMOUR 1-3 CANNON 60 (Inc. crew)
OPTIONS y
ANY UNIT MAY HAVE:
THROWING SPEARS............ 1
SHIELDS .. .vvnvninsensns |
The Empire contains many vast and dense forests within iis froniiers. Those WEAPONS: HAND WEAPON ARMOUR: NONE
who live deep within these wild woodlands are skilled foresters who live 5
by bunting. They are much valued as skirmishers and regiments of foresters The first province to use cannon was Nuln, where the Imperial school of
are recruited in many of the Electoral Provinces. Gunnery was subsequently established and the Imperial Corps of Artillery
is based.

A unit of Imperial Helblitzen (halberdiers); well armed professionals from the Elector States of the Empire.
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- SKIRMISHERS (see WEB, p100) 33—

—= ALLIES >

The following units may operate as skirmishers if the player
wishes. Skirmishing units must be noted down before the battle.
The maximum size for a skirmishing unit is 15 for foot troops
and 10 for mounted troops.

Maximum number of
Lals fype skirmishing units
Armbrustschutzen 2
Hakbutschutzen 2
Forstjacger Any
Bergjaeger Any

—= BAGGAGE (sce WFB, p102) Jm—

Imperial armies benefit from the most well organised and useful
baggage trains of any Old World nation. The wagons are so
sturdy that the baggage train is sometimes known as the
‘wagonburg’, because it looks like a small fortified town when
drawn up in laager! Nobles and knights of the Empire have a
very serious and professional attitude to warfare and bring along
servants and armourers to clean and repair their equipment.
Cooks and victuallers are important since Imperial soldiers like
a substantial meal before a battle, and of course there are the
buxom frauleins bearing refreshing steins of lager for the troops
after a hard day’s hacking. An Imperial baggage train is
represented by one wagon and 5 civilians per 1000 points worth
of troops. These civilians will have standard Human profiles,
are unarmoured and use improvised weapons. If the army
includes Halfling allies, the baggage train may have Halfling
civilians instead of human.

The Empire can draw upon certain allies who will join forces
against the common enemy. This is fortunate because The
Empire faces rather sinister foes both within and without the
realm.

The player may spend up to a third of the army’s total points

on allies. The allies must be assembled using the Allies Section
(p126), drawn from the following list:

Halflings Old Worlders  Wood Elves

—= MERCENARIES >

The rich Burgermeisters of the Electoral Provinces have plenty
of geld to spend on mercenaries which means that there are
plenty of mercenary freicorps roaming throughout The Empire
looking for employment. The player may spend up to half of
the army’s total points on mercenaries. Mercenaries must be
assembled using the Mercenary Section (p150), and chosen from
the following list:

Norse Old Worlders

Dwarfs Ogres

— HOSTS >

An Imperial wizard may magically bind a monstrous host prior
to the game. The player may spend up to one quarter of the
army’s total points on a bost. The host is assembled using the
rules in the Warhammer Bestiary p240/263.

- Point cost per
The monstrous host may contain: madel
0-12 Bears 20
0-20 Boars 6
0-1 Dragons 250-800
0-1 Swarms 250
0-18 Warhounds 4

Part of an Imperial baggage t

rain passes an artillery battery.

-
-
™
m
F:
—
L
L
™




ARMY LISTS

—= BRETONNIA >

All over the Old World, Knights look to the Bretonnians as a
model of chivalry and Knightly virtue. Indeed, it is universally
accepted that the Knights of Bretonnia represent the pinnacle
of the warrior-ideal. In battle against other Old Worlders the
Bretonnian Knight is magnanimous to noble captives, courteous
to the defeated and generous in victory. War presents the
Bretonnian Knight with a chance to show his mettle, to gain
honour, and to further the ideal of Knighthood by his personal
bravery. Whilst in everyway commendable, this rather idyllic
attitude to conflict doesn't always work in the Bretonnian's
favour. Eager to joust with their noble counterparts, they often
ignore all other considerations. Infantry, whether friend or foe,
they regard as low-bred and unworthy. In fact, much of the
donkey work of the battle is left to the poor peasant levies. This
fact is not often recalled in the epic poems and songs composed
to commemorate the actions of the nobility.

Bretonnian armies display a marked contrast between the
nobility, richly bedecked in the full pomp of chivalry and the
peasants (Rascals) in their sackcloth shifts with makeshift
weapons. The various city militia (Villains) wear tunics, often
bearing the heraldic arms of their city.

Battle standards are often very ornate and romantic. Amongst
the rather self-counscious nobility fashions change all the time.
Few would be boorish enough to enter the field of honour with
an out of date standard: ‘‘Oh, but Pierre, deedent you reeurlise
zet greeffurrns were ze thing last yeear!”".

THE GRAND ARMY
—=< OF BRETONNIA >»

Mwsies|siTIwlI[A] 4 Tim| o [ WP [P
Human  |4(3[3[3[3[1]s]1] 7 [7] 7 | 7 |5
5 Hero 4l4lafalaft]af2] 7 7] 717 Ja
0Hero |4[5(4|ala(2]|al3[sr1|[7] 717 |55
15Hero |4 |5|4(4]a]3]5/3][9+2] 7 [8+1[8+1]8a0
20Hero  [4]6[44[alaf[6]a[10+3] 7 [8+1[8+1 [105
25Hero  [4]6[5]4[4]4]6]4[10+3]0+2] 9+2 ] 9+2 [130
SWizard |44 [3]a[3]1[3]1] 7 [8+1]8+1 [8+1]60
10Wizard |4 [4]3[a]3[2]a]1]8+1 [9+2] 841 [9+2 ]85
15 Wizard [4[5]3[4]4a[3]4a]1]9+20+2]9+2 | 0+2 155
20Wizard |4 |5 4|4 4[4[5[1]09+2 [0+3] 9+2 [10+3]240
25Wizard |4 6|54 ]4|4][6[1]10+310+310+3]10+3]340

Base size: Infantry 20mm x 20mm; cavalry 25mm x 50mm
Alignment: Bretonnian armies are Neutral

—=< ARMY SELECTION >

fom Minimum Maximum

Rank & File models | %2 army’s total PV | Whole army less 4

Heroes

Character models 4 Heroes % Army’s total PV
Heroes 4 models
‘Wizards 0 4 models
Allies 0 ¥ Army’s total PV
Mercenaries 0 5 Army’s total PV
Monstrous Host 0 Y4 Army’s total PV

—=x CHARACTER MODELS >»—

Character models are heroes and wizards. The player may spend
up to a third of the army’s total points value on character models.
A Bretonnian army must have at least four Heroes.

General: The army must be led by a General who will be the
character model with the highest leadership characteristic.

Army Standard: The army is allowed one army standard which
must be carried by a character model. Army standards cost
50 points.

Points: The points cost given for characters are for a basic
unarmoured model with a hand weapon. Characters should be
provided with armament as depicted on the model and selected
from the following list. If the model is carrying a piece of
equipment zof mentioned on the table, it may be ignored.

Points cost Points cost
per per
Item character | Item character
model : model
Close Combat Riding Animals
Weapons Horse 3
Double-handed Warhorse 6
weapon 2
Flail 1 ‘War Beasts
Halberd 2 Unicorn (Female
Lance 2 riders only) 80
Dragon 1 250
Missile Dragon 2 350
Weapons Dragon 3 450
Bow 2 Dragon 4 550
Crossbow 3 Winged Dragon +50
Pistol 2
Armour
Shield 1
Light armour p
Heavy armour 3
Horse or
warhorse barding 4
— | ‘__
Heroes

The army must have at least four and no more than 16 hero
models. The maximum number of heroes available at each level
and their points costs are given below.

Points per
Maximum availability wodel
6 Barons (level 5 heroes) 30
4 Marquises (level 10 heroes) 55
3 Viscomtes (level 15 heroes) 80
2 Comtes (level 20 heroes) 105
1 Duc (level 25 hero) 130
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Champions

Level 5, 10 and 15 heroes must be assigned to specific units as
leaders, unless designated as Army Standard Bearer. These ‘hero-
leaders’ are referred to as champions. Champions are part of
the unit they are assigned to and cannot leave it (see WFB, p93).

Level 20 and 25 heroes may be champions of units of Knights,
but not units of other troops. They may also act as independent
character models, in which case they are free to associate with
any unit of Knights, but no other units. Because of this
restriction, there is little point in not mounting these characters,
as they will be little use on foot.

Wizards

The army may contain a maximum of four wizards. The
maximum number of Wizards available at each level and their
points cost is given below. Wizards of any level may be assigned
to units as Champions, or may be left as independent character
models, free to associate with any unit in the normal way, see
WFB, p92.

L Points per
Maximnm availability model
3 Amorciers (level 5 wizards) 60
3 Charmiers (level 10 wizards) 85
2 Enchantiers (level 15 wizards) 155
1 Grand Sorcier (level 20 wizards) 240
1 Maitre Mystérieux (level 25 wizard) 340

Generating Spells
The number of spells available to each level of wizard is as
follows.

magic if the player chooses. A wizard may substitute Illusionist
or Elemental spells for any or all Battle Magic spells. A wizard
may substitute one Necromantic spell and/or one Daemonic
spell for equivalent level Battle Magic spells.

Magic Items for Characters

Characters (wizards and heroes) can carry magical items paying
the points indicated on the Magic Items Chart (p13). These are
paid for from the character model points allowance and selected
from the following list.

Any character model may carry a single magic weapon with
no more than one magic attribute for every 5 ‘levels’ of the
character (ie, a level 5 character may carry a weapon with
one attribute, a level 15 character may carry a weapon with
three, etc).

Wizards may be equipped with up to three scrolls each. The
scrolls may contain up to three different spells of level three
or lower

Up to two character models may wear a single ring with a
spell of level two or lower

Three character models may be equipped with magic armour.

The army standard may have one magical ability to represent
the famous Bretonnian war banner known as La Grand
Orifesse.

—= RANK § FILE >

Character | Magic Number of spells of level
Level Level 1 2 3 4
5 1 3 0 0 0
10 1 6 0 0 0
15 2 6 3 0 0
20 3 6 3 3 0
25 4 6 3 3 3

All spells are generated randomly from the appropriate Battle
Magic chart. A Bretonnian wizard may also use other sorts of

At least half of the army’s total points value must be spent on
rank & file troops. All units are automatically assumed to have
a leader with the same profile as the rest of the unit.

Any unit may be given a unit standard bearer and/or a musician.
Standard bearers and musicians are equipped in exactly the same
way as the rest of the unit, but cost double the points value
of a basic trooper.

Any unit indicated may convert an ordinary standard into a
magic standard with a single ability. The ability may have a points
value up to the amount shown. The specific ability must be
chosen and noted down before the game (see p15).

Any unit indicated may convert an ordinary musical instrument
into a magic instrument with a single ability. The specific ability
must be noted down before the game (see pl6).
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SAMPLE BRETONNIAN ARMY

1. Army Standard
carried by the Marquise
De Brionne.

3. Grand Sorcier, adept of
the ‘Sacre Bleu’ cult

4. A contingent of Tilean Mercenary Crossbowmen led by the 5. A unit of Rapscallions (peasant archers)
notorious mercenary leader, Bastinado Garrotra.

G. A unit of Nobelesse D'epee with standard, led by Viscomte Quennelles.




SAMPLE BRETONNIAN ARMY
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7. A unit of Chevaliers D'Honneur, the flower of Bretonnian chivalry, led by Viscomte LAnguille.

11. A unit of Brigands armed with arquebus, led by a Baron Mousillon.

EQUIPMENT AND POINTS VALUE

1. Army Standard carried by level 10 Marguise mounted on warhorse and

wearing heavy armour; 113 points.

50 Rascals armed with hand weapons; 200 points

Wizard, level 20 Grand Sorcier; 240 points. Spells; Assume [llusory

Appearance, Clone Image, Camouflage, Bewilder Foe, Create Iilusory

Hero, Immunity from Poison, Hlusion of Woods, Hallucinate,

Confound Foe, Vanish, [Husion of Mighty Appearance, Illusion of

Enemy.

4. 20 Tilean Mercenary Crossbowmen led by level 20 mercenary leader
armed with Enchanted Wound sword; 358 points.

5. 20 Rapscallions armed with bows; 80 points.

6. 10 Noblesse D'epee +1 shock elites with standard, mounted on barded
warhorses, armed with lances and heavy armour, led by level 15

W

Viscomte; 425 points.
7. 10 Chevaliers D'Honneur +4 shock elites with standard, mounted on

barded warhorses, armed with lances and heavy armour, led by level
15 Viscomte; 485 points.

8. 20 Ribalds with standard, armed with spears, led by level 5 Baron; 153
points.

9. 10 Arbalastiers with standard, armed with crosshows and light armour;
110 points.

10. 25 Villains with standard, armed with halberd and light armour, led
by a level 5 Baron; 283 points.

11. 10 Brigands with standard, armed with arquebus and light armour, led
by level 5 Baron; 133 points.

12. 10 Brigands with standard, armed with halberds and light armour, led
by level 5 Baron; 103 points.

13. Level 20 Comte mounted on barded warhorse, armed with a magic
sword and magic ‘Blinding Glare’ heavy armour; 168 points.

14. General, level 25 Duc, mounted on barded warhorse armed with hand
weapon and heavy armour; 143 points.

13. Comte Aramis Le Bon armed 14. Duc De Parravon, Marshal of foals 2954 poane

with his magic sword and the Grand Army of Bretonnia.
‘Blinding Glare’ armour.
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5-20 CHEVALIERS D’'HONNEUR

5-80 NOBLESSE D’EPEE

lms--v miwsies s [ Tiw!i|a|dmiciiwe HUMANS Mmiwsies|s T (wi1ila
+4 SHOCK ELITE -14]|3|4|3|1(4]2]|7]|7]|7]7 +1 SHOCK ELITE —|4[3[3[3]1[3]1
WARHORSE 8(3(0|4(3|[—-[3|1|-|=-]|—-[— WARHORSE 8/3[(0[4[3|—-[3]1

MODELS PER UNIT: 5-20
POINTS PER MODEL: 31

WEAPONS: LANCE &
HAND WEAPON

ARMOUR: HEAVY ARMOUR

OPTIONS
ANY UNIT MAY HAVE:
HORSE BARDING..............8
SHIBEDS v s s s s iy 02
A MAGIC INSTRUMENT. .. ... .25

MODELS PER UNIT: 5-30
POINTS PER MODEL: 25

WEAPONS: LANCE &
HAND WEAPON

ARMOUR: HEAVY ARMOUR

OPTIONS
ANY UNIT MAY HAVE:
HORSE BARDING..............8
SHIBLDS .. oos o svwoman i 5o s : 2

The noblest Bretonnian Knights of them all - the personal friends and
supporters of the King.

0-40 CHEVALIERS DE NOTRE DAME DE BATAILLE

HUMANS _iMiwsies!S [T w1 [A{iLdintCiiWP
+3SHOCKELITE |—|4|3/4/3|1[4/1]7|7]7]|7
WARHORSE 8/3/0/43|-|3({1]|—|-|—-|~

MODELS PER UNIT: 5-20
POINTS PER MODEL: 29

WEAPONS:  LANCE &
HAND WEAPON

ARMOUR: HEAVY ARMOUR

OPTIONS
ANY UNIT MAY HAVE:
HORSE BARDING.............. 8
SHIELDS . v ywiviscs » ’ e
A MAGIC STANDARD. ... ...... 100
A MAGIC INSTRUMENT........25

MODELS PER UNIT: 5-20
POINTS PER MODEL: 16

WEAPONS:  SPEAR &
HAND WEAPON

ARMOUR: LIGHT ARMOUR

OPTIONS
ANY UNIT MAY HAVE:
L1710 5 R 2
GROSSBOWS < ccvis v w5 soass #50 w05 s 6

A Bretonnian order of Knights whose sacred banner bears the emblem
of ‘Our Lady of Battle’ (known affectionately among the order as ‘La
Femme Fatale'’)

These are mounted men-at-arms and retainers of the Knights. They band
together into units of their own, as their masters will not permit them
to join the ranks of nobility.

HUMANS ‘nfwgtss sivTiwitjalg
+2SHOCKELTE |- |4 3|3[3[1]a|1]7
WARHORSE slalolalaf=]al1]=
MODELS PER UNIT: 5-20
POINTS PER MODEL: 27

WEAPONS: LANCE &
HAND WEAPON

ARMOUR: HEAVY ARMOUR

OPTIONS
ANY UNIT MAY HAVE:
HORSE BARDING.............. 8
SHIEEDS ; v 5 awitv s wesaynid

Young Knights, seeking to make a reputation for themselves on the field
of glory.
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0-40 VILLAINS 0-20 RIBALDS
: imiwsies|siTiw|iiAalgmiciwl § @ -Ww‘i‘r A fidlint| o iwell
HUMAN alslalalsf1ls]1|7][7]7]7 al3|3|3|3|1]13|1]7]717]7

MODELS PER UNIT: 10-20
POINTS PER MODEL: 9

WEAPONS:  HALBERD &
HAND WEAPON

ARMOUR: LIGHT ARMOUR

OPTIONS
ANY UNIT MAY HAVE:
SHIBLDIS: o soos o0 ausrasmmatase s asoss v 0

MODELS PER UNIT: 10-20
POINTS PER MODEL: 5
WEAPONS: HAND WEAPON

ARMOUR: NONE

OPTIONS
ANY UNIT MAY HAVE:
SHIELDS . . .
HALBERDS. ;- s «x o= wvwsce iis
DOUBLE-HANDED WEAPONS.
SPEARS . : v vonwisiivn sow wiao oo

These troops are fielded and equipped by Bretonnian towns for the defence
of the realm,

The personal retinues of knights formed from bumble servants such as
dungeon keepers, lowly footmen and servants.

[int | €1 wel

il B e A B

0-60 RAPSCALLIONS

: : IMIWSBS !B | T W Jid fine i G
HUMAN LEVY 4(2/2/3/3]|1[{2]1[6]|/6[6/6

MODELS PER UNIT: 10-20
POINTS PER MODEL: 10

WEAPONS: CROSSBOW &
HAND WEAPON

ARMOUR:  LIGHT ARMOUR

OPTIONS
ANY UNIT MAY HAVE:
SHIELDS .....oouvneniennn 1

MODELS PER UNIT: 10-30
POINTS PER MODEL: 4

WEAPONS: BOW &
HAND WEAPON

ARMOUR: NONE

OPTIONS
ANY UNIT MAY HAVE:
SEIBLDIS 510 5 15 s &5 49 5o %

Arblastiers come both from the voluntary Bretonnian township
contingents and from the personal retinues of various knighis.

Those peasants with enough presence of mind to bring bows are mustered
together into units of Rapscallions.

: 0-20 BRIGANDS

20-160 RASCALS

miwsiesis T w|iiaite|mt|Ciiwe

HUMAN 4|3[3lsls[1[3]1]7]7]7]l7

: : MIWSiBS 5| T|w|1aiid|int|Ci WP
HUMAN LEVY al22]3]al1]2]1]6]6]6]6

MODELS PER UNIT: 10-20
POINTS PER MODEL: 7
WEAPONS: HAND WEAPON

ARMOUR: LIGHT ARMOUR

OPTIONS
ANY UNIT MAY HAVE:
SHIBIIDS) o/ sovionass stasnsmioness s vty aia
ARQUEBUSES
CROSSBOWS g
HATBHRD Sh0i0 s sioiiiiaitisiosesis s
DOUBLE-HANDED WEAPONS. .. .2
SPBARS !« o vty vz wharimsons » o o 1

1
3
3
2

MODELS PER UNIT:  20-60
POINTS PER MODEL: 4
WEAPONS: HAND WEAPON

ARMOUR: NONE

OPTIONS
ANY UNIT MAY HAVE:
SPEARS . . ... eventnenneeens %
SHIELDS. .. .....ooovoneennn.. %

Brigands are fighting ruffians who eagerly join Bretonnian armies during
wartime, usually reverting to banditry as soon as they are disbanded.

When the Bretonnian armies take to the field they are supported by the
peasant rascalry, scum of the lowest order, berded into battle to fulfill
their meagre feudal obligations.
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0-1 BRETONNIAN WAR ALTAR

LA

ALTAR GUARD (2) 3/3[1/3]1(7

~
~
~

MODELS PER UNIT:

WEAPONS: ARMOUR:
HAND HEAVY
WEAPON ARMOUR

OFTIONS

ANY ALTAR MAY HAVE:

UP TO 3 ADDITIONAL GUARDS 8
2-HORSE WAGON AS TRANSPORT28
A MAGIC STANDARD 50

THE ALTAR GUARDS MAY HAVE
HALBERDS . . 2
SHIELDS . . = i b

The Bretonnians are a devout race. Armies often carry the bones of revered

individuals in caskets forming part of a special war altar. These are
carried right to the fighting, so that the troops may look upon and be
inspired by the great saints and beroes of the past.

0-4 LORDONNANCE (3-MAN CANNON) |

MIWSIBSIS T |W|1 |A|ldiint]Cliwp
HUMANCREW (3) |4 [3[3[3[3]1/3]1[7]7]7]|7
STRENGTH WOUNDS
RANGE | ypyg q2- | SAVEMOD. | peppar
CANNON 48" 7 3 D4
MODELS PER UNIT:

POINTS PER MODEL:
2* 60 (Inc. crew)

1-4 CANNON

WEAPONS: ARMOUR:
HAND NONE
WEAPON

artillery is mai

The d and serviced by a body of the King's
servants called I'Ordonnance.

- SKIRMISHERS (sce WEB, p100) ==

—=x MERCENARIES >

The following units may operate as skirmishers if the player
wishes. Skirmishing units must be noted down before the battle.
The maximum size for a skirmishing unit is 15 for foot troops
and 10 for mounted troops.

Unit type Maximum number of
skirmishing units

Arblastiers 1

Brigands 1

Rapscallions 2

—=x BAGGAGE (scc wEB, p102) 3=

Bretonnian nobles are inclined to bring an entourage of servants
with them and enough baggage to allow them to live in the
courtly manner to which they are accustomed. Inevitably these
magnificent retinues attract scruffy peasants, vagabonds and
other good-for-nothings, hoping to scavenge the fields of glory
for loot.

A Bretonnian baggage train is represented by cne wagon and
5 camp followers per 1000 points worth of rank & file troops
in the army. Baggage followers are unarmoured and use
improvised weapons.

—= ALLIES >

The Grand Army of Bretonnia may also invite allied forces to
attend Le Tourney (as the King likes to call battles). The idea
is that they should watch, appreciate and applaud the Bretonnian
nobility playing Le jeu de bataille. However, they may join in
if they like, providing they do not steal too much of L'bonneur.
The player may spend up to one third of the army’s total points
on allies. The allies must be assembled from the Allies Section
(pp126-149), using any of the following lists:

Old Worlders Wood Elves
W R, e e -
TN S Y,

DI

Bretonnians are willing to pay extravagant rates for sturdy or
particularly fierce mercenary infantry to compensate for their
own wretched Rascals. The player may spend up to one third
of the army’s total points on mercenaries, assembled from any
of the following lists (detailed in the Mercenary Section -
pp150-162):

Dwarfs
Half Orcs

Ogres

Norse 0ld Worlders

—< HOSTS >

Any wizard of the Grand Army of Bretonnia may bind a
monstrous host (see WFB, p240). The player may spend up to
one quarter of the army’s total points on a host. The types and
numbers of creatures allowed in the host are given in the list
below. The host must be assembled subject to the guidelines
given on page 8 of this volume.

i Point cost per
The monstrous host may contain: ceadel
0-1 Dragons 250-800
0-30 | Giant Frogs F
0-30 | Giant Leechs 6
0-20 | Giant Snails 7
0-1 Swarms (frogs and toads) 250
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—= CHAOS >

Seeping through the ruptured spatial gateways of the Old Slann,
the power of Chaos permeates the entire world, corrupting and
changing all living things, polluting the minds and bodies of
men and beasts alike. In the polar regions, directly below the
gates, the chaos influence is strongest. The areas around the
poles themselves are formed of raw chaos, where everything
is in a state of constant flux, ebbing and flowing, changing from
from moment to moment. Life as we know it cannot exist in
this hell on earth, but a bit farther away from the poles, the
Wastelands are home to a variety of strange and perverse
life-forms.

Within the Chaos Wastes, the Powers (gods) of Chaos play a
never ending game of war, pitting armies against each other
ina carnival of carnage. Sometimes the human worshippers of
chaos are drawn into these conflicts to fight alongside the
unnatural creatures and supernatural slaves of the Powers. These
armies comprise a hideous assortment of disgusting creatures,
although Warriors of Chaos and mutant Beastmen are usually
in the majority.

The organisation of a Chaos army is at best loose and ill-defined
and at worst, merely a horde of twisted creatures with little
aim beyond the unthinking catharsis of slaughter and extinction.

The banners and standards of Chaos armies carry the most
perverse form of art ever to appear on the battlefield. Grotesque
images of death, deformed beings, and foul symbols are the most
frequently seen icons, while Chaos Warriors themselves are
awesome to behold in their distinctive, spiky armour.

—=X CHAOS ARMY =

Warriors of Chaos

The profiles for Warriors of Chaos depart from the usual scheme
where heroes are graded according to level. All Human Chaotic
warriors are known as Warriors of Chaos and are ranked
according to how far they have progressed along the path of
Chaos. These ranks are Thug, Marauder, Warrior, Champion,
Knight and Lord. Chaos Thugs, Marauders and Warriors may
be banded together with others of their kind to form units.
Knights and Lords may only appear as character models. A single
Marauder or Warrior which is not part of a unit may also appear
as a character model.

mwsBs[s[TIwlITAT 4 T [ o [ wp [P
Warriors
Thug 4141433 [1]4]1 7 7 2 7 6
Marauder |4 |5[5/3[3]2|5|2[8+1 |8+1] B+1 | 841 |35
Warrior 416|6[4(3|2]|6[2|9+2|9+42[9+2|9+2 (70
Champion |4 |77 |5[3[2[7[2]10+3[10+3] 1043 | 1043|125
Knight 4/8(8|5[413[8[3]10+3[10+310+310+3|250
Lord 419(9|5[4[4|9[4]10+3[10+3/10+3|10+3|500
Wizards
5 Initiate 414131413 1]|3[1] 7 |B+1]8+1 |8+1 |60
10§ 414/3|4)3]2)4]1]8+1 |9+2| B+1 | 9+2 |85
158orcerer |4 |53 443 [4]1]9+2 942|942 | 9+2 | 155
20 Sorcerer | 4 [5 4|4 [4]4]5]1]9+2 |10+3] 9+2 [ 10+3 | 240
25 Sorcerer | 4 |6 |5 4[4 [4]6]1]/10+3[10+3/10+3 | 1043|340
Base Size: 25mm x 25mm

mMwses s Tiw[i[A] W [m] ct [ we [Ps
Beastman | 4 \ 4 1 Jld1a12]1311] 7 6 7 6 10
5 Hero 415/4|4[4(2]|4[2] 7 6 7 6 |60
10 Hero 416/4/4[5(3[4[3]|8+1 | 6 7 6 |10
15 Hero 41614 /4(5[4|5[3]9+2 | 6 | B+1 | 7+1 {160
20 Hero 417]14|4|5[(5|6[4)10+3][ 6 | 8+1 | 7+1 [210
25 Hero 4/7]/5|4|5[5|6[4]10+3[8+2] 3+2 | 8+2 (260
5 Wizard Bl4]4|5]3[2]3|2| 7 |B+1|8+1 [8+1[M0
10Wizard |B|4]4|5|3[3]|4]|2]8+1 |9+2]| 8+1 | 9+2 [160
15Wizard |8 5|4 |5|4(4]|4]|2]|9+2 |9+2| 9+2 | 9+2 [255
20Wizard |4 16|44 (5/5]|5]1[9+2 |9+43] 9+2 | 8+3 |345
25Wizard |4 |7 (5|4 |5]5[6[1[10+3[9+3]|10+3] 3+3 |470
Base Size: 25m x 25mm

mwslesis[Tiwlila | o | We P

Cultist afssfafanfa[1[ 7 7] 7] 71 [5s
Base Size: 20mm x 20mm

MwslBs| S [T W tiA] ld [t WP i Pis
Minotaur | 6|4 [3]4[4al3l3]2] 9 [5[ 7 [ 6 |40
5 Hero 6|5|4(5/4/3/4(3] 9 [5] 7 | 6 [90
0Hero | 6(6[4|5]|5]4[4/4f0+1]5] 7 | 6 [140
15Hero | 6|6 [4|5(|5[5[5/4[10¢2] 5 | 8+1 [ 7+1 /190
20Hero | 6|7|4|5[5/6|6]|5]10+3] 5 | 8+1 | 7+1 [240
25Hero | 6|7 /5]5(5[6[6]5]/10+3]7+2] 9+2 | 8+2 |290
Base size: 40mmx40mm

mwsies|siTiwli1{A] 1d [m[ o [wWpP [P

Troll 6/3[1]5[a[3[1]3] 4 4] 6 | 6 [65
Base Size: 40mm x 40mm

Alignment: Chaotic

Psychology: Varied - psychological reactions have been noted
with each entry as relevant.

Chaotic Attributes

Troops making up chaotic armies may manifest chaotic
attributes subject to the provisions on p6. The charts below
summarise the number of dominant attributes applying to units
of Warriors of Chaos, Beastmen and Human Chaos Cultist altar
Guards, as well as personal attributes for character models.

No. of No, of

Grade attributes Grade attributes
Units Characters
Thug D6-5 Knight D6
Marauder D6-4 Lord D6+1
Warrior D6-3 Beastman D6
Beastman D6-3
Chaos Cultist D6-4 Chaos

Sorcerers
Characters Initiates
Marauder D6-3 Maledictors
Warrior Do-2 Doomweavers
Champion D6-1 Soulflayers

Apocalypts
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ARMY LISTS

—= ARMY SELECTION >

i Maees Mdees

Rank & File models | % Army’s total PV | Whole army less 1

Hero

Character models 1 Hero % Army’s total PV

Heroes 1 model

Wizards 0 8 models
Allies 0 % Army's total PV
Chaos Allies 0 %2 Army's total PV
Mercenaries 0 % Army’s total PV
Chaotic host or 0 % Army’s total PV
Ethereal host 0

—= CHARACTER MODELS >

Character models are heroes and wizards. The player may spend
up to half of the army’s total points value on character models.
A Chaos army may have up to 47 character models.

General: The army must be led by a general who will be the
character model with the highest leadership characteristic.

Army Standard: The army is allowed one army standard which
must be carried by a character model and paid for from the
character model points allowance. Army standards cost 50
points.

Points: The points costs for characters are for a basic
unarmoured model with 2 hand weapon. Characters should be
provided with armament as depicted on the model and selected
from the following list. If the model is carrying a piece of
equipment rot mentioned on the table, it may be ignored. Note
that Minotaur heroes must pay four times the stated cost for
their equipment.

Points cost Points cost

per per

Item character | Teem character
model model
Close Combat Riding Animals
Additional hand Horse 3
weapon 1 Warhorse 6
Double-handed Chaos Steed 32
weapon 2
Flail 1 War Beasts
Halberd 2 Chaos Centaur 32
Lance 2 Chimera 250
Net 2 Griffon 200
Spear 1 Hippogriff 200
Manticore 200

Missile Weapon Wyvern 180
Bow 2 Chaos Spawn see
Crosshow 3 Realm of
Pistol 2 Chaos
Armour
Shield 1
Light armour 2
Heavy armour 3
Horse, warhorse
or chaos steed
barding 4

Heroes

The army may contain a maximum of 20 Warriors of Chaos
heroes, 11 Beastmen heroes and 8 Minotaur heroes chosen from
the list below. The total number of heroes may not exceed %
the army’s total points value.

Points per
Maximum availability model
Warrior of Chaos Heroes
8 Chaos Marauders 35
6 Chaos Warriors 70
3 Chaos Champions 125
2 Chaos Knights 250
1 Chaos Lord 500
Beastmen Heroes
4 level 5 Banebeasts 60
3 level 10 Despoilers 110
2 level 15 Feralfiends 160
1 level 20 Havocrender 210
1 level 25 Spasmghast 260
Minotaur Heroes
4 level 5 Bloodkine 90
1 level 10 Goremaster 140
1 level 15 Deathsteer 190
1 level 20 Doombull 240
1 level 25 Minotaur Lord 290

Champions

Chaos Marauders, Chaos Warriors, Beastmen heroes of levels
5, 10 and 15, and level 5 Minotaur heroes must be assigned to
specific units as leaders (unless carrying the army standard).
These ‘hero-leaders’ are referred to as champions. Champions
are part of the unit they are assigned to and cannot leave it (see
WEFB, p93). A Warrior of Chaos unit may not have a Beastman
champion or vice versa. A Warrior of Chaos unit may only have
a champion of greater status than that of the troops. A Minotaur
hero may be the champion of either a Minotaur or Beastmen
unit.

Chaos Champions, Chaos Knights, Chaos Lords, Beastmen level
20 and 25 heroes, and Minotaur heroes of level 10 or more, may
be assigned to units as champions, if the player wishes.
Alternatively, they may be left as independent characters, free
to associate with any unit in the normal way (see WFB, p90).

Wizards

The army may contain a maximum of eight wizards. The
maximum number of wizards available at each level and their
points costs are given below. Wizards of any level may be
assigned to units as champions, or may be left as independent
characters, free to associate with any unit in the normal way.

Points per
Maximum Availability model
Chaos Sorcerers
3 level 5 Initiates 60
2 level 10 Maledictors 85
2 level 15 Doomweavers 155
2 level 20 Soulflayers 240
1 level 25 Apocalypt 340
Beastman Shamans
2 Initiates (level 5 wizards) 110
2 Marauders (level 10 wizards) 160
1 Feralfluxer (level 15 wizard) 225
1 Malevolus (level 20 wizard) 345
1 Arcanarch (level 25 wizard) 470
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All spells are generated randomly from the Spell Index. Except
where noted below, spells should be generated from the
appropriate spell level of the Battle Magic chart.

Chaos Sorcerers may substitute Daemonic, Elemental,
Illusionist or Necromantic spells for any or all of their battle
magic spells.

AT

7 IS

Beastman wizards may substitute Necromantic or Daemonic
spells for any or all of their battle magic spells.

¥
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Magic Items for Characters

Characters can carry magical items paying the points indicated
on the Magic Items Chart (p13). These are paid for from the
character model points allowance and selected from the
following list:

Seewey ey

Any character model can be armed with a single magic
weapon with up to one magic attribute for every 5 ‘levels’
of the character (ie, a level 15 character may carry a weapon
with up to 3 attributes). In the case of Warriors of Chaos
each level above Thug is considered to be equivalent to 4
normal character level. A Chaos Knight is therefore
equivalent to a level 20 character and may carry a weapon
with up to 4 attributes.

Up to two character models may be equipped with any sort
of magic missiles.

Wizards may be equipped with up to three scrolls each.
The scrolls may contain up to two different spells of level
three or lower.

Up to two character models may wear a ring with a spell
of level three or lower.

Up to two character models may be equipped with magic
armour.

Any Chaos Sorcerers may be provided with chaos armour,
which has been bestowed upon the character by one of
the gods of Chaos as a reward. Chaos armour grows as a
living part of the wearer and does not inhibit the sorcerer’s
ability to use magic. Chaos armour offers the same range
of saving throws as normal armour and costs an extra 50
points.

The army standard may have up to two magical abilities
at 100 points each.

—= RANK § FILE >

A minimum of one third of the army’s total points value must
be spent on rank & file troops. Any unit may be given a standard
bearer and/or musician. Standard bearers and musicians must
be equipped in exactly the same way as the rest of the unit.
Standard bearers and musicians cost twice the points value of
a basic trooper.

Any unit indicated may convert an ordinary standard to a magic
standard with a single ability. The ability may have a points value

Generating Spells up to the amount shown. The specific ability must be chosen
The number of spells available to each level of wizard is as  and noted down before the game (see pl5).
follows:

Any unit indicated may convert an ordinary musical instrument
to a magical instrument with a single ability. The ability may
have a points value up to the amount shown and must be chosen
and noted down before the game (see p16).

Character | Magic Number of spells at level
4

level level 1 2 3
5 1 3 0 0 0
10 1 6 0 0 0
15 2 6 o) 0 0
20 3 6 3 3 0
25 4 6 3 3 3
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CHAOS

The illustration above depicts a sample of the types of warrior to be found in a typical Chaos Army.
Top: A dread Chaos Warrior mounted on a barded warhorse. Such wartiors are notorious for their dark and sinister war panoply.
Middle row (left to right): A frenzied Minotaur, eager to slake its craving for blood, and a Chaos Warrior on foot.

Front row (left to right): A fearsome Beastman - combining the savagery and cunning of a wild animal with the intelligence of a man.
Chaos Thug - demented servant of the foul Powers of Chaos.

The facing page shows an array of the banners and shield blazons of the Chaos Hordes, giving some idea of the fiendish and infernal imagery favoured by followers
of Chaos. As you can sce, horned and fanged skulls feature prominently amongst the motifs, and even form the basis of many of the embellishments of the great
helms worn by many warriors. Several of the shields and banners depicted here bear the symbols and insignia of the great Chaos Powers, while others are emblazoned
with the gruesome personal emblems chosen by Chaos Warriors, Champions, Knights, and Lords. The great banner in the centre, for example, is surmounted with
the Skull Rune of Khorne, while the shield in the bottom row (second from the right), bears the imagery of Slaanesh.
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0-20 CHAOS WARRIOR HORSE

WARRIOR

0-20 CHAOS WARRIORS

miwsies|s | Tiwiiialidlm cijwp
WARRIOR al6/6]al3]2]6]2]o2o+2ls:2a42

MODELS PER UNIT: 5-10

POINTS PER MODEL: 80

WEAPONS: HAND WEAPON

ARMOUR: HEAVY ARMOUR
& SHIELD

OPTIONS
ANY UNIT MAY HAVE:
LANCES:, v v o535 s ahogs b
HORSE BARDING. . ..
A MAGIC STANDARD. .. ..... ;
A MAGIC INSTRUMENT........ 25

‘ONE UNIT MAY SUBSTITUTE:
WARHORSES FOR
CHAOS STEEDS...............26

Doomed servitors of the Chaos gods! Altbough once buman, these fell riders
have exchanged thelr bumanity for worldly power.

0-30 MARAUDER HORSE

MODELS PER UNIT: 5-20
POINTS PER MODEL: 74
WEAPONS: HAND WEAPON

ARMOUR: HEAVY ARMOUR
& SHIELD

OPTIONS
ANY UNIT MAY HAVE:
ADDITIONAL HAND WEAPONS. . .1
DOUBLE-HANDED WEAPONS. ., .2

BAIBERDS, .. 0o v onn o cinininn 2
A MAGIC STANDARD.......... 50
A MAGIC INSTRUMENT........ 25

Fuliy-fledged Warriors of Chaos band together into units of retainers -
retainers of the gods themselves!

0-30 MARAUDERS

= IMWSIBS| S | TIW 1 |A|ldim|Cl) i --_u'ysas‘s TIW L LA |t it | Gl WP,
MARAUDER -|5(5(3[3[2]|56]2[s+1[s+18+1ls+1] [MARAUDER 4l515]3]3]2/[5]2[s+1/s+1l8+1841
WARHORSE s[3/ola[3[1[3[1[3[3][3]3 MODELS PER UNIT:  10-30

MODELS PER UNIT: 5-20

POINTS PER MODEL: 45

WEAPONS: HAND WEAPON

ARMOUR: HEAVY ARMOUR

& SHIELD

OFPTIONS
ANY UNIT MAY HAVE:
EANCES: s 5 soiiss oo snss 2
WARHORSE BARDING..........4
HEAVY ARMOUR. . .............3
A MAGIC STANDARD..........50
A MAGIC INSTRUMENT....... 25

POINTS PER MODEL: 39
WEAPONS: HAND WEAPON

ARMOUR: HEAVY ARMOUR

& SHIELD
OPTIONS
ANY UNIT MAY HAVE:
A MAGIC STANDARD..........50
A MAGIC INSTRUMENT. .......2

ONE UNIT MAY HAVE:
ADDITIONAL HAND WEAPONS. ..

1
DOUBLE-HANDED WEAPONS. .. .2
HALBERDS . TR —,
BOWES v snicwmmen e s o s o
CROSSBOWS. . wconivn viv viws ws wwiwws J

Chaos Marauders are almost as powerful as the Chaos Warriors they bope
to become - if the gods favour them and they prove worthy in battle.

Although not as advanced upon the Chaos Path as true Warriors of Chaos,
the Marauders are still blessed with awesome skiils and the preternaturally
power of the Chaos Gods.

0-40 THUG HORSE
: Miwsias/s|T|w l'nummlwvl miwsiBs|s | T iwli|a/|id|m]ciiwe]
THUG 8*14|4|3|3|1|a(1|[7|7]7]|7 THUG 414|143 |3[1]|41]|7]|7]|7]|7
» 0 0 OF HOR MODELS PER UNIT: 10-30

MODELS PER UNIT: 5-20

POINTS PER MODEL: 16

WEAPONS: HAND WEAPON

ARMOUR: LIGHT ARMOUR

OPTIONS
ANY UNIT MAY HAVE:
SHIEEDS: . .50 oy oo s s s5@ 50 g
HEAVY ARMOUR. .............. 2
ONE UNIT MAY HAVE:
LANUEN. e din iimiel e bpsmsnonts 2
SPEARY ... ..o i svemisss, sou e sl
PISTOLS. ..............000000.2

These are the lowliest of the human ranks of Chaos, the young and the
desperate, their souls newly bartered for the promise of earthly power.

POINTS PER MODEL: 8
WEAPONS: HAND WEAPON

ARMOUR:  LIGHT ARMOUR

OPTIONS
ANY UNIT MAY HAVE:
SHIELDS . .. oovonor vs comns o vn 1
HEAVY ARMOUR. .. e

ONE UNIT MAY HAVE:
ADDITIONAL HAND WEAPONS
DOUBLE-HANDED WEAPONS
FLAILS o o — .
SPEARS

BOWS

LONG BOWS. . . .

THROWING AXES

PISTOLS. ......

B e e e N e

Many turn to Chaos as an easy road to power. Few travel far along that
road, for it is beset with dangers that affect both mind and body. The
Grimraiders are men of this kind - fresh upon the Chaos Path and barely
touched by its corrupting power
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0-200 BEASTMEN 0-25 MINOTAURS

. miwslesis [T w1 altdline|Cwe Miws[BS| | T Wil A kd|ineiCliwp
BEASTMAN slalalalal2la]1]7]6]7]s MINOTAUR 6lal3lalal3l3]2]als][7]6
MODELS PER UNIT:  10-40 MODELS PER UNIT: 1-5

POINTS PER MODEL: 40
WEAPONS: HAND WEAPON

POINTS PER MODEL: 10
WEAPONS: HAND WEAPON

%
ARMOUR: NONE ARMOUR:  NONE 5
OPTIONS OPTIONS 3
ANY UNIT MAY HAVE: ANY UNIT MAY HAVE: 3
SHIBEDS . oo sivianainion — ! ADDITIONAL HAND WEAPONS . . 4 E3
LIGHT ARMOUR............... 2 DOUBLE-HANDED WEAPONS. .. .8 i
LIGHT ARMOUR I X
ONE UNIT MAY HAVE: I
ADDITIONAL HAND WEAPONS. . . 1 P
DOUBLE-HANDED WEAPONS. .. .2 %
BEAIES oo i sibin 1
THROWING SPEARS............ 1
HALBERDS ... . s sl

Like the smaller Beastmen, Minotaurs are creatures of Chaos, corrupted
Amongst the wastes of Chaos and the dark forests of the Old World, lurk and made powerful in order to serve their beinous masters

roving bands of Beastmen - men twisted into bestial form and beasts
perveried into the shapes of men. They are the creations and the servants
of Chaos itself.

0-8 BEASTMASTERS 0-10 TROLLS

IaﬁAsmm MiwsiBS|s T wl1|A Ld|inefcCliwe MiWS|BS|S | T W[t iAiLdiint|CliwP

ANIMALHANDLER |4 |43 [3]a/2({3[1/7]/6[7 6 ITROLL 6/3/1[5/a/3|1[3]a[a]6]6
MODELS PER LINIT: 1-3 MODELS PER UNIT: 1-5
BEASTMASTERS WITH PACKS POINTS PER MODEL: 65

POINTS PER MODEL: 15 WEAPONS: HAND WEAPON

WEAPONS: HAND WEAPON

ARMOUR: NONE ARMOUR: NONE

OPTIONS
ANY ANIMAL HANDLER MAY HAVE
A SHIELD e an P =l
LIGHT ARMOUR........ 2

Beastmen are virtually beasts themselves and make ideal bandlers for
ferocious animals

Each Beastmaster may control from 2-6 animal models chosen from below. Trolis are dim-witted but strong creatures, easily beguiled into the service
Two or more bandlers and their packs may be merged to form larger units. of Chaos.

CHAOS HOUNDS.............. 23
CHAOS SPAWN(see Realm of Chaos)

0-1 CHAOS WAR ALTAR

Bchaoscumst M IWS|BS| S | T |W |1 A |Ld|ime|Cl WP
ALTAR GUARDS (2) | 413 |3 |3 [3 18 |1(7]7]7]7

MODELS PER UNIT:

5\ r POINTS PER MODEL:
e =

Gy e \E] WEAPONS:

e

s LA TSR HAND
" i : 93. =Y 7 3 "“ WEAPONS
JAIN| muoun 1 A0 LN e,

ARMOUR CHAOS CULTIST

ALTAR GUARDS

ADDITONAL ALTAR GUARDS (MAX 3).8 EACH  MAGIC STANDARD
WAGON/CARRIAGE TO MOUNT ALTAR....44 TO ACCOMPANY WAR ALTAR. .....100

The servants of Chaos often sacrifice their foes on the batilefield, spilling
blood and souls in the name of their gods. For this purpose they will
sometimes take a specially dedicated altar with their forces.




SAMPLE CHAOS ARMY

1. Chaos Champion Draken
Doom - formidable commander
of the Chaos Horde

Mighty, Dark-Winged, Avenging Lord of Chaos, Bryan

2. Soulflayer Peelbone - fell
sorcerer and servant of the Chaos
gods.

Ansell, with his Mighty Avenging Chaos Army.

4. Doomweaver Goreblast -
sorcerer and practitioner of
P chaotic rites,
i T y LS e ~ S
5. This fearsome Hydra is a product of the warping Y
influence of the Chaos wastes and has been bound to S A o R A e e e RTE 0 R Sy Pk
the service of the Horde by the unspeakable rituals of x
Doomweaver Goreblast. 6. This pair of Minotaurs - an embodiment of bestial brutality - rejoice at the prospect

of fresh gore.




SAMPLE CHAOS ARMY

7. A rabid

(st |

pack of Chaos Hounds - whelps of the warp - bound into service by the sorcery of the Horde's wizards.

EQUIPMENT AND
POINTS VALUES

1. Chaos Champion, barded
Chaos Steed, lance, magic
crossbow (Parasitic
Blade), heavy armour &
shield - 205 pts.

5 personal attributes:
Blood Rage, Mace Tail,
Enormously Fat, Long
Legs, Weapon Master.

. Lvl 20 Soulflayer, Chaos
Armour, barded Chaos
Steed, magic weapon

Ench d Blade)

[}

8. A unit of Chaos Beastmen. Their great banner depicts the fiendish entity they venerate, and is decorated with
trophies from past victories.

9. A unit of Beastmen led by a Chaos Champion with a unit standard. This warband has been gifted
with Blood Rage and Great Fangs, worthy gifts for worthy fighters.

10. Another unit of Beastmen, eager to make a blood offering to their blood god, and ever seeking new victims
upon the slaying fields.

- 376 pts.

4 personal attributes:
Regeneration, Powerful
Legs, Long Legs, Atrophy.
Spells: Aura of
Resistance, Dispirit, Fire
Ball, Dispel Lesser
Daemon, Bind Daemon,
Summon Steed, Zone of
Daemon Nullification,
Stop Daemonic
Instability, Summon
Lesser Daemons, Spread
Insanity, Summon Great
Power, Dispel Daemon
Horde.

3. 5 Chaos Marauders,
barded warhorses, lances,
heavy armour & shields -
255 pts.

No dominant attributes.

4. Lvl 15 Doomweaver,
Chaos Armour, barded
Chaos Steed, magic
weapon (Enchanted
Blade) - 291 pts.

3 personal attributes:
Hypnotic Gaze, Breathe
Fire, Very Agile.

Spells: Aura of
Resistance, Fire Ball,
Hammerband, Bind
Daemon, Dispel Lesser
Daemon, Summon
Familiar, Lightning Bolt,
Summon Lesser
Daemons, Stop
Daemonic Instability.

5/7.Chaotic Host with 10
Chaos Hounds, 1 Hydra
- 430 pts.

6. 2 Minotaurs - 80 pts

8. 25 Beastmen led by
Chaos Champion, unit
standard, hand weapons,
shields & It armour
- 553 pis.

3 dominant attributes:
Iron Hard Skin, Stupid,
Powerful Legs.

2 personal attributes for
Champion: Manic Fighier,
Enormously Fat.

9. 25 Beastmen led by
Chaos Champion, unit
standard, hand weapons,
shields & It. armour
- 553 pts.

2 dominant attributes:
Biood Rage, Great Fangs.
2 personal artributes:
Mace Tail, Magically
Resistant.

10. 25 Beastmen led by
Chaos Champion, unit
standard, hand weapons,
shields & It. armour - 553
pts.

1 dominant attribute:
Scorpion Tail. No
personal attributes for the
‘Champion.

Total Points Value: 2996 pts.
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ARMY LISTS
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—=< BAGGAGE >»>— —= HOSTS >

Bringing up the rear of any Chaos horde may be seen their A Chaos sorcerer or Beastman wizard may bind either a chaotic
hideous train of camp followers. Foul beings including those  or ethereal host. The player may spend up to one quarter of
mutants too far gone to be worth putting in the battle-line. They  the army'’s total points on a bost. The type of hosts the player
accompany awesome, creaking wagons of horrific form, riddled  may use are listed below, with details of what creatures (and
with woodworm and decay, and drawn by pathetically how many) are allowed in each type of host. The host must
deformed beasts of burden. These weird wains are piled high  be assembled subject to the rules provided in the Warhammer
with cages, cauldrons and sinister inlaid caskets, while Bestiary (see WFB, p240).

implements of torture and insane ritual are hung about them.
A continuous eerie sighing emanates from the sad, snuffling

and cowled figures groping behind the wagons. A chaotic ] o Nm“ wst
baggage train is represented by 1 wagon and three followers | An ethereal host may contain: model
per 1000 points in the army. These should have Chaos Cultists E— — - per
profiles and improvised weapons. 0-5 Ghosts 50
0-1 Spectres 200/225
0-2  Wights 100
— ALL]ES p . 0-2 Wraiths 150
The player may spend up to a quarter of the army'’s total points 3 T
on allies. The allies must be assembled using the Allies Section : : o : Points cost
(126), and chosen from the following list: A Chaotic host may contain; per model
Chaos Allies Skaven Dark Elves 0-10 Chaos Hounds 23
Undead Orcs and Goblins 0-1 Chimerae 250
0-2 Cockatrices 150
Note that players can spend up to one quarter of the army’s total 0-2 Griffons 200
points value on ‘ordinary’ allies, but may spend up to half on 0-10  Harpies 15
Chaos Allies. 0-1  Hippogriffs 200
0-1 Hydra 200
0-1 Jabberwock 200
—X MERCENARIES > 0-1  Manticore 200
0-2 Wyverns 180
The player may spend up to a quarter of the army’s total points 8‘1 gorg_on 141;)
on mercenaries. Mercenaries must be assembled using the 0'5 czmm; )
Mercenary Section (p150), and chosen from the following list: 2 A08 DA (see
0-5 Dragon-Ogres Realm of
Giants Hobgoblins Ogres Chaos)
Half Orcs Orcs




ARMY LISTS

—= SRAVEN >

In the remote past, rats infesting the decaying ruins and other
unwholesome places of the earth fed upon a mighty source of
raw magic. This was warpstone - solid fragments of the very
stuff of Chaos. Tainted by the unnatural mutating influence of
the warpstone, the vile race of Skaven evolved and spread
throughout the world. Warpstone remains a vital part of Skaven
civilisation, fuelling Skaven magicians with magical energy and
enabling their artificers to make weapons of awesome power.

Skaven are the children and servants of Chaos. They spread the
corruption of chaos via a vast network of underground tunnels.
This world-spanning web of burrows, known as the Under
Empire, spreads under the cities of men and into sewers and
vaults and other dark places. In the Old World, the Skaven have
created for themselves a secret metropolis; the sprawling,
squalid city of Skavenblight. Few humans are aware that the
Skaven underworld exits, even fewer have the courage to do
anything about it.

The patron deity of the Skaven is the Horned Rat, served by
the Thirteen Lords of Decay, each ruling one of the secret Skaven
cities. The Grey Seers are the direct servants of the Lords of
Decay. They are wizards of great power drawing their magical
energies directly from warpstone.

Skaven society is divided into various clans, each of which has
its own weird armaments and foul methods of waging war. Clan
Skryre, also known as the Warlock Engineers, are masters of
an insane blend of magic and science derived from the power
of the warpstone. Clan Eshin, feared as assassins, murderers and
haunters of the night, are active within and under the cities of

—=x SKRAVEN ARMY =

MwsiBs|S{T{W| I A td [In | C | WP iPts
skaven |5(303(3[3]1]al1] 6 | 6] 5 [ 7 [4n
5 Hero 5|4/4/4]3|1|5]/2| 6 | 6] 65 7 |28
10 Hero 5(5/4/4/4/2(5|3|7+1 |6 5 7 |50
15 Hero 5/5|4/4(4|3[6|3[8+2| 6 | 641|841 |72
20 Hero 5(6|4/4(4]4[7]|4/9+3 |6 |6+1[8+1]895
25 Hero 5|6(5/4[4/4[7[4]9+3 (842|742 ]9+42 |17
5 Wizard 5/4(3/4[3|1]4]1] 6 |7+1]6+1|8+1 |58
10Wizard |5(43|4[3[2[5]|1[7+1 [8+2]) 6+1 [ 9+2 | 80
15Wizard |5|5(3|4|4[3[5[1]|8+2[8+2]7+2 | 9+2 | 147
20Wizard |5(5(4|4|4]4]6[1]8+2[9+43] 7+2|10+3230
25Wizard |5(6|5/4[4[4]7]1]|9+43 |9+3] 8+3 [10+3 327
Base size: 20mm x 20mm Alignment: Skaven armies are Chaotic.

Chaotic Attributes: Skaven may manifest chaotic attributes
subject to the provisions on page 6. A unit of Skaven may have
up to D6-3 dominant attributes. A Skaven character may have
up to D6-4 personal attributes.

—= ARMY SELECTION >

man. Wherever there is squalor, the scouts and ins of this
clan can be found stirring the rats of the city sewers. Clan
Moulder are powerful beastmasters, using warpstone to create
foul breeds by genetic engineering. Clan Pestilens are also
known as the Plague Monks. They are the disciples of disease
and decay and the harbingers of plague. The many Warlord Clans
are often no more than small packs or gangs ruled over by the
strongest Ratmen but they provide the bulk of Skaven warriors.
The lowest of all Skaven society are the Slaves whose lives are
brutish, painful and mercifully short.

Skaven wear dark, ragged clothing and their armour is often
scavenged from the battlefield. Skaven standards take Chaotic
art to new depths of depravity, with unimaginably twisted
visions rendered in pigments distilled from blood and
warpstone. The images so represented seem to twist and move
with a life of their own, as though they had crawled from some
dark nightmare. The sight of these standards, coupled with the
hideous chattering and squeaking of a multitude of ratmen is
something that most men hope never to experience!

Force Mini Maximum

Rank & File Whole army less 1
character

¥ Army’s total PV

% Army’s total PV

Character models

Heroes 1 model

Wizards 0 6 models
Allies Y% Army’s total PV
Mercenaries 0 0
Host % Army’s total PV

Monstrous or Chaotic

Skaven do not employ mercenaries - generally preferring to buy
other animals for their meat rather than their fighting prowess.

Skaven armies have no recognisable baggage. Their few needs
are carried personally, whilst the spoils of victory and other
burdens are distributed amongst the entire force.
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SKAVEN

The illustration above shows just a selection of the fearsome Skaven warriors.
Top - Stormvermin (Elite Skaven warrior). Bottom (left to right) - Skavenslave warrior; Skavenslave slinger; Clanrat warrior.
Centre (from rear, left to right) - Clan Skryre Warp Firethrower team; Clanrat warrior; Clan Skryre Seer.

The facing page shows a selection of notable Skaven standard and shield designs, including banners depicting emblems of important
Skaven seers and warlords. Top row, second from left is 2 Clan Eshin banner. In the middle of the second row is a Clan Pestilens Plague
Monk banner, and to its right is a Clan Skryre war banner emblazoned with an icon of the Horned Rat.

The shield designs include many symbols of the warlord clans, and several have symbolic images of warpstone. For example, the black
and white shield depicting twin daggers is an emblem of Clan Eshin. Three of the shields are decorated with images of the Horned Rat,
and there is also a notable example of a shield depicting a warpscroll.
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—=x CHARACTER MODELS >

Character models are heroes and wizards. The player may spend
up to a third of the army’s total points value on character models.
A Skaven army may have up to 31 character models and must
have at least 1 (ie, the General).

General: The army must be led by a General who will be the
character model with the highest leadership characteristic.

Army Standard: The army is allowed one army standard which
must be carried by a character model and paid for from the
character model points allowance. Army standards cost 50
points.

Points: The points costs given for characters are for a basic
unarmoured model with a hand weapon. Characters should be
provided with armament as depicted on the model and selected
from the following list. If the model is carrying a piece of
equipment nof mentioned on the table, it may be ignored.

Points cost Polints cost
per per
item character | Item character
model modek
Close Combat Missile
Weapons Weapons
Additional hand | Warplock pistol
weapon 1 (Clan Skryre) 2
Double-handed Warplock
weapon 2 arquebus 3
Flail 1 Sling 1
Halberd 2 Throwing axes 1
Net 1 Throwing knives 1
Spear 1 Throwing spear 1
Throwing star 1
Armour
Shield 1
Light armour 2
Heavy armour 3
Herces

The army may contain 2 maximum of 25 hero models. The
maximum number of heroes available at each level is given on
the table below.

: Points per
Maximum availability sacdet
10 Clan Chieftains (level 5 heroes) 28
5 Clan Warlords (level 10 heroes) 50
2 Verminlords (level 15 heroes) 72
1 Sewertyrant (level 20 hero) 95
1 Lord of Decay (level 25 hero) 117
2 Clan Eshin Assassin Stranglers
(level 5 hero) 31
2 Clan Eshin Assassin Cullers
(level 10 hero) 53
2 Clan Eshin Assassin Garrotters
(level 15 hero) 75

Clan Eshin Assassins

Clan Eshin Assassins may be hidden in any Skaven regiment.
Whilst hidden, Assassins may not lead a unit, but may do so
as normal once revealed. Assassins are armed with poisoned
weapons forged from warpstone, and all their attacks (whether
from hand-to-hand or missile weapons) count as poisonous.
This normally adds +1 to the Strength of any hit (see WFB,
p131). The extra +3 points for poisonous weapons has been
included in the basic cost.

Champions
With the exception of Assassins, level 5, 10, and 15 heroes must
be assigned to specific units as leaders (unless designated as army
standard bearer). These ‘hero-leaders’ are referred to as
champions. Champions are part of the unit they are assigned
to and cannot leave it (see WFB, p93). Champions are normally
assumed to be of the same clan as their unit.

Level 20 or 25 heroes may be assigned to specified units as
champions if the player wishes. Alternatively, they may be left
as independent characters, free to associate with any unit in
the normal way (see WFB, p90).

Wizards

The army may contain up to six wizards. Wizards may be
assigned to units as champions, or may remain independent
characters, in which case they are free to associate with units
as normal. The maximum number of wizards available and their
magic level is given below.

Lol Points per
Maximum availability At
2 Clan Scryre Seers (level 5 wizards) 58
2 Clan Scryre Warpweavers
(level 10 wizards) 80
2 Clan Scryre Warpsquealers
(level 15 wizards) 147
1 White Skaven Sorcerer
(level 20 wizard) 230
1 Grey Seer (level 25 wizard) 327

Skaven wizards are unable to regain magic points by resting.
They gain magic points by consuming warpstone before the
battle and begin the game with a full store of magic points.
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Generating Spells
The number of spells available to each level of wizard is as
follows:

Character | Magic Number of spells at level
fevel level : 2 4

5 1 3 0 0 0

10 1 6 0 0 0

15 2 6 3 0 0

20 3 6 3 3 0

25 4 6 3 3 3

Spells should be generated randomly from the appropriate spell
level of the Battle Magic chart. A Skaven wizard may also use
other sorts of magic if the player chooses. The wizard may
generate up to one Elemental, one Necromantic and one
Daemonic spell per level instead of a Battle Magic spell of the
same level.

Magic Items for Characters

Characters can also carry magical items by paying the points
indicated on the Magic Items Chart (p13). These are paid for
from the character model points allowance and selected from
the following list.

Any character can be armed with one magic weapon with
up to one magic attribute for every 5 ‘levels’ of the character
(ie, a level 5 character may carry a weapon with one
attribute, a level 15 character may carry a weapon with
three, etc).

A champion of a Clan Pestilens Warrior Monk unit may
have up to two warpscrolls. These are magical scripts,
copied from the great Liber Bubonicus and the Liturgus
Infestus, and written in warpstone ink on the hides of living
creatures. A warpscroll has a unique effect unlike any other
scroll. In the magic phase of the Skaven’s turn, the character
may direct the scroll’s effects at any unit within 24 inches.
Victims undergo a rapid aging process, suffering the natural
decay of years in a few moments. Each model in the target
unit receives an automatic Strength 3 hit and survivors must

make an immediate rout test. Warpscrolls may only be used
once. It costs an additional 100 points to equip a character
with a single Warpscroll.

Any of the army’s character models may wear a warpstone
charm. Any character wearing a warpstone charm may use
it once during the game to enable him to re-roll any single
die throw, whether a throw ‘to hit’, a throw on the damage
chart, or a saving throw. If attacked by magic at any time,
the presence of warpstone will increase the characters’s
Will Power by +1 for the purpose of any magic saving
throw.

Any character model may carry a warplock pistol firing
a warpstone (poisoned) shot (with a Strength of 5). This
costs 5 points.

Up to two character models may be equipped with magic
armour.
The army’s standard may have up to two magical abilities.

‘Warpstone charms cost 25pts each.

—= RANK § FILE >

At least a half of the army’s total points value must be spent
on rank & file troops. All units are automatically assumed to
have a leader with the same profile as the rest of the unit. Any
unit may be given a regimental standard bearer and/or a
musician. Standard bearers and musicians are equipped in
exactly the same way as the rest of the unit. Standard bearers
and musicians cost double the points value of a basic trooper.

Any unit indicated may convert an ordinary standard into a
magic standard with a single ability. The ability may have a points
value up to the amount shown. The specific ability must be
chosen and noted down before the game (see p15).

Any unit indicated may convert an ordinary musical instrument
into a magical instrument with a single ability. The specific
ability must be chosen and noted down before the game (see




SAMPLE SKAVEN ARMY

1. Sacred Standard of the Horned Rat with
Clan Chieftain bearer.

was selected.

Pete Taylor has collected and painted a massive Skaven Horde
from which the 3000 point army shown in the adjoining photographs

i
2. Lord of Decay 3. Clan Scryre
(Army General). Warpsquealer.
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5. Clan Eshin Night Runners led by a Clan Chieftain.

4. Clanrats with a unit standard, led by a Clan Chieftain,

9. Skavenslaves led by a Clan Chieftain, armed only with hand weapons.




SAMPLE SKAVEN ARMY

13. White
Skaven Sorcerer.

e
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16. Clan Pestilens Poisoned Wind Globadiers

17. Clanrats with a unit standard, led by a Clan Chieftin.

15. Skavenslaves armed with spears and shields.

EQUIPMENT AND POINTS VALUES
. Lvl 5 Clan Chieftain & magical standard - 178 pts.
. Level 25 General - halberd, spell-tempered heavy armour - 147 pts.
. Lvl 15 wizard - 147 points.
Spells: Steal mind, Immunity from Poison, Cure Light Injury, Fire
Ball, Himmerhand, Cause Animosity, Cause Frenzy, Lightning Bolt,
and Aura of Protection.
4. 20 Clanrats; unit standard; Lvl 5 Champion; spears, lt. armour, &
shields - 162% pts.
5. 5 +1 shock elites; Lvl 5 Champion; hand weapons - 62 pts.
6. 4 Warp Firethrower Teams - 316 pts.
7. 20 +1 shock elites; magical War Banner; Lvl 20 Champion; hand
weapons, It. armour, & shields - 269% pts.
8. 20 Clanrats; unit standard; musician; Lvl 5 Champion; spears, It.
armour, & shields - 169 pts.
9. 25 Skaven levies; Level 5 Champion; hand weapons - 88 pts.
10. 20 +2 shock elites; magical Relic Banner; Lvl 15 Champion; It.
armour & double-handed weapons - 250 pts.
11. 8 Skaven scouts; unit standard; hand weapons & shields - 116% pts.
12. 10 Sk : Tali ic Unit Standard; Lvl 10 Champion; hand
weapons - 145 pts.
13. Lvl 20 wizard with warp scroll - 255 pts.
Spells: Part water, Hide, Wind Blast, Immunity from Poison, Dispirit,
Strength of Combat, Rally, Stampede, Cause Frenzy, Cause Cowardly
Flight, Flamesheet, Dispel Magic, and Aura of Resistance (on scroll).
14. 2 Skaven animal handlers; 8 rat ogres - 323 pts.
15. 20 Skaven levies; spears and shields - 70 pts.
16. 6 Skaven Poisoned Wind Globadiers - 150 pts.
17. 20 Clanrats; unit standard; Lvl 5 Champion; hand weapons, light
armour, & shields - 150 pts.
Total Points Value of the Army: 2998% points.

W




—¥ CLANRATS Skaven of the Warlord Clans >

Beneath the cities of the world countless gangs of Skaven infest the sewers and catacombs. These packs
are led by Skaven warlords and are known as the ‘Warlord Clans’. The warriors of these clans are the
main strength of the Skaven ‘Under Empire’. They wait ready to be stirred into action by the insidious

agents of Clan Eshin.

0-20 CLANRAT STORMVERMIN 50-300 CLANRAT WARRIORS

: miwsiesisiT w1 A Ldim cijwe
+2 SHOCK ELITE 5/4[3|3[3|1(5]|1|6/6[5]7
MODELS PER UNIT: 10-20

POINTS PER MODEL: 7%

WEAPONS: HAND WEAPON

ARMOUR:  LIGHT ARMOUR

OPTIONS

ANY UNIT MAY HAVE:
DOUBLE-HANDED WEAPONS. .. .1
Y

A MAGIC STANDARD. .. s :50

miwsias s |Tiwit|alidmiciiwe
SKAVEN 5|3/3lalal1]al1]e]l6]s]7

MODELS PER UNIT: 20-40
POINTS PER MODEL: 6
WEAPONS: HAND WEAPON

ARMOUR: LIGHT ARMOUR

& SHIELD
OPTIONS
ANY UNIT MAY HAVE:
SBEARS, i ie e .

| ONE UNIT MAY HAVE:
DOUBLE-HANDED WEAPONS. .. .1

To the fore of any Skaven swarm may be found the Stormvermin. These
are ravenous elite warriors, eager to slay the enemy.

Skaven belonging to the Warlord Clans make up the bulk of ordinary
Skaven warriors.

0-20 BLACK SKAVEN CLANRATS

20-500 SKAVENSLAVES

Miwslesis it wli [ Aidlm|cijwe
+15HocKEUTE |5 a|3/3l3l1]al1/6]86]5]7

o

 |miwsies|s [T w1 iA{te]m]|ciiwe
SKAVEN LEVY 5/2|2|3[3]|1[3]|1]5 4|6

SHE
MODELS PER UNIT: 10-20
POINTS PER MODEL: 6%
WEAPONS: HAND WEAPON

ARMOUR: LIGHT ARMOUR

OPTIONS
ANY UNIT MAY HAVE:
SHIBEDIS . oo 10 vomnns 5005
HALBERDS............ 54
A MAGIC STANDARD..........50

MODELS PER UNIT: 20-50
POINTS PER MODEL: 22
WEAPONS: HAND WEAPON

ARMOUR: NONE

OPTIONS
ANY UNIT MAY HAVE:
SEENIGS . . s iy st B
SPEARS . .. :
SHIELDS . . . ..

Among the Clanrat Warriors are vicious Black Skaven who form a warrior
elite, often as retainers of the Skaven Warlords.

The lowest caste of Skaven society are the slaves. They are often driven
into battle by the more vicious Skaven, and bobbled together with chains.




—='. CLAN ESHIN >

Clan Eshin use weapons forged with warpstone in
order to inflict poisoned wounds. Such weapons
include hand weapons with warpstone blades,
throwing stars of warpstone and warpstone
slingshot. All attacks from a Clan Eshin model are
poisonous. This costs 3 points per model which has
been included in the basic points cost.

—=. CLAN PESTILENS >»—

Clan Pestilens are the unholy disciples of disease,
devoted to spreading the contagion of Chaos over
the Earth. The Devouts of Clan Pestilens are also
known as ‘Plague Monks" By means of diseases
cultured on the warpstone, they spread the great
plagues that ravage the world.

0-10 NIGHT RUNNERS 0-6 PLAGUE CENSER BEARERS (see WFB, pi00) [

imiwsips|s{Tiw|1]A | Ld]int]cCliwp MiwsiBs| S Tiwli | A Ld|intiCliWP
+1SHOCKEUTE |5 |43 /3|3/1/4]1]6/6]5]7 SKAVEN 5/3/3/3/3l1]al1l6l6/6l7
MODELS PER UNIT: 5-10 MODELS PER UNIT: HIDDEN

POINTS PER MODEL: 8% WITHIN OTHER SKAVEN UNITS

WEAPONS: HAND WEAPON
ARMOUR: NONE
OPTIONS

ANY UNIT MAY HAVE:

ADDITIONAL HAND WEAPONS. . %2
SHIELDS .. oo o ot s s ¥
LIGHT ARMOUR. . ...c.ucvuvnnl

POINTS PER MODEL: 40

WEAPONS: PLAGUE CENSER
ARMOUR: NONE
OPTIONS

ANY MODEL MAY HAVE:
LIGHT ARMOUR...............1

These Clan Eshin elites are often active by night, slaying foes in dark places,
infiltrating the enemy cities, preparing the way...

Plague censers are Warpstone ‘incense burners; emitting a foul bubonic
vapour. Those who inbale the fumes are infected and flesh exposed to the
vapour erupts in festering blisters. Plague censer bearers may be bidden
in any Skaven unit.

0-20 GUTTER RUNNERS 0-20 PLAGUE MONKS

I gﬂ'm{gssrw&txum I : wwsles|s iy iwli A.EE@

SKAVENSCOUT | 5|3[3/3/3[1]/4l1/6/6/6|7 SKAVEN 5/3falalal1]al116l6/5]7
MODELS PER UNIT: __ 5-10 MODELS PER UNIT:  5-20
POINTS PER MODEL: 12V POINTS PER MODEL: 4%

WEAPONS: HAND WEAPON

ARMOUR: NONE

OPTIONS
ANY UNIT MAY HAVE:
L1 0 R ——
LIGHT ARMOUR...... SO |

ONE UNIT MAY HAVE:

ADDITIONAL HAND WEAPONS. . %
THROWING STARS............%
SEINGS . s u soaiamass wn siarsess o s s 92

WEAPONS: HAND WEAPON

ARMOUR: NONE

OPTIONS
ANY UNIT MAY HAVE:
LIGHT ARMOUR. ..............1

ONE UNIT MAY HAVE:
A MAGIC STANDARD. . ........100

Clan Eshin scouts range far abead of the Skaven bordes, seeking the enemy,
ensuring the element of surprise and stirring the ratpacks of the cities into
action.

The Plague Monks of Clan Pestilens are a skaven devout order: initiates
of infection. They go into battle reciting from the Liber Bubonicus and
chanting the Liturgus Infectus

7

e




—=X. CLAN MOULDER > —=X CLAN SKRYRE >

Clan Moulder are the perverters of natural animals, Clan Skryre are the masters of a perverse
cruel experimenters with the living flesh of other  technology, a profound knowledge enslaved to the
creatures. It is they who create the malformed bestial whims of Chaos. They devise all of the
beasts that accompany and serve the Skaven. arcane devices of war used by the Skaven.

0-8 CLAN MOULDER BEASTMASTERS 0-6 POISONED WIND GLOBADIERS

SKAVEN Miwsissis [T [wiifa/td|im|ciiwe Miwsias|s [T w1 A Ld|m|cilwp
ANIMAL HaNDLER (6 (3 (3 (33 [1]al1]6]6/5]7 SKAVEN 5/3l3[3[a[1]al1]6]6][5]7
MODELS PER UNIT: 1-4 . | MODELS PER UNIT: 13
POINTS PER MODEL: 9% POINTS PER MODEL: 25

WEAPONS: HAND WEAPON WEAPONS: POISONED WIND
GLOBE &
HAND WEAPON

ARMOUR: NONE

ARMOUR: NONE

OPTIONS OPTIONS
ANY HANDLER MAY HAVE: ANY UNIT MAY HAVE:
SHIELD . . . AP R— Y LIGHT ARMOUR. ......... 1

LIGHT ARMOL;Ii. . .- ) 1

These troops carry glass globes containg Warpstone matter. When broken,
Each bandler may control from 2-6 animal models of one type chosen tthe globes emit Warpstone gas which infects the minds of those unfortunate
from the list below. Several Beastmasters and their packs may be merged enough to inbale if.

to form larger units so long as the animals are of the same type.

PRPREI . Sl = . 1 0-8 WARPFIRETHROWER TEAMS (see WEB, p116)

Chaos Hounds 20 Giant Wolves 2
Giant Rats 2 Rat Ogres 38

SKAVEN (2)

TEAMS PER UNIT: ’ POINTS PER
N i TEAM:
81
PN g
er
a7
A o
WEAPONS: ARMOUR:
HAND - LIGHT
WEAPON ARMOUR
The dreaded Skaven Warpfire-throwers project a volatile mixture of
Warpstone and other arcane ingredients, which erupts into flame.

SKAVEN (2)

JEZZAIL

TEAMS PER UNIT: | POINTS PER TEAM:
1-4 - Y

WEAPONS: 4\\‘ ) ARMOUR:
WARPLOCK I g = NONE
JEZZAIL & 3

HAND WEAPON €9 T

The Clan Skryre Jexzail is a long, large calibre warplock musket. It requires
a crew of two Clan Skryre Skaven to use a single Jexzail, one to fire and
one to bold the musket rest. The Jezzail fires warpstone shot which inflicts
poisonous wounds. The extra points cost for its poisonous attack is
included in the rotal.

A Skaven regiment prepares to advance,




ARMY LISTS

- SRIRMISHERS (see WEB, p100)

Clan Eshin Gutter Runner units may automatically act as
skirmishers. These are the only Skaven units which may do so.

—= ALLIES >

The player may spend up to a third of the army’s total points
on allies. The allies must be assembled using the Allies section,
(p126), and chosen from the following list:

Chaos Allies Orcs and Goblins Dark Elves

—< HOSTS >

A Skaven wizard may bind either a monstrous or chaotic host.
The player may spend up to one quarter of the army’s total points
on a bost. The charts below indicate the types of creatures that
may be included in a Skaven monstrous or chaotic host. The
host is assembled using the rules in the Warhammer Bestiary
on p240/265.

Points cost
The monstrous host may contain: per model
0-30 Giant Bats 2
0-30 Giant Leeches 6
0-100 Giant Rats 2
0-8  Giant Spiders 45
0-1 Swarm 250
Points cost
The chaotic host may i per model
0-10  Chaos Hounds 23
0-1 Chimeras 250
0-2 Cockatrices 150
0-2 Griffons 200
0-10  Harpyies 15
0-1 Hippogriffs 200
0-1 Hydra 200
0-1 Jabberwock 200
0-1 Manticore 200
0-2 Wyverns 180




ARMY LISTS

—= ORCS § GOBLINS >

Goblinoids have some claim to be the most numerous and the | MIWSIBS| S T W Al Ld | Int| G | WP | Ps
most debased group of creatures in the entire world. These
creatures (ie, Orcs, Goblins, Half-Orcs, Savage Orcs, Black Orcs, Half-Orc 413/31313]1]3 1 ? 6 1 7 5
and Snotlings) live in large, dispersed tribes, often occupying -
several settlements. Although each race has its own distinct |5 Hero 414/4(4/3[1/4|2]| 7 6 7 7 |30
tribes, the larger goblinoids nurture a slave-class of the less 10 Hero 4/5/4(4(4[(2/4(3|8+1| 6 7 7 55
powerful races. For this reason it is appropriate to consider Orcs 15 Hero alslalalalals]3]o+2| 6 |8+1]8+1]80
and Goblins as forming a single army type. Orc armies always
include a few Goblin lackeys - probably brought along to do 20 Hero 41614/414|4]16/4/10+3| 6 | 8+1 ] B+1 [105
the jobs even Orcs don't fancy much! 25 Hero 416/5/4/4(4/6/4]10+3[8+2] 9+2 | 9+2 | 150
Goblinoid armies are generally led by Orcs or Half-Orcs, who 5 -
are the biggest and cleverest of their kin. The rank and file of |3 le.ald 4/418/4/3111311] 7 7+1] B+1 | 841 | 60
the army consist of a mixture of Orcs, Goblins, Half-Orcs and  [10Wizard |4]4|34[3[2[4|1] 8+1 [8+2] 8+1 | 842 | 85
even Snotlings. Because of this wide variety of races, anarmy [15Wizard |4 |5|3 |4 (4|34 |1] 942 |8+2) 9+2 | 9+2 | 155
of this type will have many troop types, from weakly armed 2o Wizard [4 |54 4[4 4|51 ] 942 |9+3] 9+2 | 10+3 | 240
Snotlings to dezd‘ly Orc boar riders. And thcn,‘of course,  [ocweoard |46 |5|4]4]4]6]|1]|10+3]9+3] 1043 | 1043 | 340
captured battle-engines are often put to good use, while the swift ==
and dangerous Goblin chariots can mow down the enemy like Base size: Infantry 20mmx20mm
so much grass.

MWS[BSIS [TIW| 1Al Ld {im| CI | WP [Ps
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SHeo  [4lal4lalal1]ala] 7 [6] 7 |7 |33
With this wide range of weaponry and varied troops it might |JoHero 14.5/4 1415123 3184116 7 | 7 |6l
seem that a large force of goblinoids is unstoppable. However, |15 Hero 41654145343/ 9+2| 5 | 8+1 | 8+1 | 88
this assumption ignores the major bane of a goblinoid [20Hero |4 |64 4|64 |5]4[10+3| 5 | 8+1 | 841 |16
commander - the violently devisive nature of these creatures. |25 Herg 416(5|4(5|4/|5|4[10+43(7+2] 9+2 | 9+2 [143
Animosity between rival tribes and races can be a nightmare,
and makes it important to think about the army’s disposition 7
very carefully. With a little forethought, however, a goblinoid SWoard 1414 3|4 140712171 7 |6+1] &+1 | B+1 163
army is surely one of the most potent available to the |10Wizard |44 /3/44[23|1|8+1 |7+2| B+1 | 9+2 | 91
Warbammer player. 15Wizard |45]3|4]5]3[3|1]9+42 [7+2]9+2 | 9+2 |163
Goblinoids form into fighting units under powerful or influential |20 Wizard |45 4.4 51414 /1]9+2 |8+3) 9+2 | 10+3 | 251
leaders, Rivalry between units is great, producing a strong sense |25 Wizard {4 |6]5]4[5/4 5] 1|10+3 [8+3]10+3|10+3]353

of unit identity and loyalty. Goblinoids don’t wear uniforms, |Base size: Infantry 25mmx25mm; Boar/Giant Wolf Riders 25mmx50mm

but units often adopt a standard colour - usually brown on red.
Units sometimes have unit standards which they make as big
and impressive as possible by decorating them with gory
symbols of death and destruction, not the least being the
putrefying remains of defeated enemies and rivals. Shields are
decorated in simple circular patterns and with crude (sometimes
vulgar) designs.

ORC AND
—=X GOBLIN ARMY >»—

MwsiBS|SITIWil{A] Ld [im| ¢ | we [P hei k)
Goblin 4l2lsfa[3]1]2][1] 5 [s[ 5 [ 5 [2mn ,',":‘l’,,‘l :n'x
5 Hero 4/3[44[3|1]3]2] 5 |5[ 5 | 5 |15
M0Hero  |414|4)4/4/2/3/3[6+41 |5 | 5 | 5 |28
BHero [44]4[4(4|3[4]3|7+2 (5 [6+1|6+1 (40
20Hero |4 [5(4/4(4]4(5]/4/8+3|5 |6+1 |6+ |53
[25Hero | 4|55 /4 ]4/4(5|4][8+3[7+2] 7+2 | 7+2 |65
SWizard |4[3]3/43[1]2]1] 5 [641] 641 | 6+1 |45
10Wizard [4/3/3[4]3/2]3[1]6+1 [7+2] 6+1 | 7+2 |58
15Wizard [443[4]4|3]3[1 742 [7+2[ 742 742|115
20Wizard |4 |4 (4|4 |4[4]4]|1] 742 (843 742|843 |188
25Wizard |4 |5(5/4|4[4]5]1]8+3 [8+3] 8+3 | 8+3 |275
Basa size: Infantry 20mmx20mm; Wolf Riders 25mmx50mm




ARMY LISTS

8BS TIWIE{A] Ld [int| C | WP iPs

SavageOre | 43[3[3[al1]al1] 7 [5] 7 | 7 [5%
5 Hero 4144/4|4(0]3]2] 7 5 7 7 33
10 Hero 4|5/4/4|5[(2(3|3[8+1] 5 7 i) 61
15 Hero 4|5|4/4(5(3[4[3[9+2| 5 [B8+1[8+41 88
20 Hero 4|6|4|4|5[4[5]|4[1043) 5 | 8+1 [8+1 |16
25 Hero 4/6|5|4[5[(4]|5]4[10+3]|7+2| 9+2 | 9+2 |143
5 Wizard 414(3]4(4(1]2]1 7 |6+1[ 8+1 | 841 | 63
10Wizard [4|4(3[4|4[2]3]|1]8+1 [7+2] 841 |9+2 [ 9
15Wizard [4(5|3|4[5[3[3]1]9+2|7+2]9+2 | 9+2 |163
20Wizard |4 |54 |4[5)4[4[1]9+2 [8+3]9+2 |10+3[251
25Wizard |4|6[56/4|5[4/5]1][10+3]|8+3[10+3]10+3 353
Basa size: Infantry 25mmx25mm; Boar/Giant Wolf riders 25mmx50mm

MwslBs's T wil[a] 1d cl | we |ps
BlackOrc |4 ]4|3|4a|1]2]1] s |5| 7 [ 7 |7
5 Hero 4|5(4[5[4[1]3]2] 8 5 7 7 |42
10 Hero 416[4[5]5]2[3[3]9+1 [ 5 7 7 77
15 Hero 4(6|4|5[5]|3]|4[3]|10+2] 5 | 8+1 | 8+1 [ 112
20 Hero 417|4|5/5/4[5]4/10+3] 5 [ 8+1 | 8+1 [ 147
25 Hero 4|7|5(5[5[4]|5]|4]|10+3]7+2]| 9+2 | 9+2 | 217
5 Wizard 4(5|4]|5[4)112](1 8 |6+1] 8+1 | 8+1 | 72
10Wizard [4|5]|4[5]4]|2]3]|1]9+1 [7+2] 841 | 942 | 107
15Wizard |4[6|4]|5[5|3]|3[1]10+2|7+2] 942 | 9+2 [ 187
20Wizard |4 ]|6|5[5]5|4|4[1]10+2|8+3| 9+2 [10+3 282
25Wizard |47 |5[5]5])4]5([1]10+3|8+3]|10+3]10+3 427
Base size: Infantry 25mmx25mm; Boar/Giant Wolf riders 25mmx50mm

MWsBS|S{T|W!I[Al td [Int| C | WP iP
snoTunG (4 [2[2[1]1]3[af3] 4 [a] a4 | 4 [25
Base size: Infantry 40mmx40mm for up to 9 figures

legrs siTIWil|Al td [m| c | we {pw
TROLL 6 | 3/1/5[4]13|1]/3] 4 4 6 8 165
Base size: 40mmx40mm

Alignment: Orc and Goblin armies are Evil.

Psychology: Units of Orcs and Goblins are subject to animosity
against other goblinoid units. Goblins hate Dwarfs and Gnomes
and fear units of Elves of more than half their own numeric
strength. Savage Orcs are subject to frenzy.

—=x CHARACTER MODELS >

Character models are Herces and Wizards (usually called
shamans amongst goblinoids). The player may spend up to a
third of the army’s total points value on character models. An
Orc & Goblin army must have at least 1 character model (ie,
the General). It is not necessary to include Wizards if you do
not wish to do so, but the maximum permitted number is 5.

General: the army must be led by a General who will be the
character model with the highest leadership characteristic.

Army Standard: the army is allowed one army standard which
must be carried by a character model and paid for from the
character model points allowance. Army standards cost 50
points.

Races: character models may be either Orcs, Half Orcs, Goblins,
Black Orcs, or Savage Orcs. The player is allowed a free choice
of which to select, so an army could, for example, contain only
Orc character models, only Half Orcs or, more commonly, a
mixture of all races.

Riding in Chariots: character models may ride in chariots
included as part of the army’s "rank and file’ points allowance.
This does not affect either the points value of the chariot or
the character. Chariots carrying characters can be treated as
separate units of 1 model.

Points: the costs given for characters are for a basic, unarmoured
model with a hand weapon. Characters should be provided with
armament as depicted on the model and selected from the
following list. If the model is carrying a piece of equipment
not mentioned on the table, it may be ignored.

—= ARMY SELECTION >»—

Force

Minimam

Maximum

Rank & File models

¥% Army’s total PV

Whole Army less 1
Hero

Character models 1 Hero % Army’s total PV
Heroes 1 model % Army’s total PV
Wizards 0 5 models

Allies 0 ¥ Army’s total PV

Mercenaries 0 %5 Army’s total PV

Monstrous Host 0 Y% Army’s total PV

Points cost Points cost

per petr

Item character | Item character
model model
Close Combat Armour
Weapons Shield 1
Additional hand Light armour 2
weapon 1 Heavy armour 3
Double-handed
weapon 2 Riding Animals
Lance 2 Boar
Net 1 (Goblins only) 6
Spear 1 Giant wolf mount 8
‘War Boar mount

Missile (not Goblins) 16
Weapons
Bow 2 ‘War Beasts
Crossbow Giant Spider
(not Goblins) 3 (Goblins only) 45
Javelin 1 Wyvern
Short bow 1 (not Goblins) 180
Throwing axes
Or spears 1
Throwing knives
or darts 1




ARMY LISTS

— ORCS & GOBLINS

A selection of Orc and Goblin warriors.
Top Row (Left to Right) - Mighty Orc warlord; Elite Orc ‘Snorta’ (Warboar rider).
Centre Row (Left to Right) - Orc ‘Bigun’ elite foot warrior; Orc Shaman casting spell by means of a ritual skull talisman; Savage
Orc warrior adorned with tribal war paint.
Bottom Row (Left to Right) - Orc ‘Arrer-Boy’; Goblin ball-and-chain fanatic advances preceded by vicious Snotlings; Fearsome
Black Orc warrior.

The facing page shows a selection of Orc and Goblin standards and shields. Most are adorned with tribal totems, ritual symbols and the personal emblems of warlords.
Sun and moon images are widely used by Orcs and Goblins, who represent them with wicked grimacing faces, (being bright and shiny they are regarded by goblinoids
as evil and therefore feared and worshipped). Other favoured images are rotting or squinting eyes, fanged Orc skulls and weapons dripping with blood.




ARMY LISTS




ARMY LISTS

Heroes

The army may contain a2 maximum of 20 hero models. The
maximum number of heroes available at each level is given on
the table below.

.  Points per model
Maximum avallability | Orc  Half Goblin Black Savage
6 level 5 heroes 33 30 15 42 33
5 level 10 heroes 61 55 28 77 61

4 level 15 heroes 88 80 40 112 88
3 level 20 heroes 116 105 53 147 116
2 level 25 heroes 143 150 65 217 143

Revered Heroes

The four goblinoid races all use titles to distinguish their
mightiest warriors. These, unlike other races, tend to vary from
tribe to tribe. Here are selection of suitable titles.

Spiker, Slasher, Spitter, Biter, Nobbler, Splitter, Crumpa, Gnasher,
Hacker, Boss, Gaffer, Gutter, Stompa, Murderer, Ripper, Smasha,
Killer, Cruncher.

Champions

Level 5, 10 and 15 heroes must be assigned to specified units
as leaders unless designated as the Army Standard Bearer. These
‘hero-leaders’ are referred to as champions. Champions are
part of the unit they are assigned to and cannot leave it (see
‘WEB, p93). Champions are normally of the same race as their
unit, but Black Orcs may lead any goblinoid unit, Orcs may lead
any goblinoid unit other than Black Orcs, and Half-Orcs may
lead any goblinoid unit other than Black Orcs and Orcs.

Level 20 or 25 heroes may be assigned to specified units as
champions if the player wishes. Alternatively, they may be left
as independent characters, free to associate with any unit in
the normal way (see WFB, p90).

Wizards

The army may contain a maximum of 5 Shamans or wizards.
Shamans of any level may be assigned to specified units as
champions, or may be left as independent characters, free to
associate with any unit in the normal way (see WFB, p90). The
maximum number of Shaman wizards and their magic level is
given below.

Points per model
Half Goblin Black Savage

Maximum hvm!lahility | Or¢

3 level 5 wizards 63 60 45 72 63

2 level 10 wizards 91 85 58 107 91
1 level 15 wizard 163 155 115 187 163
1 level 20 wizard 251 240 188 282 251
1 level 25 wizard 353 340 275 427 353

Revered Shamans

As with heroes, goblinoids use level titles to describe their
Shamans. Goblinoid tribal shamans’ titles vary from tribe to
tribe. Some suitable titles for tribal shamans are:

Bone-caster, Chanter, Wailer, Screacher, Screamer, Spook-talker,
Dung-fumbler, Gizzarder.

Generating Spells

The number of spells available to each level of wizard is as
follows:

Character | Magic Number of spells of level
Level Level 1 3 4

5 1 3 0 0 0

10 1 6 0 0 0

15 2 6 3 0 0

20 3 6 3 3 0

25 4 6 3 3 3

All spells are generated randomly from the appropriate level
of the Battle Magic chart except as noted below.

Goblin wizards may generate up to one Elemental, one
Necromantic, one Illusionist and up to two Daemonic spells
from each of the levels available to them instead of Battle Magic
spells of the same level.

Orc, Half Orc and Savage Orc wizards may generate one
Elemental, Necromantic, Illusionist or Daemonic spell from each
of the levels available to them instead of a Battle Magic spell
of the same level.

Magic Items for Characters
Characters may carry magical items paying the points indicated
on the Magic Items Chart (p13). These are paid for from the
character model points allowance and selected from the
following list.
Any character model may carry one magic weapon with
up to one magic attribute for every 5 ‘levels’ of the character
(ie, a level 5 character may carry a weapon with one
attribute, a level 15 character may carry a weapon with
three, etc).

One character model may be equipped with magic armour.
The army standard may have one magical ability.

~= RANK § FILE >

A minimum of half of the army’s total points value must be spent
on Rank & File troops. All units are assumed to have a leader
with the same profile as the rest of the unit.

Any unit may be given a unit standard bearer and/or a musician.
Standard bearers and musicians are equipped in exactly the same
way as the rest of the unit and cost double the points value of
a basic trooper.

Any unit indicated may convert an ordinary standard into a
magic standard with a single ability. The ability may have a points
value up to the amount indicated. The specific ability must be
chosen and noted down before the game (see pl5).

Any unit indicated may convert an ordinary musical instrument
into a magic instrument with a single ability. All magical
instruments cost an extra 25 pts as indicated below. The specific
ability must be chosen and noted down before the battle (see
p16)




0-10 SNORTAS

ARMY LISTS

POINTS PER MODEL: 27
WEAPONS:

HAND WEAPONS

ARMOUR: LIGHT ARMOUR

& SHIELD

OPTIONS
ANY UNIT MAY HAVE:
SPEARE o el s aiais 2

ONE UNIT MAY HAVE:
A MAGIC STANDARD..........25

Naturally, some really bard and bad Orcs choose to ride into battle on
war-boars, such élites are known as ‘Snortas’

ﬁ S S it - =

ORCRIDER MIWSIBSIS I T Wil A/ Ldiint|Cl{WP Ioncs imwssss TIW | AlLd|Int mWPI‘

+1 SHOCK ELITE —-14|3|3[4[1]2]1]|7]|5]|7(7 +1 SHOCK ELITE 414/3|3|4/1]2/1]|7|5]|7]7

WAR BOAR .8 6 0 e 0 e ol el ) MODELS PER UNIT:  10-20
MODELS PER UNIT: 10

POINTS PER MODEL: 9%

WEAPONS: HAND WEAPON
ARMOUR: LIGHT ARMOUR
& SHIELD
OPTIONS

ANY UNIT MAY HAVE:
ADDITIONAL HAND WEAPON.. .1
DOUBLE-HANDED WEAPON. . 2
SPEARS o s auen veswm s swmae 3 1
ONE UNIT MAY HAVE:
A MAGIC STANDARD. .

ONE UNIT MAY HAVE:
A MAGIC STANDARD .25

Foremost among Ore warrior society are the 'Big Uns' These big, tough,
fierce Orcs always grab the best wargear when looting the battiefield

: 0-30 GRUNTAS :

20-100 BOYZ

s T S T Y
MIWS|BS|S | T W[ !A|Ld|int]Cl|WP MWSIBS|S | T W/l |A ldiint|Ci WP
ORC RIDER —[{3|3[|3[4]1[2]|1]7|5]7]|7 ORC 4183|3|3]af112]1]7|85]7|7
WARBOAR 2lajolalal -3 1i=l—]- MODELS PER UNIT:  10-30
MODELS PER UNIT: 10-20 POINTS PER MODEL: 814
POINTS PER MODEL: 19 WEAPONS: HAND WEAPON
WEAPONS: HAND WEAPON
ARMOUR: LIGHT ARMOUR
ARMOUR: NONE & SHIELD
OPTIONS
OPTIONS ANY UNIT MAY HAVE:
ANY UNIT MAY HAVE: ?PAEI.‘\BRITDx y i
SPEARS .x oo wommnie e sgvin et s e 2 5 g =
Bows. ... g ADDITONAL HAND WEAPON... .1
SHIELDS o os v v v wime 2
LIGHT ARMOUR. ... ........... i ONELINIT MAY HAVE, )
DOUBLE-HANDED WEAPON. . .. .2
A MAGIC STANDARD. S .
The bulk of the Orc warriors are known in goblinoid society as ‘da Boyz
These are Orc warriors who ride war-boars. The stubborn, vicious nature
of these beasts and their wicked tusks are much admired by Orcs.
0-6 ORC BATTLE C 20-60 ARRER BOYZ ‘
T e e P 3
LIGHT CHARIOT IMIWSIBS|S [T |W|I A |id |int| Ci (WP| MWSIBS S {TiIW|I A Ld|int|Cl WP
ORC CREW (2) 413/3|13|/4/1/2/1([7[56[7|7 ORC 4‘33341217577
GIANT WOLF (2) 914/0(3(3[1[/3/1[3[4/4]4 MODELS PER UNIT: 10-30

62

WEAPONS: ARMOUR:
HAND s AL o LIGHT
WEAPON ARMOUR
OPTIONS ‘ UNIT MAY HAVE:
ANY CREW MEMBER 8 “A MAGIC STANDARD . . 100

g‘i‘lglg“‘[: i( Q3 s ANY CHARIOT MAY HAVE:
SHORT BOW e —— 2 SCYTHED WHEELS 20

POINTS PER MODEL: T2

WEAPONS: BOW &
HAND WEAPON

ARMOUR: NONE

OPTIONS
ANY UNIT MAY HAVE:

SHIELDS g E i a1
LIGHT ARMOLUR.. . ... 2

ONE UNIT MAY SUBSTITUTE:
BOWS FOR CROSSBOWS . .2

Going into battle in a chariot does much for the prestige of an Orc warrior.
If the chariot warrior bas a shield, both crew count as shielded and the
points value bas been calculated accordingly. Note also that chartot crews
are considered to be armed with band weapons irrespective of weapons
carried by the model.

The Arrrer Boyz' are Orc warriors who favour the bow, or occasionally
the crossbow, so they can slay the enemy from a safe distance.
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0-50 GOBBO WULFBOYZ ' 20-200 STICKAS

e WwsiBs|s |7 W[ 1At o wel . imiwsiesisiTi{wii|Aitdimcliw
GOBLINWOLFRIDER | — |2 |[3|3|3|1|2|1|5|5|5|5 GOBLINS 4l2|3l3(3]1]2]|1]|5|5]|5]5
oL CI L SELA B ] e N el i ‘ MODELS PER UNIT;  20-50

MODELS PER UNIT: 5-20
POINTS PER MODEL: 9
WEAPONS: HAND WEAPON

POINTS PER MODEL: 3%

WEAPONS: SHORT BOW &
HAND WEAPON

ARMOUR: NONE

ARMOUR: NONE

OPTIONS
OPTIONS ANY UNIT MAY HAVE:
ANY UNIT MAY HAVE: SHIELDS. . ... .. T
SHORT BOWS. . ......vuvnnnnn 1 LIGHT ARMOUR...............1
193 8151 9 o ————————— 1
LIGHT ARMOUR........ o vl

L 51 T R ———— 1

These are Goblin archers who prove quite dangerous when deployed in

These are Goblin warriors who ride wolves specially tamed, bred and balf- large numbers.
starved to turn them into ferocious drooling battle-mounts.

0-6 GOBLIN BATTLE CHARIOTS 20-200 GOBBOS

M B8 TWI"AU'H.GIW? : MIWSIBSIS|T|WilA]|Ldiint|CIHWP
GOBLINCREW (2) |42 3|33 /1]2[1]|5|/5]|5(5 GOBLINS 412/3/3|3]|1[2[1]5]5[(5[6
GIANT WOLF (2) 9/4/0(3[(3[(1/3[1]3[4]|4]|4 MODELS PER UNIT: 20-100
MODELS PER UNIT: ., WEAPONS: POINTS PER MODEL: 3
1-6 CHARIOTS HAND SWEAEQN WEAPONS:  HAND WEAPON
POINTS (Inc. crew): & JAVELIN
ARMOUR:
LIGHT ARMOUR:  NONE
ARMOUR
OPTIONS
ANY UNIT MAY HAVE:
SPEARS ;oo s mavasmescons sgvisons, s Y
SHIELDS . . . . [T |
LIGHT ARMOUR. . .....cuon e vn 1
ONE UNIT MAY HAVE:
N R B A SR DOUBLE-HANDED WEAPONS. .. .1
ANY CHARIOT MAY HAVE: BOWS o oo i 2 HALBERDS sty 1
SCYTHED WHEELS. ... .. 20 SHIELDS e ]
- These form the bulk of the Goblin warriors, Goblins form a deprived and
If the chariot warrior bas a shield, both crew count as shielded and the abused underclass in goblinoid society and are deployed with callous
points value bas been calculated accordingly. Note also that chariot crews P by Orc leaders.
are considered to be armed with band weapons irrespective of weapons
carried by the model.

0-3 GOBLIN FANATICS PER GOBLIN INFANT

FOR SPECIAL RULES ON GOBLIN FANATICS SEE WFB, p98

MODELS PER UNIT: 0-3
POINTS PER MODEL: 30
WEAPONS: BALL & CHAIN

ARMOUR: NONE

These drug-crazed followers of an insane Goblin cult wield a huge bail-
and-chain. The number of Goblin fanatics allowed depends on the total
number of Goblin infantry units in the army. The fanatics are ‘bidden’
. in Goblin units. Up 1o three fanatics may be hidden in each Gobbo or
Goblin archers advance in the company of their leader, standard bearer Sticka unit, see WFB, p98.

and musician.
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0-30 SAVAGE BOYZ 0-20 SCABBIES

ONE UNIT MAY HAVE:
ADDITIONAL HAND WEAPON. . .1

_Imiwsiesis [T w1 [aidim|ciiwe : MIwsiBS| S [T |W[1ia td/m|clilwp
SAVAGE ORC alalalalal1]2ala]s][s]7]7 HALF-ORCS al3la|a]s[1]a]1]7]e]7]7 oo
MODELS PER UNIT: 10-30 MODELS PER UNIT: 10-20 o
POINTS PER MODEL: 5% POINTS PER MODEL: 5 ; g
WEAPONS:  HAND WEAPON WEAPONS:  HAND WEAPON | S8
N
ARMOUR: NONE ARMOUR: NONE i P
o C! :
OPTIONS OPTIONS - O
ANY UNIT MAY HAVE: ANY UNIT MAY HAVE: -
SHIELDS ................ . SHIEEDS. - i 45-storsiait ssneiags s s 1 il
LIGHT ARMOUR . oo o o8 wisi @ 2 z &
Ul

ONE UNIT MAY HAVE:

DOUBLE-HANDED WEAPON. ., ...2 ADDITONAL HAND WEAPON. .. .1
A MAGIC STANDARD.......... 25 DOUBLE-HANDED WEAPON. .... 2
SPEARS ..............c00uennn 1
BIOWOLco.con 5n mommesien. e 05 hann ot sl

Primitive Orc tribes dwelling in remote forest or mountainous regions
are known as ‘Savage Orcs’. They use crude weaponry and wear simple
hide clothing, if any at all. Savage Orcs are subject to frenzy.

Known as ‘Scabbies, Half-orcs are despised even by otber goblinoids as
being ‘not-proper’ Goblins or Orcs. Half-orcs are cross-breeds between
Goblins and other races, usually combining the worst qualities of both.

0-20 SAVAGE ARRERS 0-40 SNOTLINGS
mwses|s T w1 Altalmeciwel [ '»Fl_s!sss Tiwii[alwiom ciwe
SAVAGE ORC alalalafala]al1]7s]5]7]7 lSNOTLINGBA.SE alz2l2[1]1]3]a][3]alalala

MODELS PER UNIT: 10-20 MODELS PER UNIT: 5-20 bases
POINTS PER MODEL: Az ‘ POINTS PER MODEL: 25

WEAPONS: BOW & WEAPONS: HAND WEAPON
HAND WEAPON

ARMOUR: NONE ARMOUR: NONE

OPTIONS OPTIONS
ANY UNIT MAY HAVE: ANY UNIT MAY HAVE:
SHIELDS .....................1 SPORE WEAPONS..............5
ONE UNIT MAY HAVE:
ADDITIONAL HAND WEAPON...1
These are Savage Orc archers, who use flint-tipped arrows. Like all Savage Snotlings are even more wretched and degenerate than Goblins. They hang
Orcs, they are subjfect to frenzy. around Goblin settlements pilfering scraps of food and occasionaily being

eaten themselves. They are nasty and spiteful.

0-40 BLACK ORCS 0-20 TROLLS

R e e e L R =
MIWSBS|S | TIW|I[A Ldie|Cliwe mwg{msrwangm.u.m
BLACK ORCS 3/4(4]1(2]1/8[/5]|7]7 TROLL 6/3/1(5/4[3]1/3/4(/4/6|6

MODELS PER UNIT: 5-10
POINTS PER MODEL: 9
WEAPONS: HAND WEAPON

MODELS PER UNIT: 1-10
POINTS PER MODEL: 65
WEAPONS: HAND WEAPON

ARMOUR: LIGHT ARMOUR ARMOUR: NONE

OPTIONS
ANY UNIT MAY HAVE:
DOUBLE-HANDED WEAPONS. .. .1
SHIBLDS . s wess wswrre a1
ADDITIONAL HAND WEAPONS. . .1

‘ONE UNIT MAY HAVE:

HALBERDS. . . .. B o ST

A MAGIC STANDARD.......... 50
Black Orcs come from the very beart of the Darklands and are the largest Bands of Trolls often ‘laich on’ to goblinoid tribes, attracted by the rotten
and most aggressive goblinoids yet known. carcasses, bones and refuse on which they feast. Orcs may even iry o

encourage them by tossing them the odd Snotling.
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0-3 SNOT G MP WAGONS

MWSBS|S | TIW I

A |id jint | €1 WP A fLd i | Cl WP
SNOTLING CREW (6) 4 | 2 ORC CREW (3} 413[(3|3[(4[1[/2]1]7|6]|7]7
GOBLIN CREW (3) 4l12[(3]3|3[1]2]1 -5. 5[6]5
OPTIONS WEAPONS: : WOUNDS
ANY WAGON MAY BE: HAND WEAPON RANGE | STRENGTH | SAVE MOD. PER HIT
UPGRADED TO A HEAVY 0} - ==
PUMP WAGON......... /% A BOLT THROWER 48" 5 -2 1D4
. MODELS PER 7}, WEAPONS:
v ARMOUR: UNIT: 1-4 )5 HAND WEAPON
NONE NG
ARMOUR:

MODELS PER UNIT: 1 WAGON POINTS (Inc. crew): 40

Some War Machines are acquired by goblinoids by theft from other more
ingenious races and later copied (after a fashion). It is believed that Pump
Wagons were originally acquired in this way.

NONE

POINTS (Inc. crew): 46% (ORCS); 37% (GOBLINS)

Although goblinoids are not noted for ingenuity, it appears now and again
where war and destruction are concerned. Hence these devices for
skewering the enemy from a long way away.

0-2 LEAD BELCHER ORGAN GUNS

0-2 SKULL CRUSHER STONE THROWERS

GOBLIN CREW {3)

LEAD BELCHER

OPTIONS
CREW MODELS
MAY HAVE LIGHT

¢ ARMOUR.....1

MODELS PER UNIT: 1-2 ORGAN GUNS
POINTS PER MODEL: 102":

WEAPONS: iq
HAND

ARMOUR:
WEAPON NONE

Goblins like weapons which not only slay large numbers of enemy but
do so spectacularly. They particularly enjoy the loud bang, flash and
clouds of smoke issuing forth from these organ guns.

Lead Belcher is a Machinery of Destruction. Note that Lead Belcher has
4 barrels - see WFB, pl12.

i WEAPONS:
HAND WEAPON

ARMOUR:
NONE

MODELS PER UNIT: 1-2 ‘;“‘,
Pnt

POINTS (Inc. crew): 62

=
Known eisewbere as a ‘trebuchet’ Orcs bave difficulty pronouncing foreign
words, referring to such machines according to what they do to the enenty
for which ‘Skullcrusher’ is an apt description.

Skull Crusher is @ Machinery of Destruction.

0-8 ORC STONE THROWERS

0-2 MAN-MANGLER STONE THROWERS
TR Tud [ G

420 - LIGHT ARMOUR

This is a light stone thrower constructed with similar cunning to the
renowned Orc spear chukka. Batteries of such stone throwers augment
the array of war engines which are the pride of many an Orc or Goblin
warlord.

e ..ufg- ‘B,S’S TIwliammiawe |
ORC CREW (3) 4133 [3]4|1[2]1]|7]6]7]7
. P RANGE | o |saveE ! wNDs
e _MIN MAX|TEMPLATE! STR | MOD. [PER HIT
STONE THROWER 12” 48" [1” Radius| 5 -2 D4
MODELS PER UNIT: WEAPONS:
1-4 HAND WEAPON
POINTS (Inc crew): ARMOUR:

WEAPONS:
HAND WEAPON

Among Orcs, catapults of this type are known as ‘manglers’ Orcs were
very impressed by such weapons used against them and soon learned bow
to make their own.

Man-Mangler is a Machinery of Destruction.
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—= SKIRMISHERS >—

—=x ALLIES >

The following units may operate as skirmishers if the player
wishes. Skirmishing units must be noted down before the battle.
The maximum size for a skirmishing unit is 15 for foot troops
and 10 for mounted troops. See WFB, p100 for rules on
skirmishers.

Maximum number of

Unit type skirmishing units
Arrer Boyz 2
Gobbos 2
Stickas 2

Gobbo Wulfboyz 1 (if armed with bows)

—=€ BAGGAGE (scc wrB, p102) 3=—

The rag-tag followers that trail after an Orc & Goblin army are
vile, destitute and quarrelsome beyond even the disgustingly
low standards set by Orc warriors. Heavy and multiple-dugged
Orc womenfolk make up the majority of the baggage train. Their
mewling off-spring, the aged, whelps and assorted hangers-on
make up the rest. Those too infirm, old or stupid to be drafted
into the army can make a good living by ‘workin’ the baggage’.
Drivers, cooks, leather workers, smiths, bunko-artists, and all
manner of worthless scum can profit by hanging round the army.
Taking advantage of the confusion, they loot, pillage, burn and
steal along with the rest of the army as well as sharing in the
fun (torturing captives) and spoils (eating captives).

An Orc baggage train is represented by a single squalid wagon
and 5 followers for every 1000 points worth of rank and file
troops in the army. Baggage followers always include at least
1 Orcand 1 Goblin model, plus any other models of a goblinoid
race represented in the army. Baggage followers are unarmoured
and use improvised weapons.

The player may spend up to a third of the army’s total points
on allies. The allies must be assembled using the rules given
on ppl126-149. The player may choose allies from the following
lists:

Fimir

Chaos Allies Skaven

—=< MERCENARIES >

The player may spend up to one third of the armies total points
on mercenaries. Mercenaries must be assembled using the
Mercenaries Section detailed on ppl150-162. The player may
choose mercenaries from the following lists:

Giants Ogres
Half Orcs Orcs
Hobgoblins

~€ HOSTS (sec wrB, p240) 3—

Goblinoid shamans may bind a monstrous host. The player may
spend up to one quarter of the army’s total points on bosis. A
list of permissible creatures, and their numbers is given below.
The host must be assembled subject to the rules provided in
the Warhammer Bestiary.

Points cost
The monstrous host may contain: per model
0-40 Boars 6
0-30 Giant Bats 2
0-8 Giant Spiders 45
0-40 Giant Wolves 8
0-1 Swarms 250
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SAMPLE ORCS & GOBLINS ARMY

1. Magic Army Standard (Hellfire Banner)
carried by an Orc Hero.

3. Goblin Shaman
(Screacher).

2. Goblin Shaman
(Spooktalker).

Goblin Hero, Spiker
Bloodrerch, Champion of
‘Wulfboyz.

5% A

7. Orc warlord, Gnasher
Goreslobber; commander of
the horde.

8. Orc Hero, Spiker Buboe,
riding Warboar.

9. A unit of Orc Arrer Boyz with unit standard which depicts a skull totem
(clearly warriors of a head-hunting tribe).




SAMPLE ORCS & GOBLINS ARMY

R A A S Y

which functions as a fearsome unit standard.
kY

12. A unit of Goblin Stickas (archers) with unit standard, armed with shbrr bows ;lnd shields, led
by a Goblin Hero.

13. A terrible triumvirate of thick-skinned Trolls - seen here gesticulating menacingly, they lack
the intelligence to do anything without a leader.

14. A unit of Gobbos bristling with spears and javelins, creeping gleefully forward to spike the
enemy.

15. The notorious ‘Rabid Maw' Gobbo Wulfboyz - savage, drooling, highly mobile troops, ideal
for ravaging enemy flanks.

10. A unit of Horned Skull Gobbos proudly brandishing their tribal totem 11. Goblin ball and chain wielding fanatics, to be hidden in

Goblin infantry units,

EQUIPMENT AND
POINTS VALUES

1. Magic Army Standard (Hellfire
Banner); Lvl 5 Orc Hero, hand
weapon, light armour & shield
- 136 pts.

2. Lvl 20 Goblin Shaman - 188 pts.
Spells: Aura of Resistance, Cause
Animosity, Part Water, Fire Ball,
Ignite Missiles, Windblast, Aura
of Protection, Mystic Mist, Mental
Duel, Create Magical Bog, Dispel
Aura, Cause Stupidity.

3. Lvl 15 Goblin Shaman - 115 pts.
Spells: Flight, Part Water, Steal
Mind, Cure Light Injury, Aura of
Resistance, Hammerband,
Lightning Bolt, Steadfast,
Stampede.

4. Lvl 10 Goblin Hero (Champion of
1 unit of Gobbo Wulfboyz), Giant
Wolf, hand weapon & light
armour - 38 pts.

5. 40 Gobbos, javelins, shields &
light armour - 180 pts.

6. 30 Orc Boyz, Lvl 20 Orc Hero,
magical Dread Banner, halberd,
shields & light armour - 521 pts.

7. Lvl 25 Orc General, light armour
& double-handed weapon
- 147 pts.

8. Lvl 10 Orc Hero (Champion of 1
unit of Gobbo Wulfboyz),
Warboar, crossbow & light
armour - 84 pts.

9. 30 Orc Arrer Boyz, Lvl 20 Orc
Hero, unit standard, bows, shields
& light armour - 436 pts.

10. 30 Gobbos, unit standard,
javelins, spears, shields & light
armour - 155 pts.

11. 3 detachments of 3 Goblin
fanatics (3 hidden in each Gobbo
unit) - 270 pts.

12. 40 Goblin Stickas, Lvl 10 Goblin
Hero, urdit standard, short bows &
shields - 210 pts.

13. 1 unit of 3 Trolls - 195 pts.

14. 30 Gobbos, unit standard,
javelins, spears, shields & light
armour - 155 pts.

15. 2 units of 6 Gobbo Wulfboyz on
Giant Wolves, spears, short bows,
shields & light armour - 168 pts.

Total Points Value of the Army: 2998 pts.
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—= DWARFS >

The proud race of Dwarfs once ruled a vast Empire spanning
the whole of the mighty Worlds Edge Mountains. Today the
Dwarfs are a vastly diminished people, living in isolated
mountain holds and amongst the cities of men. Those who cling
to their ancient homelands are known as the Imperial Dwarfs,
deeply secretive and chauvinistic enclaves who still make-up
the most powerful and feared of all Dwarf warriors.

The decline of the Dwarven race may be traced back many years,
to their wars against the Elves, and before that to the time when
Orc and Goblin tribes first invaded from the Dark Lands. The
stubbornness of the Dwarfs is legendary, and a Dwarf army is
a powerful and well ordered entity, capable of withstanding
all but the best organised and armed troops. The history of the
Old World is full of stories in which vastly ournumbered Dwarfs
shrug off attacks by besieging goblinoid armies. In The Empire,
men still maintain a stubborn person *‘clings like a Dwarf”’,
although some say this refers to the infamous Dwarven love
of gold rather than their persistence!

Of all the races of the world, it is the Dwarfs who show the
greatest aptitude for the still young science of technology. The
famous Dwarven Engineers Guild operates under a cloak of
obsessive secrecy, producing the finest engines of war and
machineries of destruction in the world. A Dwarf army may
be accompanied by more war engines, of more varying kinds,
than any other.

Dwarfs also have a love of regalia, and almost all Dwarven units
sport a uniform of some kind. Shields, standards and surcoats
bear all sorts of clan motifs: the coat of arms of their hold, or
such popular symbols as anvils, hammers and other weaponty,
often depicted as crushing the opposition. The Imperial Dwarfs
employ an especially decorative form of uniform and banner
design, in many cases deriving from traditions which hark back
many thousands of years. Some of the great ‘clan banners’ are
magical and were made with the magical aid of the Elves years
before the Dwarf/EIf wars.
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—=X DWARF ARMY >»—

miwsis[s T wli[A] W [mi ct [ WP [Ps
Dwarf slalafafaln]2[1][ 9 [7] 99 |8
5 Hero 3lsl4lalal1]3]2] 9 |7 ] 9 | 9 |48
0Hero  |3[6/4]4a(5/2[3/3[10+1]7 [ 9 [ 9 [88
15Hero |3(6]4]4|5]/3[4]3[10+2] 7 [10+1]10+1 128
20Hero  |3]7]4]4]5]4]5[4]10+3] 7 [10+1 1041168
25Hero  |3]7]5]4]5]4[5]4]10+3]9+2]10+2]10+2]208
SWizard [3[5[3]4]4]1][2]1] 9 [8+1]10+1[10+1]78
10Wizard |3[5/3(4/4[2[3]1[1041(9+2[10+1]10+2] 118
15Wizard |3[6/3[4]5]3[3]1[1042[9+2[10+2 1042203
20Wizard |3(6[4[4/5]4[4][1]10+210+3[10+2]10+3[303
25Wizard [3]7]5]4]5]4]5]1][10+3}0+310+3]10+3]418
Base Size: 20mm x 20mm

Mwsies| s [TIwt{A] 1d [im] O | WP [Pts
gnome  |4|433l2|1]s[1[ 8 [7] 7|8 |5
5 Hero 4ls5]afa]2]1]a]2] 8 7] 7 [ 8 [3
0Hero |4 [6]4f4]3[2]4[3]ax1 7] 7 | 8 |55
15 Hero 416|4(4[3]|3|5[3/10+2] 7 | 8+1 [9+1 |80
20Hero |4 7]4(4[3|4]6]4[10+3] 7 | 8+1 ] 9+1 [105
265Here |4[7[5]4a[3]4a]6]a]10+3]9+2] 942 [10+2]150
Base Size: 20mm x 20mm

Alignment: Dwarf armies are Neutral,

Psychology: Dwarfs hate goblinoids, including Orcs, Goblins,
Hobgoblins and Snotlings. Dwarfs also suffer animosity against
friendly units of Elves. Some specific Dwarf troops are subject
to frenzy and other special psychology as indicated in the list.




ARMY LISTS

—= ARMY SELECTION >

Minimum

% Army’s total PV

Force Maximum

Rank & File models Whole army less

1 Hero

Character models 1 Hero ¥ Army's total PV
Heroes 1 model %2 Army’s total PV
Wizards 0 2 models

Allies 0 % Army's total PV

Mercenaries 0 % Army’s total PV

Ethereal host 0 Y Army’s total PV
or

Monstrous host

A Dwarf army may include a baggage train at no extra cost

—= CHARACTER MODELS >—

Character models are heroes and wizards. The player may spend
up to half of the army’s total points value on character models.
A Dwarf army may have up to 35 character models in total and
must have at least one Dwarf character (ie, the General).

General: The army must be led by a General who will be the
character model with highest leadership characteristic.

Army Standard: The army is allowed one army standard
which must be carried by a character model. Army standards
cost 50 points.

Points: The points costs given for characters are for a basic
unarmoured model with a hand weapon. Characters should be
provided with armament as depicted on the model and selected
from the following list. If the model is carrying a piece of
equipment no! mentioned on the table, it may be ignored.

Points cost
per
character
medel

Points cost
per
character | Item

Item
- model

Armour
Shield 1
Light armour
Heavy armour 3
Mithril heavy
armour 28

Close Combat

| Weapons

Additional hand
weapon 1

Double-handed
weapon

Flail

Halberd

Pike

Spear

[S]

—— b0 - B

Missile
‘Weapons
Arquebus
Blunderbuss
Bow
Crossbow
Grenades
Pistol

Short bow
Sling
Throwing axe
Throwing spear

i SS I S TRE SR SN SR )

Heroes

The army has a theoretical maximum of 33 heroes, but no more
than half the army’s total points value may be spent on them.
The maximum number of heroes available at each level is given
on the table below.

Points per
Maximum Availibility model
Dwarfs
6 Foe Smiters (level 5 heroes) 48
6 Anvil Cleavers (level 10 heroes) 88
4 War Forgers (level 15 heroes) 128
3 Battle Wrights (level 20 heroes) 168
2 Hold Masters (level 25 heroes) 208
Dwarven Slayers
2 Troll-slayer Doomseekers (level 5 heroes) 48
1 Troll-slayer Fate Quester (level 10 hero) 88
1 Troll-slayer Grave Hunter (level 15 hero) 128
1 Giant-slayer Morgue Filler (level 20 hero) 168
1 Giant-slayer Death Weird (level 25 hero) 208
Gnomes
2 Gnome Dwarrors (level 5 heroes) 30
1 Gnome Delver (level 10 hero) 55
1 Gnome Rodwielder (ievel 15 hero) 80
1 Gnome Heathmaster (level 20 hero) 105
1 Gnome Burrowmaster (level 25 hero) 130

Champions

Level 5 and 10 heroes must be assigned to specific units as
leaders, unless designated as the army standard bearer. ‘Hero-
leaders’ are referred to as champions. Champions are part of
the unit they are assigned to and cannot leave it (see WFB, p93).

Level 15, 20 and 25 heroes may be assigned to specified units
as champions if the player wishes. Alternatively, they may be
left as independent characters, free to associate with any unit
in the normal way (see WFB, p90).

Troll and Giant-slayer Characters

Dwarven Troll- and Giant-slayers are members of a morbid
Dwarf death cult sworn to hunt down and destroy large,
terrifying monsters or die in the attempt. They can be easily
recognised by their spiky orange dyed hair and over-abundance
of ornate jewellery. Troll-slayers are immune to fear caused by
living creatures. Giant-slayers are immune to fear caused by
living creatures and cannot be routed from combat (see WFB,
p213).

Troll-slayer characters of level 5 or 10 must be assigned as
champions of Troll Slayer units. Two or more Troll-slayer
characters may be assigned to a single unit in this way, although
only one is the actual leader. Troll-slayer characters of level 15
may either act as champions of Troll-slayer units, or may be
left as independent characters, free to associate with any units.
However, a Troll-slayer character may never take over the
leadership of a unit of non-Troll-slayers.

Giant-slayer characters may act as champions of a Giant-slayer
unit, or may be left as independent characters, free to associate
with any unit. However, a Giant-slayer character may never take
over the leadership of a unit of non-Giant-slayers.

Gnome Characters

Gnome units may not have Dwarven champions, nor Dwarfs
Gnome champions. Other Gnome characters may associate with
units in the normal manner.

Bombardiers (see WFB, p96)

Up to four hero models may be designated as bombardiers,
indicating their skill and experience with engines of war.
Bombardiers cost an additional 20 points, and are always
considered to be champions of individual artillery batteries,
irrespective of their level.
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DWARFS

A selection of Dwarf warriors.
Top Row (Left to Right) - Dwarf crossbowman taking aim: such troops are valuable defenders of Dwarf strongholds;
a venerable Dwarf Spellsmith
Centre Row (Left to Right) - Dwarf Clansman wielding an axe; Dwarf warlord, ruler of a Dwarf hold; Dwarf ‘Hammerer’ elite warrior.

Bottom Row (Left to Right) - Troll-Slayer, garishly decorated and ready to face his fate; Dwarf veteran warrior or ‘Longbeard’ as they
are reverently known.

The facing page shows a selection of Dwarf standards and shield designs. Many depict the emblems of Dwarf ‘holds’, clans and warlords. Weapons, armour, anvils
and hammers are favourite Dwarf symbols. In the midst of the shields stands a formidable Dwarf standard bearer. The banner depicting a mountain peak is borne
by a Dwarf regiment from Caraz-a-Carak. Some banners and shields bear mottos and battle-honours in the Dwarf script.
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ARMY LISTS

Wizards

The army may contain a maximum of two wizards. Wizards can
act as either champions or independent characters. The
maximum number of wizards available at each level is given
below.

Maximum availability model
2 Spell Smiths (level 5 wizards) 78
2 Forgers of Enchantry (level 10 wizards) 118
1 Lore Delver (level 15 wizard) 203
1 Thunder Master (level 20 wizards) 303
1 Forge Mage (level 25 wizard) 418

Generating Spells
The number of spells available to each level of wizard is as
follows.

Character
 level

5
10
15
20
25

Magic

Number of spells at level
level T L

SN Ww
S oSO |

W WO O N

W N e e
WO oo

6 3

All spells are generated randomly from the appropriate Battle
Magic chart. A Dwarf wizard may also use other sorts of magic
if the player chooses. Each Dwarf wizard may generate up to
one Elemental, one Necromantic and one Daemonic spell per
level, instead of a Battle Magic
spell of the same level.

Magic Items for Characters

Characters can carry a limited number of magical items - paying
the points indicated on the Magic Items Chart (p13). These are
paid for from the character model points allowance and selected
from the following list:

Any character model may carry one magic weapon with
up to three magic attributes. A level 20 character may carry
a weapon with up to four attributes and a level 25 character
may carry a weapon with up to five attributes.

Wizards may have up to three scrolls each. Each scroll may
contain up to three different level one or two spells.

Up to three character models may wear a single ring with
a spell of level one, two or three.

Up to five character models may be equipped with magic
armour other than Mithril - there is no restriction on Mithril.

The army standard may have up to three magical abilities.

—=x RANK G FILE >

A minimum of half of the army’s total points value must be spent
on Rank & File troops. All units are automatically assumed to
have a leader with the same profile as the rest of the unit.

Any unit may be given a unit standard bearer and/or a musician.
Standard bearers and musicians must be equipped in exactly
the same way as the rest of the unit. Standard bearers and
musicians cost double the points value of a basic trooper.

Any unit indicated may convert an ordinary standard into a
magic standard with a single ability. The ability may have a points
value up to the amount shown. The specific ability must be
chosen and noted down before the game (see p15).

Any unit indicated may convert an ordinary musical instrument
into a magic musical instrument with a single ability. All musical
instruments cost an extra 25pts as indicated below. The specific
ability must be chosen and noted down before the game (see
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0-40 DWARF CLANSMEN

Miwsias|siTiwii|altdimiciiwe

I +4 SHOCK ELITE

n}ys.as
3|5/3

alal1]alz2lal7]9]s

+1SHOCKELTE |3 |53 /3 4|1 2]1(9]7/9]9

MODELS PER UNIT: 10-20

POINTS PER MODEL: 16

WEAPONS: HAND WEAPON &

DOUBLE-HANDED
WEAPON
ARMOUR:  HEAVY ARMOUR
& SHIELD
OPTIONS
ONE UNIT MAY HAVE:
A MAGIC STANDARD. . ........ 100
A MAGICAL INSTRUMENT......25

MODELS PER UNIT: 20-40
POINTS PER MODEL: 12
WEAPONS: HAND WEAPON

ARMOUR: LIGHT ARMOUR
& SHIELD

OPTIONS
ANY UNIT MAY HAVE:
DOUBLE-HANDED WEAPONS. .. .2

ONE UNIT MAY HAVE:
A MAGIC INSTRUMENT........25

ANY UNIT MAY SUBSTITUTE:
HEAVY ARMOUR FOR LIGHT. .... 1

The most senior fighting Dwarfs of all are called Hammerers. They form
into small units of shock troops, ready to perform the toughest and most
demanding feats or die in the attempt.

In the mountains where Dwarfs live in isolated clans, warriors quickly
become battle-bardened. These clansmen are greatly respected by all
Dwarfs.

0-20 IRON BREAKE

M [ws|BS

s Tiwii|Altd]in]ctiwel

+3 SHOCK ELITE

353

4/4/1(3/1]/9(7/9]9

MODELS PER UNIT: 10-20

POINTS PER MODEL: 15

WEAPONS: HAND WEAPON

ARMOUR:  HEAVY ARMOUR
& SHIELD

OPTIONS
ANY UNIT MAY HAVE:
DOUBLE-HANDED WEAPONS. . . .2

ONE UNIT MAY HAVE:
A MAGIC STANDARD.......... 50
A MAGICAL INSTRUMENT......25

20-60 DWARF CROSSBOWMEN

miwsies|s |7 w1 |A [id]int]Ctiwp
DWARF 3lalalafal1]a]1]a]7]0]0
MODELS PER UNIT: 10-30

POINTS PER MODEL: 13

WEAPONS: CROSSBOW &
HAND WEAPON

ARMOUR:  LIGHT ARMOUR

OPTIONS
ANY UNIT MAY HAVE:
LT3 i1 oL VSRSERE R S |

ONE UNIT MAY HAVE:
DOUBLE-HANDED WEAPONS. .. .2

‘ONE UNIT MAY SUBSTITUTE:
HEAVY FOR LIGHT ARMOUR. . ... 1

When Dwarven armies assemble, it is usual for some of the most renowned
warriors to form small units of bard-hitting batile-troopers. These fiery
Dwarfs will gallantly storm gates and prepared positions.

The crossbow is a favoured weapon of the Dwaryfs as many Goblins know
to their cost.

0-20 LONGBEARDS

M WsiBS|

S|TiWil|A| tdiintCl WP

I +2 SHOCK ELITE

3(5/3

3|/4]1(3]1]9(7]9]9

MODELS PER UNIT: 10-20

POINTS PER MODEL: 14

WEAPONS: HAND WEAPON

ARMOUR: HEAVY ARMOUR
& SHIELD

OPTIONS
ANY UNIT MAY HAVE:
DOUBLE-HANDED WEAPONS. . . .2

ONE UNIT MAY HAVE:
BLAILS .. cuvioin cuws
A MAGIC STANDARD. ..

A MAGICAL INSTRUMENT. .

Older Dwarven warriors are termed Longbeards, a term of respect and
honour. These fighters combine experience with strength and maturity.
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40-120 DWARF WARRIORS

20 THUNDERERS

MwsiBsiS | T|W|1 |Ajtdiimt|cijwe

WSIBS|S | T Wi I A|Ld|intiCliWP

DWARF 3[43341219799

w =

DWARF 413[3[(4/1]2[1(8]7]9}9

MODELS PER UNIT: 20-40

POINTS PER MODEL: 10

WEAPONS: HAND WEAPON
ARMOUR: LIGHT ARMOUR
OPTIONS
ANY UNIT MAY HAVE:
DOUBLE-HANDED WEAPONS. .. .2
SPEARS o s i 1
SHIBLDS i o woomoiom o vwmon il
ONE UNIT MAY HAVE:
BIRES: sy iz g a0 sspossvusians -
CROSEBOWS 0o 2o v« o on swmes 3

MODELS PER UNIT:
POINTS PER MODEL: 13
WEAPONS:

ARMOUR: LIGHT ARMOUR

OPTIONS
ONE UNIT MAY HAVE:
DOUBLE-HANDED WEAPONS. .. .2

All Dwarfs are warriors as well as craftsmen - warfare is part of their
nature.

Duwarfs are bighly skilled technicians and lead all other races in the new
art of gunpowder technology.

miwsiesis T w1 [alLdimt cijwe

BS! S| T |Wil|A]|id|int]Ct WP

DWARF 3lal3]3]al1]2]1]9]7]a]s

DWARF 3(3/4(1/2]1(9]7[98]9

MODELS PER UNIT: 10-20

POINTS PER MODEL: 8

WEAPONS: HAND WEAPON
ARMOUR: NONE
OPTIONS

ANY UNIT MAY HAVE:
ADDITIONAL HAND WEAPONS. ..
DOUBLE-HANDED WEAPONS.
SHIELDS
LIGHT ARMOUR. ...

N

MODELS PER UNIT: 5-10
POINTS PER MODEL: 8

WEAPONS: HAND WEAPON
ARMOUR: NONE
OPTIONS

ANY UNIT MAY HAVE:

ADDITIONAL HAND WEAPONS 1
DOUBLE-HANDED WEAPONS. .. .2
SHIELDS . ... TR |
LIGHT ARMOU 2

Troll Slayers are young Dwarfs who bave been crossed in love, or who
have suffered some great personal calamity. Such is their grief that they
dedicate their lives to seeking out and slaying their race’s most dangerous
enemies, hoping to die in the attempt. Trolls are favoured adversaries
becatuse they are very difficult to kill, and thus the Dwarf can be fairly
certain of a swift end. Troll Slayers adopt easily recognisable and rather
extreme appearances, usually including orange spiky bair, ornate
Jewellery and tattoos. They are immune to fear caused by living creatures
and are subject to frenzy.

Unsuccessful Troll Slayers, that is those that fail to get themselves killed,
seek out larger and more fearsome monsters in order to bring their death
quest to an end. (Successful Troll Slayers are, of course, dead.) These
especially tough individuals are called Giant Slayers, as they often go
around looking for Giants. They look very much Ifke Troll-Slayers, but
tend to be rather more angst-ridden and terribly scarred as a result of
their violent life-styles. Giant Slayers are immune to fear caused by living
creatures and are subject to frenzy. In addition, they cannot be routed
Jfrom band-to-band combat.

The crack fighting elites of Prince Ulthar’s Imperial Dwarfs - the Dragon Company.
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2 SAPPERS (see WFB, p99) 0-12 WAR ENGINES
RRARERAREEE
DWARF SAPPER 3 ] 4(3|3|4[1]12]1]9]|7]9]9 CREW WEAPONS: CREW ARMOUR:
MODELS PER UNIT: 2
HAND WEAPONS NONE

POINTS PER MODEL: 15

WEAPONS: DOUBLE-HANDED
WEAPON &
HAND WEAPON
ARMOUR:  LIGHT ARMOUR
OPTIONS
ANY UNIT MAY SUBSTITUTE:
HEAVY FOR LIGHT ARMOUR. . ...1

Dwarven sappers are expert designers and builders of field fortifications.
Sappers operate in teams of two models.

0-50 GNOME WARRIORS

miwsiasis | Tiw!i|Alwaimciwe
GNOME alalslaf2[1]al1]s]7]7]s
MODELS PER UNIT: 10-20
POINTS PER MODEL: 5 OPTIONS
2 I 7 J ANY BATTERY CREW MAY HAVE:
WEAPONS:  HAND WEAPON EIGHT ARMOUR.: <. s sy suscsd 2
HEAVY ARMOUR. ... c..cnceanesd
ARMOUR:  NONE
Dwarf armies may field a unique variety of engines of war. These may
be selected from the following list within the limits given. Note that the
OPTIONS points are for the engine model and its basic minimum crew as indicated.
ANY UNIT MAY HAVE: Engines are organised into units of between 1 and 4 engines models and
SHIELDS L their crew. These units are referred to as batteries. A battery may include
DOUBLE HANDED WEAPONS. . . a mix of different types of engine if the player wishes. A battery may be
SPEARS .............. led by a b jer (although this is not obligatory) see bardi
LIGHT ARMOUR.. (above) and WFB, p96. Points per
HEAVY ARMOUR. . Machine model
0-4 3-man bolt-throwers. .. ... ................
0-2 4-man bolt throwers. .

Gnomes are close relatives of Dwarfs and may fight alongside them in
their own units

-3 3-man stone-throwers.
-2 3-man cannon.......

-1 3-man organ guns. ...

-1 3-man flame cannon.......... %
-3 2-man fire throwers......................

(=R =R RN

Elite Dwarfs arrayed with their battle-standard - the troops are derived from the Warhammer Regiment set.
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- SRIRMISHERS (sce wrB, p1o0) 3=—

—< MERCENARIES >

The following units may operate as skirmishers, if the player
wishes. Skirmishing units must be noted down before the battle.
The maximum size for a skirmishing unit is 15.

‘Unit type Maximum number of
skirmishing units

Dwarf Crossbowmen 1

Thunderers 1

—=x BAGGAGE >

Dwarfs are an organised and disciplined people and this is
reflected in their well ordered and provisioned baggage trains.
To serve as a baggage guard is no dishonour, and many young
Dwarfs receive their first combat experience in this capacity.
In addition, a baggage train will of necessity include a mobile
forge and smithy, a kiln-cart for baking bread, wagons to carry
the troop’s possessions and, of course, a beer wagon so that
the fighting Dwarfs can slake their considerable thirst.

The Dwarfbaggage train will consist of one wagon and 5 Dwarfs
per 1000 points in the army. Dwarfs with the Baggage have
standard Dwarf profiles, are unarmoured and use improvised
weapons.

- ALLIES >

Dwarfs are naturally suspicious of other races and generally
rather untrusting. But they are also very loyal to those they do
trust, and expect such loyalty to be repaid in kind. A Dwarf’s
word is “‘forged in iron”, as the saying goes, and a Dwarf’s
memory is “‘carved upon stone’’. By calling upon his allies a
Dwarf is asking for a debt to be repaid - and woe betide any
would-be ally who fails to do so! A Dwarf player may spend
up to a quarter of the army’s total points on allies. Any of the
following types may be chosen:

Halflings Old World

Dwarfs are not known for their financial extravagance. Dwarfs
are renowned for having have short arms and deep pockets
(literally!). A Dwarf commander would probably pale at the
merest thought of actually spending money to buy fighting
troops. However, desperate times can force desperate decisions,
and even a Dwarf may be obliged to delve deep into his
negotiable assets when it comes to the crunch. The player may
spend up to one quarter of the army’s total points on
mercenaries. Mercenary forces may be chosen from the
following lists:

Old World Norse

- HOSTS >

Ogres

A Dwarf wizard may magically bind a monstrous or ethereal
host prior to the game. Whether monstrous or ethereal, hosts
represent creatures or spirits with which the Dwarfs have
formed some sort of bond or pact. Creatures may be animals
which the Dwarfs have sheltered or protected, or with which
they have a traditional association. Dwarfs are renowned for
their loyalty and many of their animal associates respect this.
In fact, a Dwarf’s loyalty can extend beyond life itself, especially
if a Dwarf dies unavenged or in battle. The Dwarf ethereal host
is made up in this way from the spirits of doughty past warriors
eager to return for one more battle.

The player may spend up to one quarter of the army’s total points
on a bost, but only one host is allowed per army. The charts
below indicate the creatures that may be included in both types
of host, which must be assembled using the rules in the
‘Warhammer Bestiary (WFB, pp240 & 263).

Points cost
The monstrous host may contain: per model
0-20 Bears 20
0-40 Boars 6
0-1 Dragons 50-800
0-30  Giant Bats 2
0-8  Giant Spiders 45
0-1 Swarms 250
0-20  Warhounds 4
Points cost
An Ethereal host may contain: per model
0-5 Ghosts 50
0-1 Spectres 200/225
0-2 Wights 100
0-2 Wraiths 150
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— SL ANN >

Upon his carven throne of jade, atop the highest ziggurat in the
Slann capitol of Cotec, sits the Emperor Mazdamundi: Brightest
Star of the Firmament and Lord of all the Waters of the World
Pond. By means of a magic mirror composed of polished
obsidian he watches over his Empire, from the stony deserts
of the north to the tropical jungles and glistening waterways
of the south.

Throughout this land of mountain, jungle and water, the Slann
armies enforce the rule of empire. Marching along the Emperor’s
carefully tended highways, they exact tribute from the primitive
Slann of the interior, from the bellicose pygmies, and from the
pioneering Old World settlers of the east coasts. Increasingly
there are wars to fight, especially against the recently arrived
men, dwarfs and other dry skins. As these foreigners grow in
number, the Slann Empire becomes increasingly threatened.
These days Mazdamundi sits restlessly upon his throne, his
waking dreams disturbed by visions of destruction and death.

The professional core of a Slann army comes from the various
totem warrior clans, including those of Eagle, Jaguar and
Alligator. A warrior may only join these clans after killing a
number of enemy. Prior to this, adult Slann must perform annual
military service in their spawn bands, thereby providing the
bulk of every large Slann force. In addition,there are permanent
garrisons and guard units spawned specifically to serve as
warriors. These so-called Bull Slann are especially good fighters,
and some are trained to serve as mounted troops, riding the
fearsome Cold Ones into combat.

Following recent battles against Old World settlers, the Slann
armies have been seriously depleted. To make up for this
shortfall in troops, the Slann have taken to raiding and capturing
human settlers. These unfortunates suffer lobotomisation and
castration, and are forced to serve their amphibian masters as
slave troops.

Spawn bands do not use uniforms, but adopt a system of intricate
paint schemes with which they cover their faces and bodies.
Red, yellow, white and black are the most commonly used
colours, contrasting vividly with the green skin of the Slann
themselves, Totem warriors dress in distinctive uniforms evoking
the totem animal unique to their group. The Eagle warriors, for
example, wear a costume woven from feathers and a spectacular
beaked headdress. Slann standards are beautiful creations,
crafted to represent the petals of mystic flowers, rich in Slann
religious symbolism.

THE ARMY OF
—=< THE JADE THRONE >

MWwsiBSiS [ Tiw[t[A] Ld [mt| C | WP [Pis
Slann alsl2lalal1[s]1][ 8 ]72] 9 ]9 |7
5 Hero 4lalalalalr]ala] 8 [7] 9| 9 [4
10 Hero 4|5(3|4|5[2[4/3[9+1 |7 9 g |77
15Hero |4 |5[3[4/5[3[5[3/10+2] 7 |10+1[10+1 | 112
20Hero  |4]6[3]4]5/4[6]4]10+3] 7 [10+1]1041 | 147
25Hero  [4]6]4a[5]4/6]4][10+3[9+2][10+2]10+2]182
SWizad |44[2]4]4a]1][3[1] 8 [8+1[10+1]1041] 72
10Wizard [4[4]2[4]4]2]4]1] 941 [9+2]10+1[10+2 107
15Wizard [4[5[2[4]5[3[4/[1]1042]9+2]1042[10+2 187
20Wizard |4 5(3[4[5/4[5]1]10+210+3[10+2]10+3 282
25Wizard |4 6[4[4[5/4]6]1]10+3]10+3[10+3]10+3 |392
Base size: 25mm x 25mm

mwsBs S|TIWlI1[A] Ld [im| C | W [P
Slave ABAARNRNERFIERERT
Base size: 20mm x 20mm

Mwsies S TIW[I[a] 14 [Imti G | Wp [Ps
Lizardman |43 [3[3]af2]1]1] o9 [5] 9 [ 9 [20
5 Hero 4l4laal5]2f2]2] 9 [5] 9 |8 [70
10Hero [4|5[4/4/5[3]2f[3f10+1] 5] 9 | 9 [120
15Hero |4 |5]4[4|5[4]3[3[10¢2] 5 |10+1]10+1]170
20Hero  |46[4(4/5]|5]|44][10+3] 5 [10+1[10+1]220
25Hero  |46[5]4/5]/5]4]4[10+3]7+2[10+2[10+2]270
Base size: 25mm x 25mm

MMWS[BSIS [T W/ d (int] o | wp [pts
Troglodytes | 4 1313 4 4 2[1]2] 9 [a[ a [ 9 [36
Base size: 40mm x 40mm

Alignment: Slann armies are Neutral.

Psychology: Slann warrior priests are subject to frenzy.
Lobotomised Human slave warriors are subject to stupidity.
Lizardmen are immune to fear and panic. Troglodytes cause
JSear in creatures less than 10’ tall, and are subject to stupidity.




ARMY LISTS

Illustrated in the above montage are various warriors of the great Slann Emperor Mazdamundi. Foremost amongst them stands the impressive
bulk of the mighty Toad-Slann Drulndribl, one of the Emperor’s favourite warleaders. Great heroes like Drulndribl are often referred
to as Toad-Slann, a title which recognises their ascendency over the ordinary subjects of the Emperor. The details of his feathered war-
bonnet and intricate costume are echoed in the humble equipment of the warriors around him. Those occupying the foreground are
typical members of the Spawn Bands, the fighting militia which makes up the bulk of the Emperor’s campaigning armies. The warrior
wearing the distinctive helmet of the Alligator Warriors belongs to this elite totem clan. As with all totem warriors, he must have slain
many enemy to earn his membership. Neither the Spawn Bands or totem warriors are really professional soldiers, although they are
brave fighters. This latter role is filled by Bull Slann, spawned specially to fight in the Emperor’s armies, to garrison fortresses, and
to keep the peace ‘between rock and water’ - as the Slann refer to their lands. The fierce head and exotic helmet plumage of one of
these warriors can be seen in the extreme upper left of the group.
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—= ARMY SELECTION >

Faree Minimum Maximum

Rank & File models | % Army’s total PV Whole army less

1 Hero

Character models 1 Hero % Army’s total PV
. Heroes 1 Model ¥ Army's total PV
Wizards 0 6 models

Allies 0 % Army'’s total PY

Monstrous host 0 % Army's total PV

The army may have a baggage train at no extra cost.

—= CHARACTER MODELS >

Character models are heroes and wizards. The player may spend
up to half of the army’s total points value on character models,
and must have at least 1 (ie the General).

General: The army must be led by a general who will be the
character model with the highest leadersbip characteristic.

Army Standard: The army is allowed one army standard which
must be carried by a character model, and paid for from the
character model allowance. Army standards cost an additional
50 points.

Points: The points cost given for characters are for a basic
unarmoured model with a hand weapon. Characters should be
provided with armament as depicted on the model and selected
from the following list. Lizardmen characters pay double points
for their equipment. If the model is carrying a piece of
equipment not mentioned on the table, it may be ignored.

Points cost Points cost
per per
Item character | Item character
model model
Close Combat Armour
‘Weapons Shield 1
Additional Light armour 2
hand weapon 1 Heavy armour 3
Double-handed
weapon 2 Riding Animals
Net 1 Cold One 22
Spear 1 Litter with
4 bearers
Missile (Wizards only) 12
‘Weapons
Blowpipe 1
Darts 1
Javelin 1
Throwing spear 1

Heroes

Up to half of the army’s total points value may be spent on
heroes. The maximum number of heroes available at each level,
and their points cost are given below.

Points per

Maximum availability model
Slann

6 Call Leaders (level 5 heroes) 42

4 Strong Spawn (level 10 heroes) 77

3 Spawn Master (level 15 heroes) 112

2 Pond Master (level 20 heroes) 147

1 Lotus Lord (level 25 hero) 182

Points per

Maximum availability model
Lizardmen

1 Bonecracker (level 5 heroes) 70

1 Skullbreaker (level 10 hero) 120

1 Thighsnapper (level 15 hero) 170

1 Headsplitter (level 20 hero) 220

1 Warbiter (level 25 hero) 270

Champions

Level 5, 10 and 15 heroes must be assigned to specific units as
leaders (unless designated as the Army Standard Bearer). These
‘hero-leaders’ are referred to as champions. Champions are
part of the unit they are assigned to and cannot leave it (see
WEB p93).

Lizardmen and Troglodytes

Lizardmen and Troglodytes fight as vassal troops in Slann armies,
performing military service as a form of tribute. Not all
Lizardmen are friendly to the Slann, and many live in restless
subjugation. Lizardmen heroes can only be assigned as
champions to Lizardmen or Troglodyte units. Independent
Lizardmen heroes may only associate freely with Lizardman and
Troglodyte units. Slann characters may associate with Lizardmen
units, but not Troglodyte units.

Wizards

The army may contain up to six wizards. The maximum number
of wizards available at each level is given below.

Points per
Maximum availability model
2 Blessers of Water (level 5 wizards) 72
2 Masters of Deluge (level 10 wizards) 107
2 Watchers of Rain (level 15 wizards) 187
2 Seekers of Stars (level 20 wizards) 282
1 Auspice of Heaven (level 25 wizard) 392

Generating Spells
The number of spells available to each level of wizard is as
follows.

Character | Magic Number of spells at level
level level 1 2 4

5 1 3 0 0 0

10 1 6 0 0 0

15 2 6 3 0 0

20 3 6 3 3 0

25 4 6 3 3 3

All spells may be generated randomly from the appropriate level
of either Battle Magic, Daemonic, Elemental, Illusionist or
Necromantic spell charts. Slann may employ any types of magic
without restriction. See ppl0-11 for spell charts.
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Slann wizards are creatures of great spirituality. They believe
that for their feet to touch the naked ground would invite
spiritual pollution destroying their magical powers. This affects
the more powerful, and hence more spiritually rarified wizards,
than it does their less developed kin. As a result most Slann
wizards either ride or are carried about in a litter. Any wizard
who is not raised above the ground in this way is unable to use
any spells of level 2 or higher. He may still use spells of level
1, and a wizard with no spells of level 2 or higher will be
unaffected.

Litters are carried by lobotomised Human Slaves at a rate of 1”
per living slave (4” maximum). Slaves so employed may do
nothing else (except dribble a bit). A single slave is of course
unable to lift the litter, but may drag it at 1” per turn. Missile
hits against the litter are randomised between the slaves and
the wizard. Bearers and wizards both count the litter as soft
cover (-1 to hit with missiles). If all bearers are killed, the wizard
will be forced to pollute his soul by walking!

Magic Items for Characters

Characters can carry magical items paying the points indicated
on the Magic Items Chart (p13). These are paid for from the
character model points allowance and selected from the
following list:

Any character model may carry one magic weapon which
has up to one magic attribute for every 5 ‘levels’ of the
character (ie a level 5 character may carry a weapon with
one attribute, a level 15 character may carry a weapon with
three, etc).

Wizards may be equipped with up to three scrolls each.
The scrolls may contain up to three different spells of level
three or lower.

Up to two of the army’'s character models may wear a ring
with a spell of level two or lower.

Up to two character models may be equipped with magic
armour.

The army standard may have up to 2 magical abilities.

~= RANK § FILE >

At least half of the army’s total points value must be spent on
rank & file troops. All units are automatically assumed to have
a leader with the same profile as the rest of the unit.

Any unit may be given a standard bearer and/or musician.
Standard bearers and musicians must be equipped in exactly
the same way as the rest of the unit. Standard bearers and
musicians cost twice the points value of a basic trooper.

Any unit indicated may convert an ordinary unit standard into
a magic standard with a single ability. The ability may have a
points value up to the amount shown. The specific ability must
be chosen and noted down before the game (see pl5).

Any unit indicated may convert an ordinary musical instrument
into a magic musical instrument with a single ability. All magical
instruments cost an extra 25 points as indicated below. The
specific ability must be chosen and noted down before the game
(see pl6).

Units of human slaves must be led by a Slann champion. If their
Slann leader is slain and no other Slann character is available
to take over command, human troops will do nothing, although
they will fight back if attacked.

Nk
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0-40 BULL SLANN RIDERS 0-30 JAGUAR WARRIORS
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MODELS PER UNIT: 5-10

I +2 SHOCK ELITE

POINTS PER MODEL: 31

WEAPONS:  SPEAR &
HAND WEAPON

ARMOUR: NONE

OPTIONS
ANY UNIT MAY HAVE:
BUIBEDY . .0 oo oo oon coviion som v 2
LIGHT ARMOUR.......... 4
DARTS .. e PR

M wsiBs!s [ TIwW | [A | Ld|int]Cl WP
alal2[3[al1]al1]8]7]0]9

MODELS PER UNIT:  10-20

POINTS PER MODEL: 12

WEAPONS: HAND WEAPON
ARMOUR:  LIGHT ARMOUR
& SHIELD

OPTIONS

ANY UNIT MAY HAVE:

DARTS . ..................... 1

JAVELINS . .. ovoeiniiniennens 1

ONE UNIT MAY HAVE:

MAGIC STANDARD............50

MAGICAL INSTRUMENT........ 25

The Slann bunt and capture Cold Ones from their subterranean baunts
in the mountains of the west. Only the bravest of regular troops are
permitted to ride these monsters.

This elite order of Slann warriors wears battlesuits made from jaguar
skins.

0-10 WARRIOR PRIESTS 0-30 ALLIGATOR WARRIORS

MiwsiBsisiT W1 [AlLdin

+4 SHOCK ELITE

MiwsiBsis [T Iw[ 1A tdlimciwe
4 /2(4/4|1(4|2|8]|7 949 +1 SHOCK ELITE

4lal2/3lal1]3[1]8]7

MODELS PER UNIT: 5-10

POINTS PER MODEL: 12

WEAPONS: HAND WEAPON

ARMOUR: NONE
OPTIONS

ONE UNIT MAY HAVE:

A MAGIC STANDARD. . . .......100

A MAGIC INSTRUMENT........25

ANY UNIT MAY HAVE:

There are many priestly clans; every large Slann city bas its own god zmd

MODELS PER UNIT: 10-20
POINTS PER MODEL: 11
WEAPONS:  HAND WEAPON

ARMOUR: HEAVY ARMOUR

OPTIONS
ANY UNIT MAY HAVE:
ADDITIONAL HAND WEAPONS.
DOUBLE HANDED WEAPON. ,2
SHIELD . o

ONE UNIT MAY HAVE:
MAGIC STANDARD.....
MAGICAL INSTRUMENT

its own class of warrior priests. In battle these are eastly recog
because they paint their skins black, and add furtber paint to form the
colourful mystic symbols associated with their god. The warrior priests
of Quetzacoatl, for example, bave winged serpents drawn upon their
bodies, whilst those of Axiberyn use a geometrical design of circles and
lines. Slann warrior priests are subject to frenzy.

The order of Alligator warriors wears armour made from tough alligator
skin.

0-30 EAGLE WARRIORS 0-60 BULL SLANN

Miwslesis T |wli A lLd]int]Cliwp]

+3SHOCKELTE |4 |a2[afal1]af1[8][7]0]0

: uPNwawawmmm
+1 SHOCK ELITE 4|14/2(3]4[(1]3(1]8]7(9]9

MODELS PER UNIT: 10-20

POINTS PER MODEL: 13

WEAPONS:  HAND WEAPON
ARMOUR: LIGHT ARMOUR
& SHIELD
OPTIONS

ANY UNIT MAY HAVE:
DOUBLE-HANDED WEAPONS. ...2

DARTS: . oo s ww
ONE UNIT MAY HAVE:

MAGIC STANDARD........ ....75
MAGICAL INSTRUMENT....... 25

MODELS PER UNIT: 10-20
POINTS PER MODEL: 11
WEAPONS: HAND WEAPONS

LIGHT ARMOUR
& SHIELD

ARMOUR:

OPTIONS
ANY UNIT MAY HAVE:
DARTS . .

This order of Slann totem warriors wears battlesuils woven from feathers,
and belmets shaped like eagles’ beads. To become a member of the Eagle
Order is the highest bonour a Slann warrior can gain.

Tbe regular warriors afﬂu' Slann guard the bighways and palaces of the

iperor, the religi fortresses and other institutions of the
Slann. Buﬂ Slann are regular warriors, spawned, bred and trained for
war.
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0-20 VENOM TRIBES 10-80 SPAWN BANDS

| Imiwslesis|viwii[ajidjmiciwed § s E‘m
+1MISSILEELITE |4 (4|3 /3[4|1(3|1/8|7/9]9 SLANN 4(3|2
MODELS PER UNIT: 10-20 i MODELS PEIH.INI‘I’: 10-20
POINTS PER MODEL: 12 7 : POINTS PER MODEL: 9

WEAPONS: HAND WEAPON WEAPONS: HAND WEAPONS
& BLOWPIPE

ARMOUR: NONE ARMOUR:  LIGHT ARMOUR

OPTIONS OPTIONS
ANY UNIT MAY HAVE: ANY UNIT MAY HAVE:
DARTS 1 DOUBLE HANDED WEAPONS....2
SHIELDS S A WA S, I SHIELDIS b 5 et £ s 1
LIGHT ARMOUR.............. 2
e
The Emperor’s lands are vast, and many of bis subjects are primitive Slann
who live by bunting savage beasts in the jungle. They are distinguisbed -
by their slightly smaller size and by the vivid red and black patterning These form the majority of warrior slann and are drawn from locai jungle
of their skin. These primitive tribes supply many of the Slann armies with settlements or districts of a town. All Slann are obliged to perform a length

of military duty in these bands. Those that distinguish themselves in battle

lightly armed missile troops. By an adaption of nature these Slann exude
may rise to one of the elite orders of Slann warriors described above.

a poisonous mucus which enables them to poison their weapons. All
attacks, including missile bits, are poisonous

0-15 SCOUTS 0-60 JUNGLE BRAVES

s [T !wiiiA]|Ld|int]Cliwe MWSBS|S ! T wii|A]|Ld|int|Ciiwp
SLANN SCOUT 3|4/]1/3|1]|8]7 9|9 SLANN LEVY 412|1]|3|4[1]2[1[7[/6/8(8
MODELS PER UNIT: 5-15 MODELS PER UNIT: 15-20

POINTS PER MODEL: 5
WEAPONS: HAND WEAPONS

POINTS PER MODEL: 12
WEAPONS: HAND WEAPON

ARMOUR: NONE ARMOUR: NONE

OFTIONS OPTIONS

ANY UNIT MAY HAVE: ANY UNIT MAY HAVE:
BLOWPIPE: . w:v o vewwnsn SHIELDS!. o vs ow waismmion sneis ¢ 1

DARTS . .. 1

SHIELDS . v v i wmanns s o 1 ONE UNIT MAY HAVE:
POISONED ATTACKS . ........... 3 BLOWPIPES . . . .. R R e |
DARTS RS R su 1
Many Slann dwell in the deepest jungles and trackless swamps where they The Stann of the southern jungles are wild and untamed. Their warriors
bave become skilled at scouting, tracking, ambushing and skirmishing. serve the Emperor by means of tribute, having little else to offer their distant
Many intruders dissappear without trace, victims of the barely seen Slann. master. Many Jungle Tribes bave distinctively coloured skins, eitber black

and green mottled, pale blue, or yellow.

Slann Warband led by a hero, advances upon the enemies of the Emperor.
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HUMAN SLAVE

S 1T W] | A L int] Cl WP
3({4/1({3/1[/8/7]/9/(9
MODELS PER UNIT: 1-4
HANDLERS WITH PACKS
POINTS PER MODEL: 12
WEAPONS: HAND WEAPON

ARMOUR:  NONE

OPTIONS
ANY ANIMAL HANDLER MAY HAVE:

MODELS PER UNIT: 10-20
POINTS PER MODEL: 4%
WEAPONS: HAND WEAPON

N

ARMOUR: SHIELD

LI(‘HT ARMOUR. PR -

HANDLERS MAY LEAD EITHER:
COLD ONE WARHOUNDS. .
GIANT SCORPIONS. .
GIANT SPIDERS. . ..
SABRE TOOTH TIGER!

To bolster their dwindling armies, the Slann take young captives from Each bandier may control 2-6 animal models, two or more bandlers and
hbuman settlements and rear them as lobotomised eunoch slave warriors their packs may be merged to form larger units. However each animal
bandler unit may contain only one type of creature.

: 0-1 SLANN WAR ALTAR

. ImiwsiBs|! A [Ld [ G iwe Miwsias! s [T |Wi1[aldiimiciiwe
TROGLODYTE 2/9lajalo ATARGUARDS |4 |al2[alal1]af2]8]7[9]9

MODELS PER UNIT: 1-5 MODELS PER UNIT: ALTAR GUARDS: 4 SLANN
POINTS PER MODEL: 36 1 WAR ALTAR WARRIOR PRIESTS
4 ALTAR

WEAPONS: HAND WEAPON GUARDS WEAPONS
| HAND WEAP(;N

ARMOUR: NONE

)| ARMOUR:

OPTIONS :
ANY UNIT MAY HAVE: SHIELTY
SHIELDY o wvewiisonis v wovsrivs-asianase 4
DOUBLE HANDED WEAPON. ... .8
OPTIONS
THE WAR ALTAR MAY:
BE PLACED ON A LITTER. ......
HAVE A MAGIC STANDARD . mo POINTS PER MODEL: 98
Troglodytes are larger and fiercer relatives and associates of Lizardmen. Large armies are accompanted by a sacrificial altar of which there are
They cause fear insmaller creatures and suffer from stupidity. Opponents agreal many in the Slann Empire. Altars vary depending on the cult from
suffer from nausea as described on WFB p239. which they come. Some are merely buge idols, whilst others are elaborately

Jashioned from the mummified remains of ancient high priests.

0-20 LIZARDMEN WARRIORS

e imiwsiBs|siTiwillalL
LIZARDMAN al3[33falal1]1

MODELS PER UNIT:  10-20
POINTS PER MODEL: 20
WEAPONS: HAND WEAPON

ARMOUR: NONE

OPTIONS
ANY UNIT MAY HAVE:
SPEARS ... .. 2
DOUBLE-HANDED WEAPONS . . . .4
SHIRIDS bl st 4% s doeiimiiraes Bonie 2

Many thousands of years ago, the ancestors of the Slann waged war against
and destroyed the ancient civilisation of the Lizardmen. Today most
Lizardmen live reclusive underground lives, but some bave been
subjugated by the Emperor and fight in bis armies.




ARMY LISTS

- SRIRMISHERS (sce WFB p100) Jm— - ALLIES >

The following units may operate as skirmishers if the player Amongst the Slann's many subject races are the Lizardmen,
wishes. Skirmishing units must be noted down before the battle  already included in its armies, and Pygmies. These tributary
(maximum size for a skirmishing unit is 15). allies are not always trustworthy, but will serve loyally if kept

away from their own homelands. The player may spend up to
one third of the army’s total points on a Pygmy allied contingent
Maximum number of | (P126).
T e skirmishing units
Venom Slann Any z HOS’CS =
Jungle Braves Any
Scouts Any A Slann wizard may magically bind a monstrous host prior to

the game. The player may spend up to one quarter of the army’s
total points on hosts. Creatures permitted are detailed below.
The host must be assembled subject to the rules provided in
the Warhammer Bestiary.

Points cost
The monstrous host may contain: per model
—x BAGGAGE >

0-20 Cold Ones 22
In the dense jungles in which the Slann live, baggage must be ggo g?;go?ll;c e 2509800
transported on foot. For this onerous task the Slannusebearers, | 24 Giant Bats 2
frequently castrated and lobotomised human slaves. Because 0-20 Giant Frogs 7
Slann don't use wagons, their baggage contingents are larger 0-30 Giant Leeches &
than most armies. The baggage consists of 5 Slannbearersand | o o0& o000 Scorpions i5
5 human slaves per 1000 points worth of troops. All members 0-8 Giant Spiders i 45
of the baggage have standard profiles for their type, are 0-1 Swarn';sp 250
unarmoured and use improvised weapons.
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— UNDEAD 3=

The study of magic is a long hard journey. And of those that I W ] 1 P1s
set out along this dangerous path, very few reach its end. Undead H 'MM&I‘B—SFS LTWELIAT 1 Thti G | WP [P
Tempted by the promise of power, many magicians turn aside ~ |—noead feres
to study the dark arts of Daemonology and Necromancy. 5 Hero 4/3/314131113121 7 | 717 7 130
The army presented here represents the force of a Necromantic 10 Hoagy 1430418 (21313184117 z 13
power. These individuals are not common in the Old World, |19 Hero 41413/41413413/9+2 |7 |8+1)8+1 |85
but neither are they unknown. Even great nations pay heedto |[20Hero | 4[5[3|4]4/4)5]4/10+¢3| 7 | 8+1 | 8+1 | 105
the thoughts and wishes of the Necromancers that live within |25 Hero 415[(41414/4[5[4/10+3(9+2] 9+2 | 9+2 | 130
their borders. Human Necromancers are not necessarily evil, Liches
although they are certainly misguided and probably a bit F
unhinged. Liches, the undead forms of magicians are even more 5""3“& 2.3 JLAE AT RRAE o Bl 0E 2% D
dangerous, however. Their very existence bespeaks madness, |10Lche 4131214131213 11/8+3 |9+2) 8+3 | 9+2 | 140
for who but 2 madman would wish to live beyond life? Vampires  [15Liche |44 [2]4[4]3]3|1| 9+3 [10+3] 9+3 | 10+3 235
represent perhaps the most perilous of all the masters of undead, |20 Liche |4 |4 |3 |4 |4 4|4 [1[9+3 [10+43] 943 [10+3 (345
for they are not truly human, and have no respect for the world |25 \iche |4 |5 |4 | 4|4 |4 |5 1]10+3 10+3 1043 | 10+3 | 460
of men. Voot
All'of ghcse mighty magical powers are able to create and |5 Va‘r—npire 4l6|6|6/6|4|6/4] 7 8 8 8 |[330
maintain armies of Undead. Rarely do such armies march, for 10 Vampire |4 |6 [6]6/6]5(7]4] 8 9 3 E
the ambitions of their overlords are not generally earthly ones, . 71617141 9 |9 9 9 |475
nor do dreams of worldly conquest trouble their sleep. However, 15 Vamp|-ra 1715 |6
there are times when a Necromancer’s aims can be achieved |20 Vampire |4 |77 6|7 7]8|4) 9 |10 | 9 | 10 |585
only by force of arms. At such times the forces of Undeath gather |25 Vampire |4 |8 |8 6|77 ]9/4] 10 |10 | 10 | 10 |690
from their graves and charnel houses, ready to obey the  |Necromancers
commands of their strange and powerful masters. Level 5 slal3lalal11a3l1] 7 [s+1] 8+1 | 8+1 | 60
Level 10 414/3/4/3/2[4/[1)84+1 [9+2) 9+2 | 9+2 | 85
Level 15 4(5/3/14/4/3[4]|1]9+2)9+2| 942 | 9+2 | 155
level20 |4 |5(4(4/4/4[5]1]9+2 [10+3) 9+2 | 10+3 | 240
level25 |4 [6/5]|4/4/4]6|1[10+3]10+3)10+3|10+3 | 340
Base Size: 20mm x 20mm

tHE FORCES Alignment: Undead armies will invariably include troops with

different alignments, usually chaotic, neutral and evil. Undead

—— OF UN DEAtH — are somewhat beyond petty questions of alignment, many are

simple automatons with no real motivation or sense of personal
morality.

Miwsiesis|TIW[1[al W {m| C | WP [pts
skeleton  |4]2]23[3]1]2]1] 5 [5] s [ 5 [10
Base Size: 20mm x 20mm

M jws{BS
Camion [43]0
Base Size: Flying Base
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MwsBSISITIWiI|A] td [m| O | WP {Pts
Ghoul 4]2]o0]alal13]2] 2 [s5] 8 [ 8 |8
Base Size: 20mm x 20mm

Undead [MMWs[BSISITIW I |A] td [Im| C | WP [Pts

One of the most renowned Skeleton forces in the Old World -
Horseman [8[2[2[3[3[1]2]2] 5 [5[ 5 [ 5 [20 e

Base size: 25mm x 50mm

Mwssis[Tiwltial Wd Im| c | wp |pts
mummy [3[3fo]als|al3]2] 9 [8[ 8 [ 9 [80
Base Size: 20mm x 20mm

MwsBsiS [ Tiwli1[A] 1d [le| o | WP iPts
Zombie (4|20 l3[3[1]1[1] 5 [5] 5 | 5 |4
Base Size: 20mm x 20mm

- uh%gss;rw;a,w.;m C | WP P
Spectre 4[4 00
Base Size: 20mm x 20m|

3
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Psychology: Players wishing to use an Undead Army should
consult the Warbammer Fantasy Battle rulebook for full details
of psychology. Almost all Undead are immune to psychology,
whilst causing fear in living creatures to a degree (but see WFB,
PP257-265). Most Undead are affected by instability (see WFB,
p206). The chart below summarises the main psychological and
other reactions.

Cause Fear in
Immune to |living creatures | Subject to

Creatare | Psychology | up to 10’All | Instability Other

Carrion Yes Yes/Yes Yes Cannot be
routed.

Ghouls No Yes/Yes No Always rout if]
pushed back.

Liches Yes Yes/Yes Yes

Mummies No Yes/Some No Stupid unless
controlled.

Skeletons Yes Yes/Yes Yes Stupid unless
controlled.
Cannot be
routed.

Undead

Heroes Yes Yes/Yes Yes Cannot be
routed.

Undead

Horsemen Yes Yes/Yes Yes Stupid unless
controlled.
Cannot be
routed.

Vampires No No/No No See WFB,
p262.

Zombies Yes Yes/Yes Yes Stupid unless
controlled.

—=x ARMY SELECTION >

Force Minimum Maximum

Rank & File models | % Army's total PV | Whole army less 1
Character
Character models 1 Necromancer, Y2 Army’s total PV
Vampire, or Liche

Heroes 0

Wizards 1 Necromancer, 6 models
Vampire, or Liche
Allies 0 5 Army's total PV
Monstrous Host
or 0 Y% Army's total PV

Ethereal Host

Undead armies do not hire mercenaries or need baggage trains.

—=< CHARACTER MODELS >

Character models for an undead army can be undead heroes,
human wizards (Necromancers), Vampires, or Liches, Up to half
of the army’s total points value may be spent on character
models. An undead army may spend up to half its total points
value on character models and must have at least 1 Necromancer,
Vampire or Liche to act as its General.

General: The army must be led by a General who will be the
Necromancer, Vampire or Liche with the highest leadership
characteristic.

Army Standard: The army is allowed one army standard which
must be carried by a character model, and paid for from the
character model allowance. Army standards cost 50 points.

Riding in chariots: Character models may ride in chariots,
included as part of the army’'s ‘rank and file’ points allowance.
This does not affect either the points value of the chariot or
the character. Chariots carrying characters can be treated as
separate units of 1 model.

Points: The points costs given for characters are for a basic
unarmoured model with a hand weapon. Characters should be
provided with armament as depicted on the model and selected
from the list below. If the model is carrying a piece of equipment
not mentioned on the table, it may be ignored.

Points cost Points cost
per per
item character | Htem character
model model

Close Combat Armour
‘Weapons Shield 1
Additional hand Light armour 2
weapon 1 Heavy armour 3
Double-handed Horse barding 4
weapon 2
Halberd 2 Riding Animals
Flail 1 Undead horse 10
Lance 2
Spear 1
Missile
Weapons
Pistol -

Heroes

The army has a theoretical maximum of 21 Undead Hero models
but may spend no more than half its total points value on them.
The maximum number of heroes available at each level is given
on the table below.

Points per
Maximum availability model
8 Charnel Warriors (level 5 undead heroes) 30
6 Grave Fiends (level 10 undead heroes) 55
4 Tombrterrors (level 15 undead heroes) 85
"2 Corpse Knights (level 20 undead heroes) 105
1 Undead Lord (level 25 undead hero) 30
Champions:

Level 5, 10 and 15 Undead Heroes must be assigned to specific
units as leaders (unless designated as Army Standard Bearer).
They are then referred to as Undead Champions. Undead
Champions are part of the unit they are assigned to and cannot
leave it (see WFB, p93).

Level 20 and 25 Undead Heroes may be assigned to specified
units as Undead Champions, if the player wishes. Alternatively,
they may be left as independent characters, free to associate
with any unit in the normal way (see WEB, p90).

Magic weapons: Note that Undead Heroes of level 10 or greater
must carry a magic weapon (see p120),
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Wizards

The army may contain up 6 Necromancers/Liches/Vampires.
These characters can act either as Champions leading specific
units, or as independent characters free to associate with and
lead any unit. The maximum number of wizards available at
each level is given below.

Points per model
Maximum availability Evil
Sorcerer Liche  ‘Vampire

2 level 5 wizards 60 90 330
2 level 10 wizards 85 140 380
2 level 15 wizards 155 235 475
2 level 20 wizards 240 345 585
1 level 25 wizard 340 460 690

The following table gives the titles by which the various types
and levels of wizards are known:

Character Evil
ievel Sorcerer Liche Vampire
Level 5 wizards Necrus Adeptus | Barrow Seer | Vrolka
Level 10 wizards Morbidus Doombinder | Wurdalak
Level 15 wizards Necrosus Deathmage Lugosi
Level 20 wizards Magister Mortis | Dust Lord | Nosferatu
Level 25 wizards Necrarch Lichemaster | Dracula

Generating Spells

The number of spells available to each level of wizard is as
follows.

Character | Magic Number of spells at level
level level 1 2 3 4

5 1 3 0 0 0

10 1 6 0 0 0

15 2 6 3 0 0

20 3 6 3 3 0

25 B 6 3 3 3

All spells are generated randomly from the appropriate Spell
Charts.

[ ;p

Necromancers must have at least 1 Necromantic spell in each
of their levels of Mastery. Remaining spells may be either Battle
Magic or Necromantic.

Liches may have either Necromantic or Battle Magic spells. In
addition, a Liche may have a single Daemonic spell in each level
of Mastery.

Vampires must have at least 1 Necromantic spell in each of
their levels of Mastery. Remaining spells must be Battle Magic,
except for a single spell of each level which may be Elemental,
Illusionist, Daemonic or another Necromantic spell.

Magic Items for Characters

Characters can carry alimited number of magical items by paying
the points indicated on the Magic Items Chart (p13). These are
paid for from the character model points allowance and selected
from the following list:

Any character may have a magic weapon with 1 attribute
per 5 ‘levels’, plus 1 additional attribute (ie, a level 5 hero
may have a weapon with 2 attributes and a level 10 hero
may have a weapon with 3 attributes). Undead Heroes of
level 10 or higher must have a magic weapon with at least
1 attribute.

Wizards may be equipped with up to three scrolls each.
The scrolls may contain up to 3 different spells of level 3
or lower.

Two character models may wear a ring with a spell of level
3 or lower.

Two character models may be equipped with magic armour.

The army standard may have up to two magical abilities.

~=< RANK § FILE >

At least a half of the army’s total points value must be spent
on rank & file troops. All units are automatically assumed to
have a leader with the same profile as the rest of the unit.

Any unit may be given a unit standard bearer and/or a musician.
Standard bearers and musicians must be equipped in exactly
the same way as the rest of the unit, and cost double the points
value of a basic trooper.

Any unit indicated may convert an ordinary standard into a
magic standard with a single ability. The ability may have a points
value up to the amount shown. The specific ability must be
chosen and noted down before the game (see p15).

Any unit indicated may convert an ordinary musical instrument
into a magic instrument with a single ability. All magical
instruments cost an extra 25 pts as indicated below. The specific
ability must be noted down before the game (see pl0).

N
.
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0-40 SKELETON CROSSBOWS

: ’ miwsipsisiT iw|i]AlLdm|cwp|
SKELETON alalalsls[1]2]1]s]|5]5]s
MODELS PER UNIT:  10-40
POINTS PER MODEL: 13

WEAPONS: CROSSBOW &
HAND WEAPON

ATH RIDERS
ws Wil

SIT|Wit Int | Ct {wWP

3laf[1]2 5/5]5 |
& STOMP ATTACK OF UNDEAD STEED
MODELS PER UNIT:  5-25
POINTS PER MODEL: 21
WEAPONS: HAND WEAPON

ARMOUR: NONE

ARMOUR:  SHIELD

OPTIONS
OPTIONS ANY UNIT MAY HAVE:
ANY UNIT MAY HAVE: LIGHT ARMOUR...............2
EIGHT ARMOUR; v oo siian iu2
ONE UNIT MAY SUBSTITUTE:
ONE UNIT MAY HAVE: ARQUEBUSES FOR CROSSBOWS. .1
LANCES ., ........ xox vt iwn w0
SPEARS ........ ... ....... 1
BOWS . cor rr s s oo ssa st 2
warriors carrying the deadly crossbow.
These knights of are on borses, creatures of

wholly unnatural appearance and uncanny abilities.

: 0-4 UNDEAD CHARIOTS 10-50 GRIM REAPERS

CHARIOT  [M (ws[BS ine} €1 iwe ST Wit Altdlimiciiwe
SKELETON CREW (2) 3(3|1/2]1]|5|5[5]|5
UNDEAD HORSEL MODELS PER UNIT:  10-20
*
MODELS Pollzl;s POINTS PER MODEL: 12
I’HFI‘- MODEL: WEAPONS: DOUBLE-HANDED
e 88 WEAPONS
k4 . (SCYTHES)
WEAPONS: ™ { B, O, ARMOUR:  NONE
HAND AN S 2\ ARMOUR:
WEAPON % 1y LIGHT
ARMOUR OPTIONS
M ANY UNIT MAY HAVE:
I SHIEEDS: o ool smn o o inh s 1
LIGHT ARMOUR . v ois i s s # 2
OPTIONS
ANY CREW MEMBER MAY HAVE:
SHIELDS ... .o vrevrneenasonns 4 ANY CHARIOT MAY HAVE:
BOW,. 155w rornins s gommonis ssosmivinis 4 SCYTHED WHEELS........ 20
There are those amongst the warriors of the dead who ride into battie upon Skeleton warriors armed with the very symbol of death itself - the scythe.
empty carcasses of buge creatures, wheeled in bone and pulled by undead
borses. The value of the shield bas been adjusted, as all crew count as
shielded by any crew member.

20-100 SKELETON WARRIORS 0-40 SKELETON ARCHERS :
0 Imlwslesis T w1 [aiLd]mt]ciiwe v - imwsles|S [TIW! 1 |A td|int]cCtiwp
SKELETON 4l2]/2]/3[3/1]2/1]5[56]5]5 SKELETON al2l2]3l3l1]2]1]s]s]5]s

MODELS PER UNIT: 10-30 MODELS PER UNIT: 10-20

POINTS PER MODEL: 10 POINTS PER MODEL: 12

WEAPONS: HAND WEAPON WEAPONS: BOW &
HAND WEAPON

ARMOUR:  NONE ARMOUR:  NONE

OPTIONS OPTIONS
ANY UNIT MAY HAVE: ONE UNIT MAY HAVE:
SHIEEDS ... co oo ciisons s 1 LIGHT ARMOUR.. ..o v oo i o2
LIGHT ARMOUR. .......... b
ONE UNIT MAY HAVE:
SPEABS.. oon o st o s s 1
The buik of undead are plucked from their graves in the form of skeletons, Skeleton warriors armed with the bow...

[fleshless and unfeeling, fearless and frightening.
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0-6 CARRION
o

— =T
T!WlilA!Ld

ST WI1IAILS im| ClIWe
4|5|4/3]2]9/8(8]|9

MODELS PER UNIT: 1-10
POINTS PER MODEL: 80
WEAPONS: CLAW

o

ARMOUR: NONE

ARMOUR:
| WEAPONS: NONE
BITE/CLAW
Mummies are amongst the most powerful of all undead, preserved beyond
death by potent magic, and reeking of the natron and sulpbur of the The giant bird of death is a creature of chaos. A powerful master of
embalmer’s parlour. Necromancy can draw it from the Chaos Wastes where it feeds upon the

lost souls of the misguided.

0-100 ZOMBIES 0-1 PLAGUE CART
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ZOMBIE al2/o]3[3]1]1]a1]5][s]5]5 UNDEAD DRIVER | 4 2|3|3[1[2|1]|5|5|5]5

MODELS PER UNIT: 20-30 UNDEAD OX (1) 8(212/3]13|1[2]0|6|5[581(5

POINTS PER MODEL: 4
WEAPONS:  HAND WEAPON MODELS PER UNIT: 1 WAGON ; POINTS PER MODEL: 100

ARMOUR: NONE

L)

OPTIONS
ONE UNIT MAY HAVE:
DOUBLE-HANDED WEAPONS. .. .1
SHIEEDS . - ¢ . o oo mivne o . |
LIGHT ARMOUR. ..............1

WEAPONS: SCYTHE ARMOUR: NONE

Zombies are fleshy undead, their rotten flesh and torn entrails creating
anauseating stench, their stiff muscles leaving them with a shambling gait

The creaking cart of death carries its dark cargo of doom into the centre
of battle, bolstering the power of the undead and filling the bearts of the
enemy with despair.

; 80 GHOULS : 0-4 UNDEAD WAR MACHINES

*"!‘.H“‘ TIw T el [ NN |
GHOUL al2]/o0/3la|1][3]/2]2]5]8]8 SKELETONCREW (31 |4 |2 [2 /33 |1[2[1]56[5]5]5
- MODELS PER UNIT:  20-40 RANGE | TEMPLATE | STR | SAVE | WNDS
POINTS PER MODEL: 8 MIN _MAX MOD, [PER HIT.
WEAPONS: BITE, CLAW OR STONE THROWER| 12” ] 48" i 5 -2 D4
GLUb MODELS PER UNIT: POINTS PER MODEL:
ARMOUR: NONE 1-4 STONE 60

THROWERS

2 2L
WEAPONS: ARMOUR:
HAND OPTIONS NONE

WEAPON ANY UNIT MAY HAVE:

Ghouls are living creatures perverted into undead form by omophagic SCREAMING: Sl (o MRS ON

praciicesiand-oher Joyms of i aebraetly, Constructed by Necromantic artificers from bones, and dragged forth from
the charnel vaulls, these machines of bell may burl stones or dread “skull”
ammunition
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ALLIES Points cost
A Monstrous host may c« i per model

The player may spend up to one third of the army’s total points

on allies. The allies must be assembled using the Allies Section | 0-30  Giant Bats 2
(p126), and chosen from the following: 0-40 Giant Rats 2
T r 1 0-8  Giant Spiders 45
Chaos Allies Dark Elves 0-1 Swarms 250

Points cost

: An Ethereal host may contain: per model
0-8 Ghosts 50
—~ HOSTS > 0-3  Spectres 200
0-3 Spectral mounts +25*

A wizard may magically bind a Monstrous or Ethereal host prior 0-4 Wights 100
to the game. The player may spend up to one quarter of the 0-4 Wraiths 150
army’s total points on a host, assembled using the rules in the
Warbammer Bestiary (see WFB, pp240 & 263). * May only be used if the host includes Spectres.




MERCENARIES AND ALLIES

MERCENARIES
~AND ALLIES>=—

~< MERCENARIES >

The Old World is a violent and uncertain place where the
disposessed form an everpresent minority. For these individuals
there are few options: begging, crime and the military provide
the only means by which they can survive. The most attractive
option undoubtedly lies in enlisting with the mercenary bands
that roam the Old World, following upon the heels of regular
armies like dogs upon the scent of blood.

Players have the option of employing these tough fighters as
indicated in the lists. Mercenaries are paid for using ‘points’
just like ordinary troops. However, the loyalty of mercenaries
is dubious at best, and both sides will have the oportunity to
reserve part of their points value for bribery. If a player wishes
to employ mercenaries, his army rmust include a baggage train.
The train is assumed to include the payment promised to the
mercenaries in return for their services.

Mercenary Contingents

All mercenary units chosen from the same list fight as a
‘mercenary contingent’. An army may include several
mercenary contingents by employing mercenaries from
different lists.

1. Each contingent must be led by a ‘mercenary commander’,
who should be a character model with the highest
Leadership of all characters within the mercenary
contingent.

2. The contingent receives no Leadership bonus from the
proximity of the army’s general, or the commanders of
other allied or mercenary contingents, or from any magical
standards or instruments belonging to the army or other
contingents.

3. The mercenary contingent commander may only confer
his own Leadership bonus upon any unit which is a member
of the same contingent. The commander must be within
12" of the unit’s leader model to do this. Leadership tests
are then made using the commander’s modifier rather than
the unit leader’s modifier.

4. The contingent's, standard/s and musical instrument/s only
confer bonuses to units belonging to the same contingent,
not to other mercenary or allied contingents nor to the main
army.

Mercenary Loyalty

Players must pay points for mercenaries in the same way as other
troops. The number and type of mercenaries available are
restricted by the Army Lists. However, mercenaries are loyal
only to their pockets! To represent this, a player using
mercenaries may choose to allocate more of his available *points’
to paying them. Additional points allotted for mercenary
payment can come from points normally reserved for ‘rank and
file’, ‘characters’, ‘mercenaries’ or any other part of the army’s
total points value. Additional mercenary payment does not have
to come from the points normally reserved for mercenaries,
although it may do so, if the player wishes.

The more additional points the player allots for paying his
mercenaries, the more ‘cash’ he is offering them to fight, and
the more likely they are to remain loyal. If a player decides to
allot additional points for paying mercenaries, he should make
an appropriate note of the total number of additional ‘payment
points’ on a piece of paper.

Just as a player may pay his mercenaries extra to encourage their
loyalty, a player may also allot points for ‘bribing’ mercenaries
employed by the enemy! The more points a player uses for
bribery, the more likely he is to succeed. There is no limit to
the number of additional points used either to pay for or to
bribe mercenaries. A player is free to spend no points for extra
payment or bribery of mercenaries, if desired. If a player decides
to allot points for bribing mercenaries, he should make an
appropriate note of the total number of ‘bribery points’ on a
piece of paper.

Mercenary loyalty is tested for each mercenary contingent. The
test is made once for each contingent as soon as one of its
composite units enters one of the situations covered below. The
result applies to the whole contingent, not just the unit causing
the test.

1. The first time a unit belonging to a mercenary group
charges. Make the test before the charge starts.

2. The first time a unit belonging to a mercenary group is
called upon to fire missile weapons at the enemy.

3. Assoon as a unit belonging to a mercenary group comes
within 4” of an enemy unit, if neither of the above apply.

To make the test, each player rolls 1D6 for each full 500 points
worth of non-allied and non-mercenary troops on his side,
including the value of characters, war-engines, and everything
that is not part of mercenary or allied contingents.

If the player who employs the mercenaries rolls a total score
of half or more of the enemy player’s score, the mercenaries
remain loyal.




MERCENARIES AND ALLIES

If the enemy player’s score is more than twice that of the player
employing the mercenaries, the contingent immediately retreats
from the battlefield off the nearest table edge. The mercenaries
will defend themselves if attacked.

If the enemy player’s score is more than three times that of
the player employing the mercenaries, the contingent
immediately switches sides and is controlled by the enemy
player.

Either player may secretly use points from their additional
‘payment’ or ‘bribery’ points to increase the number of dice
rolled. A player does not have to spend all of his points at once,
but may use some (or none), reserving the rest for testing the
loyalty of other mercenary contingents. Once points have been
used, they may not be used again, and the player must reduce
the points total on his piece of paper. For every 50 points of
additional payment or bribery, a further D6 is added to the side’s
score.

For example, if a side with 1500 points of normal troops and
500 points of mercenaries, is battling against a side with 2000
points of ordinary troops, the first side rolls 3D6, the other 4D6.
It would obviously be in the first side’s interests to spend extra
points to bunk up its dice rolls and 50 points would bring the
two sides level (+DG6).

The more mercenaries a side employs, the more extra points
it will need to spend to ensure their loyalty! If a side relies too
heavily on mercenary troops it is asking for trouble.

Death of the Army Commander

Mercenaries are employed to fight in a particular battle or
campaign. They fight for money, booty, good times and nothing
else. Their employer is the army’s General, who they rely upon
to pay them once the battle is over. If the General is killed, the
chances are the mercenaries will stop fighting and go home.
On the death of the General, all mercenary contingents must
test to see how they react. Roll a D6 and add the following
modifiers:

+1 If the mercenary commander has been slain.
+1 If the employing army’s baggage is within 12",
+1 If a friendly table edge is within 12",

+1 If the enemy army’s baggage is within 12”.

If the result is less than 6, the mercenaries will continue to fight
normally - hoping that they will get a fair deal after the battle
from whoever takes over from the army’s General.

If the result is 6 or more, the mercenaries realise that further
fighting will be pointless. Any units engaged in close combat
will complete the engagement. As soon as they are able to, units
will move away from the battle area as swiftly as possible, retiring
as directly as they can to the nearest table edge. If charged they
will fight, completing any engagement before retiring once
more, If attacked with missile weapons, they will return fire
so long as this does not hinder their movement. Units will not
attack or shoot any troops without provocation.

Once a mercenary unit is retiring, it will not return to the battle
no matter what happens. If the unit approaches within 12” of
a baggage area, it must move towards it, attack, and occupy it
for one whole turn before moving off the table. This represents
the mercenaries looting the baggage in an attempt to recoup
as much as possible before leaving the battle. Mercenaries don’t
care which side the baggage belongs to, or which side currently
occupies it, they attack it anyway.

Professionalism
Mercenaries are professional fighters, hardened to the realities
of war and the risks of combat. Mercenaries have seen and done
it all before, and usually learned from the experience, They know
that to run away from combat is far more dangerous than staying
put - even if you're getting beat! A mercenary unit will often
fight it out to the last, even once all hope of victory has gone.

3

Similarly, mercenaries are not fools, if offered a chance to escape
from a hopeless fight they will take it. To reflect this professional
attitude the following special rules apply:

1. If a mercenary unit does not wish to pursue, it does not
have to. No test is required - the unit automatically halts
and, unlike other units which decline to pursue, does not
have to reform. If a mercenary unit wishes to halt once
pursuit is underway, it may do so automatically - no test
is taken,

2 If a mercenary unit is called upon to take a rout or rally
test, it may add +1 to its Leadership up to a maximum value
of 10.

3. If a mercenary unit has been pushed-back in combat by
an enemy unit (or units) outnumbering it by 2 to 1, instead
of following-up, the victors may ‘offer terms’ to the
mercenaries. If the player wishes to offer terms the combat
engagement comes to an immediate halt - and the units
concerned may not move for the remainder of that turn.

The terms offered follow a fairly traditional pattern - ie,
the mercenary unit must move off the table taking no
further part in the battle. In return the player will not attack
the mercenaries, or fire upon them, and will allow them
to retreat unmolested.

Test to see if the terms have been accepted by rolling 2 D6,
If the mercenaries are outnumbered 3 to 1, add +1, if by
4 to 1 add +2, and so on. If the result is 6 or more, the
mercenaries will agree, and the unit is moved away from
the battle by the GM or opposing player. It is impossible
to come to terms with mercenaries who are bated or who
hate the troops they are fighting.

—= ALLIES >»—

Some armies are permitted groups of allies as indicated in the
Army Lists. Allies are formed in ‘allied contingents’, by race,
in a similar way to mercenaries. A contingent of allies may
include several units and character models, led by the character
model with the highest Leadership who will be the ally
commander. Ally commanders function in an identical manner
to army commanders, but are only able to influence the
Leadership value of troops in their contingent. Allied units do
not benefit from the Leadership bonus of the army commander.
In this respect, the rules for allies are exactly the same as those
for mercenaries.

Allied Loyalty

Allies are fighting for their friends - a very laudable thing to
do! Allies are not motivated by money or booty in the same
way as mercenaries, but their enthusiasm may be a little less
than that of normal troops.

If fighting against an army that includes bated enemy, allies have
normal characteristics and no special rules apply - they are happy
to be given the opportunity to kill their foe!

If the opposing army includes no bated enemy, all allied units
have a Leadership modifier of -1 when taking any rout or rally
tests. This also applies to the Ld of a character associated with
the unit, but not to his Ld bonus.

For example, a level 20 Elf character has Ld 10+ 3, which brings
the normal ElIf Ld value up to 10 from 8; 10 being the maximum
allowed. If fighting as allies, the unit’s Ld value is still 10 because
8-1+3 = 10.




ALLY CONTINGENT

CHAOS ALLY

The dark forces of Chaos are only too willing to lend their
malefic powers in the service of those touched by the corruption
of the Chaos Gods. A Chaos pack of this kind is an horrific thing,
harbouring diverse and foul lackeys, and the hideously twisted
forms of barely recognisable creatures.

Alignment: Chaotic.

Psychology: As with a Chaos Army, a Chaos Ally Contingent
contains a wide variety of creatures, many of which have
complex psychological reactions to other races and to each
other. Players wishing to employ a Chaos Ally Contingent should
consult the Bestiary (WFB pp225-258) for specific details.

Chaotic Attributes: Troops making up the Chaos Ally
Contingent may manifest chaotic attributes subject to the
provisions on p6. The chart across summarises the number of
attributes applying to units and individual characters of the
various types in the contingent.

Champions, Standard Bearers and Musicians: If present,
these are armed and armoured as the rest of the unit. Any unit
may have a champion leader by paying the appropriate points
value as listed under the options for the troop type. Any unit
may have a standard bearer and/or a musician which will cost
double the points of an ordinary trooper.

Contingent commander: The contingent must be led by a
contingent commander. If the contingent includes more than
one chaotic ‘race’, it must be led by a Chaos Sorcerer (or a Chaos
Knight if it includes chaos warriors). A contingent comprising
a single unit may be led by the unit champion who will then
count as the contingent commander. If the entire contingent

belongs to the same chaotic ‘race’ (eg, Chaos Dwarfs, Chaos

Centaurs, Beastmen, Minotaurs or Chaos Goblins) the champion
or hero of that race with the highest leadership characteristic
will be their contingent commander.

0-1 CHAOS SORCERER AS CONTINGENT COMMANDER
i . e

< CONTINGENT =

Grade Number of Attributes
Characters

Beastmen D6
Chaos Knight D6
Chaos Sorcerer ‘Soulflayer’ D6
Chaos Champion D61
Chaos Centaurs D6-4
Chaos Dwarfs DG6-4
Chaos Goblins D6-3
Minotaur D6-4
Units

Beastmen D6-3
Chaos Warriors DG6-3
Chaos Centaurs D6-4
Chaos Dwarfs D4-3
Chaos Goblins D6-4

0-1 CHAOS KNIGHT AS CONTINGENT COMMANDER

CHAOS KNIGHT|M JWS[BS|S [T (Wit [A| Ld It| O [ |
LEVEL 20 HERD |4* 3[8[3]10+310+3 10+3 | 10+3
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WARHORSE 8

POINTS PER MODEL: 250
WEAPONS: HAND WEAPONS

ARMOUR:

HEAVY ARMOUR

P OPTIONS

" ;ANY COMMANDER MAY HAVE:
J CHAOS STEED. ...............32
. WARHORSE .. .. ......0c0u0ses
‘E WARHORSE BARDING.......... 4
] e SHIELD . ... .................1
=S i ey LEANCE, vosion s do5 o0 hgas s aeni

A mighty disciple of Chaos, by force of bis own will and favour in the
god's eye, may attract a following among those also upon the path of chaos.

SOULFLAYER [MWSIBSIS | TIWiT1A] td [int| CI | WP 0-20 CHA( ARRIORS -
LVL 20 SORCERER [4* |5 |4 |4 [4 (4 [5[1 | 9+2 |10+3) 9+2 | 10+3 CHAOS W
CHAQOSSTEED |84 0 /44 /-]4]2] - |- | — - MwsiBsiS {TIw/ Hial Lo [m| © | WP
g 0 D WARRIOR 4(6(6/4(3|2|6[2]|9+2 |9+2]| 942 | 9+2
10N 10+3] 10+3 [ 10+3
POINTS COST: 240 CHAMPIO 4/717/5]/3[2]|7]2]10+3[10+3 10
MODELS PER UNIT:  5-10
WEAPONS: HAND WEAPON
POINTS PER MODEL: 74
ARMOUR: NONE WEAPONS:  HAND WEAPON
ARMOUR: HEAVY ARMOUR
OPTIONS & SHIELD
ALLY COMMANDER MAY HAVE: OPTIONS
CHADS STEED i i i oinso ses w32 ANY UNIT MAY HAVE:
CHAOS HEAVY ARMOUR....... 53 CHAOS CHAMPION 129
ADDITIONAL HAND WEAPON.. .1
DOUBLE-HANDED WEAPON. ... .2
HALBERD . ..... R -
ONE UNIT MAY HAVE:
MAGIC STANDARD...........100

MAGIC INSTRUMENT...... i w25

The Sorcerer may use Battle Magic, D i I Hlusionist or
Necromantic spells without any restriction as to choice of type.

These Human warriors worship the gods of Chaos. They bave exchanged
their souls for superbuman strength and courage.




ALLY CONTINGENT

0-50 MINOTAURS

MWSIBSIS [ T{WiI|A] Ld [m| C | WP . |Im
MINOTAUR 6/4/3/4(4(3|3[2] 9 5 g 6 BEASTMAN 4
LEVELGHERO |6 |5 |4 |5[4[3[4(3] 9 5 7 6 LEVEL 5 HERO |4
LEVEL10OHERO |6 |6 (4 /5|54 [4[4/1041| 5 7 6 LEVEL 10 HERO | 4
LEVEL15HERO |6 |6 |4 |5(5(5[5[4[10+2| 5 | 8+1 | 7+1 LEVEL 15 HERO | 4 3 8+1
MODELS PER UNIT: 5-10 MODELS PER UNIT: 10-40
POINTS PER MODEL: 40 POINTS PER MODEL: 10

hwd WEAPONS:  HAND WEAPON WEAPONS:  HAND WEAPON

ARMOUR: NONE

ARMOUR: NONE

ANY UNIT ‘8\51 I!I(A)VNES
OPTIONS CHAMPION:
ANY UNIT MAY HAVE: LEVEL 5 HERO. . - oo v wn wvis 60
CHAMPION: LEVEL 10 HERO............110
LEVEL 5 HERO. ............. 90 LEVEL 15 HERO............160
LEVEL 10 HERO. ... ........140 SHIBEDR o oy, oo svise s, v i 1
LEVEL 15 HERO. ...........190 LIGHT ARMOUR. ... ... ........ 2

DOUBLE-HANDED WEAPONS. ...8

ADDITIONAL HAND WEAPONS. . .4 ‘ONE UNIT MAY HAVE:

SPEARS ......... .4 ADDITIONAL HAND WEAPONS. . .1
HALBERDS. .............0000e 8 2 ~ . DOUBLE-HANDED WEAPONS. .. .2
LIGHT ARMOUR...............8 i 1.4 67, 1 1. S |
THROWING SPEARS............ 1
Minotaurs are slavering creatures of chaos which lust for the taste of warm HALBERDS. : .. oouvs v vae v 2
blood, snarling and fighting with empassioned ferocity amidst an orgy n " R
of broken flesh. Minotaurs are subject to blood-greed and frenzy as Brm(ls_ ()f'Bertstmen dwell deep in f()res;s and lwllc‘!erness regions,
described in WEB pp236-237. worshipping the Chaos gods and steadily increasing in numbers.
0-50 CHAOS CENTAURS 0-100 CHAOS GOBLINS
. (MWSIBSISITIWII[Al Ld m| O | WP MWSIBS[S [ TIW/1iAl (d [Wm] O | W
CENTAUR 8/3|4fal3f2(3(2] 7 (7| 17 7 CHAOSGOBLIN|{4 |2|3(3{3|1/2|1| 5 [§ | 5 5
LEVELSHERO |8 |4/5|5(|3]|2|4|3] 7 7 7 7 LEVELGHERO |4 |3/4[4({3|1/3[2] 5 5 5 5
LEVEL1OHERO |8 |5 |5|5(4 3|4 (48+1 | 7 7 1 l LEVEL10HERO|4 |4 |4(4[{4|2|3|3|6+1 |5 5 5
LEVEL15HERO |8 |5 | 5|5(4|4[5(4)9+42 | 7 | 8+1 | 8+1 l LEVEL15HERO |4 |4 |4 (4|43 (4(3]7+2[ 5 | 6+1 | 6+1
MODELS PER UNIE:  5-10 MODELS PER UNIT: _ 20-50
POINTS PER MODEL: 32 POINTS PER MODEL: 2%

y=

WEAPONS:  HAND WEAPON
ARMOUR: NONE

WEAPONS:  HAND WEAPON

OPTIONS ARMOUR: NONE
ANY UNIT MAY HAVE:
CHAMPION:
LEVEL 5 HERO; : :.s it s uviios i« 82 OPTIONS
LEVEL 10 HERO.: s woiow vsanlIE ANY UNIT MAY HAVE:
?\__, LEVEL 15 HERO. ... oo ciae 182 m CHAMPION:
e EANCES v waveie v siv i, s bl > LEVEL'S HEROY. ... voonvn s nios o 15
E‘. DOUBLE-HANDED WEAPONS. .. .8 LEVEL 10 HERO. . .28
HALBERDS....................8 LEVEL 15 HERO. . .40
FLAILS . o5 oo v v vowvs sve apiiine 4 SURARS . - o oeanin &
ADDITIONAL HAND WEAPON. . .4 SHIELDS. ......
BOWE. ov cuvve on slimwen wmmmimas o 8 LIGHT ARMOUR
SHIELDS ; oo coiimne e vies o sin svwn s BOW i 55 dovan o tan s wassiwn 1
LIGHT ARMOUR. . ..8
9 ONE UNIT MAY HAVE:
ONE UNIT MAY HAVE: G MAGIC STANDARD............ 50
MAGIC STANDARD............50 MAGIC INSTRUMENT.......... 25
MAGIC INSTRUMENT..........25
Nomadic Chaos Centaurs are hot-b, 1, aggressive always Scorned of goblinoid society, these hole c quickly
eager lo sale their bestial lust for carnage. heed the whims of their masters in the service of Chaos.
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ALLY CONTINGENT

0-20 CHAOS DWARF B

_IMWSIBSISITIW HIA] td |[Int] O
BERSERKERS |34 (3(3|4|1]2]1]| 9 1 9
LEVEL1SHERO|3 |64 |4]5[3]4[3[10+2] 7 [10+1]10+1
MODELS PER UNIT: 10-20
POINTS PER MODEL: 13

0-3 CHAOS DWARF BAZUK

WEAPONS: HAND WEAPON POINTS PER MODEL:
1-3
ARMOUR: NONE
OPTIONS
ANY UNIT MAY HAVE:
CHAMPION .....vcvavavivene 159
DOUBLE HANDED WEAPON. .. .. 2
ADDITIONAL HAND WEAPON. . .1 WEAPONS: b\
THROWING AXE OR SPEAR......1 HAND WEAPONS
SHIEED . i 5 viionias weaion s | OPTIONS
ARMOUR: CREW MAY HAVE:
LIGHT ARMOUR HEAVY ARMOUR. ......... 1
Gnashing razor sharp teeth and chewing at their own exposed flesh in -“’"’{”G" df le of the kable pyrotechnic abilities of
their lust for battle, these blood-vomiting maniacs are the most dangerous the Chaos Dwarfs is the rocket launcher bazuka. The weapon is spectacuiar
of all Chaos Dwarfs. They are subject to the full rules for Beserkers in its effects if ratber erratic. Crews are usually volunteers who are either
(WEB p97) exceptionally brave or possibly slightly insane.
. mwslesisTTiwli]al td | C | wp
CHAOSDWARF |3 |4 (3 (3|4 |1[2|1] 9 7 9 9
LEVELGHERO |3 |5(4|4/4|1]|3 /2| 9 7 9 9
LEVEL10HERO|3 |6 |4 |4 |5[2[3[3[10+41] 7 9 9
LEVEL15HERO |3 |6 (4 (4534 (3/10+2[ 7 | 1041 |10+1

MODELS PER UNIT: 10-40

POINTS PER MODEL: 10
WEAPONS:  HAND WEAPON

ARMOUR: LIGHT ARMOUR
OPTIONS
ANY UNIT MAY HAVE: 1 BOAR-CENTAUR
c“ﬁ‘é‘%o? HERO 50 WEAPONS: : g ARMOUR:
LEVEL 10 HERO. . ........130 DOUBLE-HANDED HEAVY ARMOTIR,
3 - : WEAPON & BARDING

LEVEL 15 HERO.
DOUBLE HANDED W
SHIELD ..........
HEAVY ARMOUR. ..

e

These awesome war machines were devised by the notorious Chaos Dwarf
inventor who also bred the Dwarf Boar-Centaurs to crew them. There are
two types; the ‘Whirlwind' with rotating flails and scythes, and the

ONE UNIT MAY HAVE: ‘Tenderiser’ armed with three enormous concussive implements.
MAGIC STANDARD............50
MAGIC INSTRUMENT.......... 25
Warped by Chaos, the Chaos Dwarfs manifest all the most warlike qualities 0'1 CHAOS DWARFORTARS
of their race but twisted to a new pitch of evil and insanity. 7 > g e Beopems s v 3
I Mwsis|SITIWLEIAl Ld [t} O | WP
lcqusowr.\nF 3lal3a|afal1]2]1] 9 [72] 8 | 9
CHAOS DWARF | MIN MAX : MOD. |PER HIT
MORTAR 16 ! 36 1" radius 6 -2 D4
MODELS PER UNIT: POINTS PER MODEL:
14 | ' 42
N
=N 72
e
'> gl
CREW: g ARMOUR:
2 CHAOS DWARFS HEAVY ARMOUR
Chaos Dwarfs retain the ingenuity of their rgce, but their inventive minds
are tainted with Chaos, and they seek only to serve the Chaos gods.




ALLY CONTINGENT

DWARF ALLY
< CONTINGENT =—

Dwarfs are by nature a very loyal people. They rarely forget a
favour, and will readily march to help their friends when asked.
In the same way, they rarely forget a debt, and often get
extremely hostile towards any who renege on past agreements.

Alignment: Dwarf contingents are Neutral.

1 DWARF CONTINGENT COMMANDER

DWARF mMwslesis [TiwliI[al 1d [m] G
LEVEL20 HERO| 3 [7]4 (4[5 |4 [5]4 [10+3 10+1
£ Hie _ilaed St

POINTS PER MODEL: 170
| WEAPONS:  HAND WEAPON

ARMOUR: LIGHT ARMOUR

OPTIONS
CONTINGENT COMMANDER
MAY HAVE:
DOUBLE-HANDED WEAPON
BHIBLD oos s ovvvs wivnn &
MITHRIL HEAVY ARMOUR

Dwarf lords take their responsibility towards ailies very seriously, and
will often lead a contingent personally, or else appoint a trusted friend
or relative to undertake the task on their bebalf.

Psychology: Dwarfs hate goblinoids, including Orcs, Goblins,
Hobgoblins and Snotlings. Dwarfs also suffer animosity against
friendly units of Elves.

Champions, Standard Bearers and Musicians: If present,
these are armed and armoured as the rest of the unit. Any unit
may have a champion leader by paying the appropriate points
value listed under the options for the troop type. Any unit may
have a standard bearer and/or a musician which will cost double
the points of an ordinary trooper.

Contingent commander: the contingent must be led by a
comander who may have a magic weapon with one attribute.

0-40 DWARF CROSSBOWMEN

F
Miwsies{S (T w1 [A] 1d [mi o | wp
DWARF 3(4/3/3(4(1/2/1] 9 | 7] 9 9
LEVELSHERO |3]5/4/4/4]|1]/3]2]| 9 7 9 9
MODELS PER UNIT: 10-30
POINTS PER MODEL: 13

WEAPONS: CROSSBOW &
HAND WEAPON

ARMOUR: LIGHT ARMOUR

OPTIONS
ANY UNIT MAY HAVE:
CHAMPION LEADER...........53
SHIELIDS e i v s sfessac o s i 1

The Dwarfs favour the crossbow above all other missile weapons. Like
the Dwarfs themselves it is slow, but dependable and bard-bitting

0-10 IRON BREAKERS ;

F— m———

MWSIBS|SIT W/ IIA] W {nti C | WP MWSBS| S | TiWw| 1A d it

+3SHOCKELITE| 3 |5 (3 |4[4]1[3]|1] 9 7 9 8 DWARF 3({4/3]|3|a[1]2]|1] 9 |7
LEVEL 10HERO |3 |6 |4 |4[5]2/3]|3 1041 7 9 9 I LEVELSHERO |3|5/4(4|4|1[3]2] 9 7 9 9

: 10-80 DWARF WARRIORS

MODELS PER UNIT: 10

POINTS PER MODEL: 15
WEAPONS: HAND WEAPON

ARMOUR: HEAVY ARMOUR

& SHIELD

OPTIONS
ANY UNIT MAY HAVE:
CHAMPION LEADER...........92
DOUBLE-HANDED WEAPON.....2
ONE UNIT MAY HAVE:
MAGIC STANDARD............50
MAGIC INSTRUMENT...... 25

MODELS PER UNIT: 10-40
POINTS PER MODEL: 10
WEAPONS: HAND WEAPON

ARMOUR: LIGHT ARMOUR

OPTIONS
ANY UNIT MAY HAVE:
CHAMPION LEADER........
DOUBLE-HANDED WEAPONS
SHIELDS
SPEARS

Dwarf contingents are often formed around a core of elite dour-bearted
warriors whose bravery and valour will serve to honour the race in the
eyes of its allies.

Dwarfs make steadfast warriors, ideal and dependable troops to fill the
battle lines.




ALLY CONTINGENT

The evil Elves of Naggarond still carry the blood of their
seafaring ancestors in their corrupt veins. Their black boats sail 0-1 GRIMWITCH

e il i e e St o, oo —Tu RIS TTWTITaT 3 T T
forces of Evil and Chaos in return for the self evident rewards LVL 10 WIZARD 5% |5 | 4 [4[32 |7 |1] 8+1 10+210+1]10+2
of slaughter and blood-letting. COLD ONE 8|3|0]44|-]1]2] - | -] - =
Alignment: Dark Elves can be either Evil or Chaotic. WARHORSE 813101413 13111 | _ | — el

; OUNTED

Psychology: Dark elves bate other EIf kindreds. Witch Elves

are subject to frenzy. POINTS PER MODEL: 118

WEAPONS:  HAND WEAPON
ARMOUR: NONE

Chaos attributes: Dark Elf character models may manifest
chaotic attributes subject to the provisions on page 6. A Dark

Elf character may have up to DG-3 personal attributes. OFTIONS
Champions, Standard Bearers and Musicians: If present, 5311:;“’(1){(};“ MAY HAVE: ”
these are armed and armoured as the rest of the unit. Any unit S EHDRSE e s

may have a champion leader by paying the appropriate points
value as listed under the options for the troop type. Any unit
may have a standard bearer and/or a musician which will cost
double the points of an ordinary trooper.

Contingent commander: the ally contingent must be led by

acomander who may havea magic weapon with one attribute. Great practitioners of magic, Dark EIf forces often include wizards. The
Grimwitch must bave at least one Daemonic or Necromantic spell at level

1. R {111 eils de rith Battle Magic, Daemonic or
1 CONTINGENT COMMANDER Necrmantic et i

IMwsigsiSIT WAl 1d it} € | WP
LEVEL 20 HERO[5* [ 7 5 |4 |4 |49 (4 [10+3] 9 | 1041 9+1 0-1 ALLY STANDARD BEARER
COLD ONE 8|3/0/4(|4[-11(2] - |-] - -  TMWSIES!S [T IWI LAl 14 |l G olwe
WARHORSE L8 LS L LS Ll LEVEL 5HERO [5*|5(5/4(3(1]7(2| 8 |9 | 9 | 8
: il cooNe  [s|3]ofaf4|-[1]2] - [-] - | -
POINTS PER MODEL: 170 WARHORSE 8/13/0/4]3]|-]3]|1] - | = = —
WEAPONS:  HAND WEAPON 8 0 D -
ARMOUR:  LIGHT ARMOUR B POINTS COST INCLUDING
y C T 2
OPTIONS ONTINGENT STANDARD: 100
CONTINGENT COMMANDER WEAPONS: HAND WEAPON
MAY HAVE: =
COLD ONE \ ARMOUR:  LIGHT ARMOUR
WARHORSE o .
BARDING ... .......ocvnonorenn 4 ‘) /| OPTIONS
ADDITIONAL HAND WEAPON. . .1 o e STANDARD BEARER MAY HAVE:
S TRE . s e e T B 1 COLD ONE......... 2
CROSSBOW . . . . by o WARHORSE . . ..o oveeieen . b
BANEE. ..o conon s smetntn nd / WARHORSE BARDING . . ... 4
DOUBLE-HANDED WEAPON. . ... 2 )
CONTINGENT STANDARD
MAY HAVE:
B ONE MAGIC ATTRIBUTE. . . 100
These are frequently captains of black bulled fleets, nobles, or biood-seekers The tattered black ;’mmen of Dark Elf raiders are probably the least
Jfrom the aristocracy of their kind - merciless leaders all too bappy to throw y cib 3 ; Hifhy?
in their lot with the forces of destruction in return for the chance to bathe welconse sight in ail the coastal reglons of the Old Wori,
in the blood of their enemies.




ALLY CONTINGENT

0-10 DOOMDRAKES 0-60 WARRIORS

et s W—

MmwsesisiTiwil|a]l 1 : : I . ImwsiesisiTIW[1iA] L [t} O | WP |
+1 SHOCKELITE| — |54 |3/3[1]6 IDARKELF 51414(3]3]|1([6]1 8 9 9 8
LEVEL1OHERO |— |6 |5 |4 (4|27 |5HEHO 5|/5/5[(4]3|1[7]2]| 8 9 9 8
COLD ONE olalal-]1 MODELS PER UNIT: 10-20

MODELS PER UNIT:
POINTS PER MODEL: 35
WEAPONS:  HAND WEAPON

POINTS PER MODEL: 10
WEAPONS:  HAND WEAPON

ARMOUR: LIGHT ARMOUR

;
i
&

ARMOUR: LIGHT ARMOUR
& SHIELD OPTIONS ]
ANY UNIT MAY HAVE: i
OPTIONS CHAMPION LEADER. ..........50 | {3l
ANY UNIT MAY HAVE: SHIELDS sestaiane sy N
CHAMPION LEADER..........105 L
CROSSBOWS .. .. .ooove s 6 ONE UNIT MAY HAVE: S
EANGE) o oo 254 timnmns o i e 41000 KA

CROSSBOWS siwc o v o smiviszows 843
DOUBLE-HANDED WEAPONS. .. .2

1 - ONE UNIT MAY HAVE:
=~ LS vV REPEATING CROSSBOWS....... 8

4
Cold Ones are deadly lizard-like creatures of tremendous power. Ridden Few races are as murderous, or as keen to do battle, as the Dark Elves.
into battle by bardened Elf warriors, few can stand before them and fewer To these bearted and fell-h people, g is the ul
still stand for long. aim of war, and one they will travel far to savour.

_ 0-10 DOOMSTEEDS - ‘ 0 WITCH ELVES

T (MweEs|s [T W Al 1§ (] & | we T RN R IETEE
+2 SHOCKELITE[— |54 3[3|1|7|1| 8 | 9| 9 8 DARK ELF 5(4/a|3[3[1]|6[1] 8 |9 | 8 8
LEVELGHERO [ [5(5(4[3[1]7(2] 8 |9 | 9 | 8 LEVEL5HERO |5 [6]6]al3l1]772] 8 [ 9] 9 | 8
WARHORSE 18 13 10 1418 S o ——— MODELS PER UNIT: 10-20

T R T
MODELS PER UNIT:  5-10
POINTS PER MODEL: 33

WEAPONS: LANCE &
HAND WEAPON

POINTS PER MODEL: 10
WEAPONS:  HAND WEAPON

ARMOUR: LIGHT ARMOUR

ARMOUR: LIGHT ARMOUR
& SHIELD

OPTIONS
OPTIONS ANY UNIT MAY HAVE:
ANY UNIT MAY HAVE: CHAMPION .. ... .. L....50
CHAMPION LEADER. .......... ADDITIONAL HAND WEAPONS. . .1
CROSSBOWS . ........... ... 52 POISONED ATTACKS. . .......... 3
| ONE UNIT MAY HAVE: ONE UNIT MAY HAVE:
REPEATING CROSSBOWS........ 8 CROSSBOWS ............ -
BARDING ; i3 -5 s seis 45 v o 8
MAGIC STANDARD............50
MAGIC INSTRUMENT. ......... 25

These blood-smeared she-elves fight as though possessed by Daemons, and
with a murderous appetite which can only be sated in the heat of battle.
They are subject to frenzy.

The borses of the Dark Elves are evil-eyed brutes, as cruel tempered and
murderous as their masters.




ALLY CONTINGENT

HIGH ELF

~< ALLY CONTINGENT

The Elven Kings of Ulthuan sometimes send contingents to
augment the armies of friendly peoples, especially if they are
at war with a mutual foe. There are also High Elven nobles and
warriors who have become restless with life in the inner realms
of Ulthuan, and who are willing to set out and fight for a cause
they judge to be worthy. The Sea Elves of the coastal realms
of Ulthuan frequently become involved in the wars of the wider
world, and have colonies and trading posts in many lands which
can contribute forces to friendly nations in danger. They are
especially willing to do this if Elven trading interests are
threatened.

Alignment: Elves are Good.

Champions, Standard Bearers and Musicians: If present,
these are armed and armoured as the rest of the unit. Any unit
may be given a champion leader by paying the appropriate
points value as listed under the options for the troop type. Any
unit may have a standard bearer and/or a musician which will
cost double the points of an ordinary trooper.

Contingent commander: the contingent must be led by a
comander who may have a magic weapon with one attribute.

0-1 SPELLBARD
T |

SPELLBARD (M WSIBSISIT(WII|A] 14 [Int| C
WL10WIZARD|5* |5 [4 |4 [3]2[7 [ 1] 9+1 [10+2] 10+1 ] 10+2
WARHORSE [8[3/0[4[3]-[3]1 N [
8 0 D

POINTS PER MODEL: 118

WEAPONS: HAND WEAPON

ARMOUR: NONE

OPTIONS
SPELLBARD MAY HAVE:
WARHORSE T T T 6

Elves are a magical folk who often take their wizards to war. The Spellbard
may have one { Ei T spell at level 1, making
up the remainder with Battle Magic spells.

LEVEL 20 HERO

LEVEL 5 HERD |

WARHORSE

POINTS PER MODEL:

168

WEAPONS:  HAND WEAPON
ARMOUR: LIGHT ARMOUR
OPTIONS

CONTINGENT COMMANDER
1 MAY HAVE:
- L2212 00

Few races are so bandsome, or so pbysically imposing as the Elves, but
Jew amongst even their own race can maitch the breathtaking physical
perfection of the Princes of Ulthuan. No less impressive are the finely
crafted armours and ancient weapons which adorn these beroes of a proud
warrior culture.

WARHORSE

POINTS COST INCLUDING
CONTINGENT STANDARD: 101

WEAPONS:

HAND WEAPON

ARMOUR: HEAVY ARMOUR

OPTIONS
STANDARD BEARER MAY HAVE:
WARHORSE
BARDING ....c s rvmssusmsiniibeaiing 4

CONTINGENT STANDARD
MAY HAVE:
ONE MAGIC ATTRIBUTE. . ... .. 100

The fluttering banners of the Elves are wrought of the finest materiais from
the world over, cunningly crafted with the aid of magic, and depict many
valiant deeds and beroic conquests.




ALLY CONTINGENT

0-20 SILVER HELMS - 10-40 WARRIOR KINDREDS

MwWsBSiSITIWII|A ld ] C | wp o IMMWEBSISITIWIIIAL d [It] C | WP :
+3SHOCKELME - |5 (4[4 [3[1[7]1] 8 [9 [ o [ 8 ELF 5(4/4/3/3/116/1, 8 [ 9] 9 | 8 § N
LEVELSHERO |- |5(5(4a(3]1|7[2] 8 [ 9| 9 8 LEVEL5HERO |5/5/5/4/3/1/7/2| 8 |9 | 9 8 bk
WARHORSE (8 (3 /04 (3[-[3|1] - [ -] - | - MODELS PER UNIT: 10-30

POINTS PER MODEL: 10
WEAPONS: HAND WEAPON

MODELS PER UNIT:  5-20
POINTS PER MODEL: 35

WEAPONS:  LANCE &
o HAND WEAPON

ARMOUR: LIGHT ARMOUR

ARMOUR: LIGHT ARMOUR

& SHIELD OPTIONS
ANY UNIT MAY HAVE:
OPTIONS CHAMPION LEADER. ..........50
ANY UNIT MAY HAVE: HALBERDS........ ... .. .2
CHAMPION LEADER. ... ....... 59 DOUBLE-HANDED WEAPONS. .. .2
SPEARS ........... IR
ONE UNIT MAY HAVE: HEAVY ARMOU ol
MAGIC MUSICAL INSTRUMENT . .25 SHIELDS ..................... 1
HEAVY ARMOUR. .............. 2
BRBDING rz-50 s 2aiet v svornics B
A MAGIC STANDARD.......... 50

The glittering ranks of Elven warriors bave bonoured their race upon
It is said that Elven horses are the finest in all the world, carrying their many a battlefield since the world was young.
warriors unflinching into the beat of baitle.

0-40 ARCHERS : 0-20 MERCHANT COMPANIES

. mwssisiTiwlijAl td fm|lc [we RO ‘mwsesistiwlifal 4 (| o | W

+IMISSILEELITE |5 |4 (53 |3[1/6/1| 8 [ 9| 9 ElELF 5/4(4[(3|3|1/6[1] 8 |9 | 9

LEVELSHERO |5/5/5/4]3]1]7({2| 8 21 9 8 ! LEVEL10HERO |5 |6 /5/4(4]2]7/3(9+1 ]9 | §
MODELS PER UNIT: 10-20 MODELS PER UNIT: 10-20

POINTS PER MODEL: 14

WEAPONS: LONG BOW &
HAND WEAPON

POINTS PER MODEL: 10
WEAPONS: HAND WEAPONS

ARMOUR: LIGHT ARMOUR

OPTIONS
ONE HALF OF EACH UNIT
MUST HAVE:
LONGBOWS . o:its w4 wiaivans siaionstn sitia Y

ARMOUR: LIGHT ARMOUR

OPTIONS

ANY UNIT MAY HAVE:

CHAMPION LEADER.......... 53 OTHER HALF Of EACH UNIT
MAY HAVE:

SPEARS .06 v 55 o oo smias o0 1
HALBERDS. . . -+ s 5 o5 60 2 6 2

ANY UNIT MAY HAVE:
CHAMPION LEADER........... 53
SHIBIDS! o v oot 5n wfimeeit. sommoninesi 1

Bows are the most common form of missile weapon amongst the Elves. 3 7
Many are trained to excel in their use. These regiments are raised by Merchant Princes and are uniguely armed:
balf as spearmen or balberdiers, the other balf as archers (see WFB p125).




ALLY CONTINGENT

WOOD ELF
— ALLY CONTINGENT =

Wood Elves are strong and loyal allies. They will not leave their

“woodlands for trivial reasons, but given sufficient cause will
take up arms on behalf of their friends and allies. Elves are more
aware than man of the changing world, and anxiously watch
the growing power of their mutual enemies.

Alignment: Wood Elves are Good.

Champions, Standard Bearers and Musicians: If present,
these are armed and armoured as the rest of the unit. Any unit
may have a champion leader by paying the appropriate points
value as listed under the options for the troop type. Any unit
may have a standard bearer and/or 2 musician which will cost
double the points of an ordinary trooper.

Contingent commander: the contingent must be led by a
commander who may have a magic weapon with one attribute.

1 WOOD ELF CONTINGENT COMMANDIER
_ . : . P—

WOOD ELF WIZARD

£ : SITIWI LAl id {Int] G ;
LVL 10 WIZARD |5* 413127 ]1]9+1 |10+2 10+1 | 10+2

WARHORSE 3

POINTS PER MODEL: 118
WEAPONS: HAND WEAPON

ARMOUR: NONE

OPTIONS
THE WIZARD MAY HAVE:
WARHORSE .. oo viats s wiass v wiaanars@

The wizard may bave one level 1 Elemental spell. Remaining spells are
Battle Magic.

0-40 WARRIOR KINBANDS
- =
Wil lAl W [

MwsiBS|S T iwi|A : o olwe [MwsiBs| S [T wi1|A el ool owe
LEVEL 15 HERO (5* 6 |5 |4 [4 (383 /1042]| 9 [1041] 9+1 ELF 5(4/4(3/3/1/6/1] 8 |9 9 8
WARHORSE 8(3/10/4(3]-(3]1] - - - - LEVELSHERO |5 /5]5/4/3[1/7/2| 8 8 9 8
B 0 D MODELS PER UNIT: 10-30
7 POINTS PER MODEL: 130 POINTS PER MODEL: 9
=
WEAPONS:  HAND WEAPON WEAPONS:  HAND WEAPON
ARMOUR: LIGHT ARMOUR ARMOUR: SHIELD
’. T \\\\
I, o OPTIONS OFTIONS
d ok K o - CONTINGENT COMMANDER ANY UNIT MAY HAVE:
IR | MAY HAVE: CHAMPION LEADER. .. ........ 49
W ¢ WARHORSE ...................6 LIGHT ARMOUR. ... .. I
{f‘u ADDITIONAL HAND WEAPON. . .1 SPEARS ... . .o s R R il
S i N DOUBLE-HANDED WEAPON. ... .2
. R T A BHIELD . ..o oo i ciamitis s s mione si8 1 ONE UNIT MAY HAVE:
gAY 95> [Barowg.. ... 4 ADDITONAL HAND WEAPONS. . .1
<A J), - DOUBLE HANDED WEAPONS....2
(&
Elven lords are bighly respected and cuitured members of their complex The family E of the Kinb, are a sight to the allies of
hierarchical society. They are aiso brave fighters and able leaders, and the Elves, and their bloody-banded bearers a welcome addition to the army
inspire the best qualities from their loyal followers.
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ALLY CONTINGENT

0-10 WARDANCERS
_ (wwslesis|TIWII[AT ig (] O we ]
4]4

WARDANCER | 5

5 116/1/8 |99 3[3|1]6]1 9 | 8 ; 3
LEVEL 10HERO |5 |6 /5|4 /4/2/7/3/9+1 /9 | 9 LEVEL5HERO |6 |5|5/4(3(|1[7/2| 8 | 9 | 9 8 ST
MODELS PER UNIT: 10-20 MODELS PER UNIT:  5-10 Bt
POINTS PER MODEL: 12 POINTS PER MODEL: 20 :
WEAPONS:  LONG BOW & WEAPONS:  HAND WEAPON X E
HAND WEAPON (o)
ARMOUR: NONE ARMOUR: NONE : g i
£
OPTIONS OPTIONS o
ANY UNIT MAY HAVE: ANY UNIT MAY HAVE: Hema
CHAMPION LEADER...........91 CHAMPION LEADER...........60
LIGHT ARMOUR vl ADDITIONAL HAND WEAPONS. . .1
SHIELDS . .......... s s mtacs o 1 DOUBLE-HANDED WEAPONS. . . .2
SPEARS ..........ooooons a1
ONE UNIT MAY HAVE: FLAILS . . ..... 2
MAGIC STANDARD............ 25 SHIELDS il
MAGIC INSTRUMENT.......... 25 LIGHT ARMOUR. .. .... g 22

The finest archers of the realm form the élite core of a Wood Elf force, and

are drawn from the p

of the conti; 's leader.

The amazing athletic fighting prowess of these dancing warriors of doom
is doubly welcomed by their allies

0-30 ARCHERS

0-10 GLADE RUNNERS

o iywslesisITIWII[Al 1d {m| Cl | WP L - ImpslesisiTWII[A] W (] O [ WP |

ELF 5(alal3af[1]e]1] 8 9] 9 | 8 ElFscouT [5|4]4[3(3|1]6(1[ 8 |9 | 9 | 8

LEVELGHERO |5|5|5/4(3]1]7]/2] 8 |9 | 9 | 8 LEVEL5HERO [5[5(5[4(3({1]7]/2] 8 |9 ]| 8 | 8
MODELS PER UNIT: 10-20 MODELS PER UNIT:  5-12

POINTS PER MODEL: 11

WEAPONS: LONG BOW &
HAND WEAPON

ARMOUR: NONE

OPTIONS
ANY UNIT MAY HAVE:
CHAMPION LEADER........... 51
SHIBLDS = yuion powmninss v w6 v w 1

ONE UNIT MAY HAVE:
LIGHT ARMOUR. .............. 2
DOUBLE HANDED WEAPONS. .. .2

POINTS PER MODEL: 16

WEAPONS: LONGBOW &
HAND WEAPON

ARMOUR: NONE

OPTIONS
ANY UNIT MAY HAVE:
CHAMPION LEADER........... 56
SHEBLIIS: s swsavsin ssivarnse v sy 1

ONE UNIT MAY HAVE:
MAGIC INSTRUMENT..........25

weapon of them all.

Wood Elves are masters of the bow, the most notorious and deadly Elven

Scouts, way-watchers, messengers and bunters form the basis of the Elven
Glade R , a valuable addition (o the gth of any ally.
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ALLY CONTINGENT

FIMIR ALLY

< CONTINGENT ==

The Fimir haunt bogs, fens and desolate moorlands. They dwell
in crude strongholds, little more than craggy heaps of boulders
hidden by thick swirling mist. This weird mist is generated by
the Fimir themselves in order to screen them from sunlight,
which they loath. Any Fimir warband ranging far from its lair
will be shrouded in just such an enchanted mist.

The fearful Fimm raiders are the scourge of human settlements
along fenland margins as small bands frequently come forth
from the marshes to take human captives. Larger Fimir
warbands, which might join forces with other races as allies,
result from the sundering of Fimir clans.

The only female Fimir are the Meargh or ‘witch-hags’. They are
revered as powerful spellcasters and rule the Fimir clans. A Fimir
contingent will never have more than a single Meargh, and she
will always be present if the Fimir are defending their
stronghold. If an aged Meargh has brought up a Meargh
‘daughter’ (a very rare event indeed), this will cause the
community to split when the young Meargh leaves to found
a new clan, taking a proportion of the old clan with her.

If the Meargh should die without a successor, the clan will
disperse, with the various retinues of Fimm warriors setting out
on a death-quest as they seek a new Meargh or their ultimate
annihilation. Sometimes a Meargh will banish a noble from the
clan, who will then take his following with him., It is such restless
and disturbed bands of Fimir which may make common cause
with other Evil races as allies.

Only the Warrior Fimm and the elite Fianna Fimm (retainers
of the Fimm nobles), appear as allies. Such contingents will
certainly contain Dirach wizards or possibly even a Meargh, but
the wretched shearls, as the Fimir slave caste is known, perish
with the sundering of the clan.

The contingent must contain at least one wizard. A Fimir wizard
may be a Dirach or a Meargh. The Dirach or daemon-friends
usually accompany any Fimir raiding force or ally contingent.
Fimir also associate with Daemons and may even worship them.
Their wizards are masters of Daemonic magic, and the Meargh
will often make pacts with Daemons sealed by blood sacrifices.
Capturing victims for sacrifice is frequently a motive for Fimir
raids on human settlements.

Fimir Mist
Every Fimir unit of at least 5 models will generate its own
covering mist (consult WFB, p218).

G

|

Alignment: Fimir are Evil.
Base size: 40mm x 40mm,

Psychology: Fimir dislike bright sunlight. If Fimir are deprived
of their covering mist, they become confused and subject to
stupidity. This will apply to both units and characters.

Champions, Standard Bearers and Musicians: If present,
these are armed and armoured as the rest of the unit. Any unit
may have a champion leader by paying the appropriate points
value listed under the options for the troop type. Any unit may
have a standard bearer and/or 2 musician which will cost double
the points of an ordinary trooper.

Contingent Commander: The contingent must have a
commander to lead it, either 2 Fimm warlord or a Meargh
wizard. The commander, whether Fimm or Meargh, may have
one magic weapon with one attribute.

0-1 IMM WARLORD

FIMIR WARLORD {86 WSIBSI S [ TiW | iA]
LEVEL15HERD |4 |6 |4 [5]/6[4]5]4

741

8+2
POINTS PER MODEL:

190

WEAPONS: HAND WEAPON
ARMOUR:  LIGHT ARMOUR
OPTIONS

FIMM WARLORD MAY HAVE:
ADDITIONAL HAND WEAPON. ..
DOUBLE-HANDED WEAPON
SHIBLD .oisim00 v wanisaos
HEAVY ARMOUR

A Fimir contingent must be led by a Fimir warlord unless a Meargh is
present, in which case she may assume command instead.
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ALLY CONTINGENT

0-1 MEARGH WIZARD ~0-30 FIANNA AIMM
IMWSIBS|S8 | T J mei O (w8 HFMM 43 T WS 85
3

__P_-'r WiiiAl td [m| o | wp
LVL 15 MEARGH | 4 | 5 [ 1 SHOCK ELITE 5(3/5(6/2/4]2] 6 [5[ 6 | 86
4(5

LEVEL 10 HERO 6 6(3/4/14{7+1]5 6 6
MODELS PER UNIT: 5-10
POINTS PER MODEL: 42

WEAPONS: HAND WEAPON

'S

e

POINTS PER MODEL: 195
WEAPONS: HAND WEAPONS

ARMOUR: NONE

ARMOUR: LIGHT ARMOUR

e *
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OPTIONS
ANY UNIT MAY HAVE:
CHAMPION LEADER.......... 140
HEAVY ARMOUR. . ........... 4
The Meargh must bave 1 Daemonic spell of levels 1 and 2. Re T4
spells may be Battle Magic, lilusionist, Necr or D, ic. A These doughty cyclopean warriors are the elite retainers of Fimm nobles
Meargh may act as c der of the Fimir i instead of a Fimm and warlords.
Warlord.
0-1 DIRACH WIZARD 5-60 FIMM WARRIORS
—TMEEs s [T WL Al m] o we ] [ (MwelEs s[TWi[A] 6 [ G W
LEVEL 5DIRACH | 4 | 4 1|5 3/2({2]1] 6 ([6+1)7+1 [TH FIMM 4(4)3/4(65]2)3(2] 6 5| 6
3 POINTS PER MODEL: 75 LEVELSHERO |4 (5|4 (5|5[2(4]3] 6 5 6
Y | WEAPONS: HAND WEAPONS MODELS PERUNIT: __3-20

POINTS PER MODEL: 32
WEAPONS: HAND WEAPON

| ARMOUR: NONE

ARMOUR: NONE

OPTIONS
ANY UNIT MAY HAVE:
CHAMPION LEADER. ... ... .. .82
SHIBIDS 100 sl et 4

ONE UNIT MAY HAVE:
LIGHT ARMOUR. .............. 8

A Dirach must bave at least 1 Daemonic spell. Remaining spelis may be
either Daemonic or Battle Magic.

These form the majority of warrior Fimm, strong fleshed and hard skinned
these cre have abh ength and ferocity.




ALLY CONTINGENT

OLD WORLDER
~ALLY CONTINGENT =

The Old World is divided into several powerful realms, all of Champions, Standard Bearers and Musicians: If present,
which are, from time to time, under threat from outside enemies.  these are armed and armoured as the rest of the unit. Any unit
Sometimes at war amongst themselves, alliances are frequently  may have a champion leader by paying the appropriate points
made and altered according to the nature of the threat or swings  value as listed under the options for the troop type. Any unit
in the balance of power. When armies are mustered in time of  may have a standard bearer and/or a musician which will cost
war, allies will be expected to contribute contingents to the  double the points of an ordinary trooper.

4 < i ands who will freely give i y y
fg:;esg;l:ie:: (;llzi glfq;f::ﬁ[?s:s‘g;;g:t?gggi :;vonds of friengs%lip Contingent commander: A contingent including more than
& " one unit must be led by a contingent commander. If only a single

Alignment: Old World Humans are usually Neutral. unit is involved it must be led by the champion.
0-1 CONTINGENT COMMANDER 0-10 IMPERIAL TEMPLARS
HUMAN n’lﬁlwls_-x Wil{Aj Ld [} C | WP Mwsiss S ITIWliiAl U4 [mig lwe
LEVEL20HERO|4* |16 (4|44 /4|6 |4 [10+3] 7 | 8+1 | 8+1 +3 SHOCKELITE| — |4 (3 |43 [1]/4]1]| 7 7 7 7
WARHORSE gl3jolalal-13i1] - | =] - - LEVEL1SHERO|— 5|4 /4|4 |3|5/3|9+2 | 7 | 8+1 | 8+1
8 0 D WARHORSE 813(0/4(3|-[3/1] - [-]| - —
POINTS PER MODEL: 108 MODELS PER UNIT: 5-20
WEAPONS: HAND WEAPON POINTS PER MODEL: 39
N WEAPONS: LANCE &
2= . ARMOUR: HEAVY ARMOUR HAND WEAPON
ARMOUR:  HEAVY ARMOUR,
K/ - OPTIONS : %&Héilﬁ%mc
= W . {Y))) | CONTINGENT cCOMMANDER ke 2 g0
7 el ot 3 OFTIONS
o ~" | WARHORSE . . | iy . ANY UNIT MAY HAVE:
- . BARDING . . . . s v s vy sl CHAMPION LEADER...........96
= \jujﬂ > smmwp ... 0TI 1 iy o T
Ll 7 BANCE . v os copve iwwis 5o sy 3 2, :
e ‘MAGIC STANDARD. ..........100
Leaders often come from noble families with a military tradition, and MAGIC INSTRUMENT..........25
may be of any nationality from gst the Old . These warrior Templars are religious orders of knights from the Empire, including the
allies are very I often dividual units of several Order of the Fiery Heart, the Templars of the White Wolf and the Templars
nationalities. of Myrmidia.
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ALLY CONTINGENT

0-30 BRETONNIAN CHEVALIERS ERRANTS 0-50 IMPERIAL INFANTRY

MWSIBSIS [ TIWItiAl L4 [im| O [ WP MwsipsISITIWiHAL L4 [int!
+1 SHOCK ELITE 1jaj1] 7 7 1 7 HUMAN 4[3(3[3[3]|1[3[1] 7 7 i
LEVEL 15 HERO 3(5[3[9+2| 7 |8+1|8+1 ILEVEL 5HERO (4 (4[4 /4(3[1/4(2] 7 7 _;'-
et 0 O N MODELS PER UNIT: __10-50 3
MODELS PER UNIT: 5-30 POINTS PER MODEL: 9 'é‘
POINTS PER MODEL: 25 WEAPONS: HALBERD & ?x‘
HAND WEAPON i
WEAPONS: LANCE & &
HAND WEAPON ARMOUR:  LIGHT ARMOUR o8
ARMOUR: HEAVY ARMOUR ’1_‘
OPTIONS OPTIONS o
ANY UNIT MAY HAVE: ANY UNIT MAY HAVE: 4
CHAMPION LEADER...........91 CHAMPION LEADER........... 34
SEEINY o . oot b v s R
BARDING...........00000s sl
ONE UNIT MAY HAVE:
MAGIC STANDARD....... ...50
MAGIC INSTRUMENT..........25
These are either Bretonnian knights sent forth by the King to belp allies The Electorial Provinces of The Empire maintain small standing armies,
of Bretonnia, or bands of questing knights seeking bonour, glory and the core of which are the halberdiers, and sometimes contribute ally
reputation by fighting for noble causes in foreign fields. contingents to belp friends in time of war.

0-30 BORDER HORSE 0-30 KISLEVITES

A TIWIIAL W (] O - 1[A
HUMAN 3|13[1[(3]1 g
LEVEL 5 HERO 4

HUMAN 4|3/3]3]|3|1(3|1]| 7 |71]| 7 7
LEVELSHERO |4 |4 ]4(4(3[1(4]2]| 7 7 7 7

MODELS PER UNIT: 10-30

MODELS PER UNIT:  10-30

POINTS PER MODEL: T

WEAPONS: DOUBLE-HANDED
WEAPON &
HAND WEAPON

ARMOUR:  NONE

POINTS PER MODEL: 14

ARMOUR: LIGHT ARMOUR

WEAPONS: HAND WEAPON

OPTIONS OPTIONS

ANY UNIT MAY HAVE: gm?égh:gzlﬁvﬁ 5
CHAMPION LEADER..... AR R P
SPEXRS - :ou oo snvrey vamawan #: 53 LIGHT ARMOUR. .............. 2
SHIELDS : s i s0e o waisves o o 2
170 S ————— 1

These are units of Border Princes and their retainers from the area lying - - 5

beiween the Black Mountains and the Black Guif. They are descendants Kislev is a bard land and a source of sturdy, tough warriors of great

of Bretonnian and other Old Worlder adventurers who conquered and courage.
settled in this region.




ALLY CONTINGENT

ORC AND GOBLIN
—=< ALLY CONTINGENT >

There are always roving bands of Orcs and Goblins looking for
trouble. They are willing to join up with any evil or chaotic
force that offers the chance to indulge in some wanton
destruction and pillaging.

Alignment: Orcs and Goblins are Evil.
Psychology: Units of Orcs and Goblins are subject to anémosity
towards other goblinoid units. Goblins hate Dwarfs and

Gnomes, and fear units of Elves of more than half their own
numeric strength.

Champions, Standard Bearers and Musicians: If present,
these are armed and armoured as the rest of the unit. Any unit
may have a champion leader by paying the appropriate points
value as listed under the options for the troop type. Any unit
may have a standard bearer and/or a musician which will cost
double the points of an ordinary trooper.

Contingent commander: the contingent must be led by a
commander who may have a magic weapon with one attribute.

1 ORC CONTINGENT COMMANDER

' 1 ALLY STANDARD BEARER

mwsigs|siv W 1 [Al td m| o | we
LEVELGHERO [4 [afafalal1]3l2] 7 [5[ 7 [ 7
POINTS COST INCLUDING

CONTINGENT STANDARD: 86

WEAPONS: HAND WEAPON

ARMOUR: HEAVY ARMOUR

OPTIONS
CONTINGENT STANDARD
MAY HAVE:

MAGIC ATTRIBUTE — 1]

Above all else, standard bearers need a good strong pair of arms... and
a standard. Orc standards are ugly, crude affairs, repugnant to look upon
and rather smelly. Orc standard bearers are the same.

0-1 ORC SHAMAN

MWSBSISITIWI I[a 1d [It| € | wp

M ass;r;}g;a W {im] C | WP
LEVEL 20 HERO | 4 |6 |4 [4 |54 5[4 /10+3| 5 | 8+1 | 8+1

ILVLTSWIZARD 4l5[3]as]3[3]1]9+2 [7+2] 9+2 [ 9+2

POINTS PER MODEL: 19
WEAPONS:

HAND WEAPON

ARMOUR: HEAVY ARMOUR

OPTIONS
CONTINGENT COMMANDER
MAY HAVE:
ADDITIONAL HAND WEAPON. . .1
DOUBLE-HANDED WEAPON.. . .2
SHIBLI s ST

POINTS PER MODEL: 163
WEAPONS: HAND WEAPON

ARMOUR: NONE

Ores are ideally suited to the role of ¢ d, being loud- bed, brutal
and rather unimaginative. Operating on the maxim ‘If in doubt, kill the
nearest living thing | they bave achieved a considerable measure of success.

The Sh may one El I, D ic or IHusi spell
Jrom levels 1 and 2. Remaining spells must be Battle Magic.




0-20 BIGUNS

ALLY CONTINGENT

0-20 ARRER BOYZ

POINTS PER MODEL: 9%
WEAPONS: HAND WEAPON

ARMOUR: LIGHT ARMOUR

& SHIELD

OPTIONS
ANY UNIT MAY HAVE:
CHAMPION LEADER........... [
ADDITIONAL HAND WEAPONS. . .1
DOUBLE-HANDED WEAPONS. .. .2
BPBARD ... v vt s wmms ot wom 1

ONE UNIT MAY HAVE:
MAGIC STANDARD............ 25

The biggest Orcs always get to fight at the front of the battle, right where
the action is! They are very proud of their ability to chop down large
numbers of enemy, whilst their mates can only admire their bloody-bhanded
prowess.

 iwwspsisiTiw|tiAaj W [mic fwe } R0 MWSBSISITIW 1Al Ud || G | WP

+1SHOCKELITE| 4 |4 [3[3[4(1|2]|1] 7 5 7 7 ORC 4/3(3|3|4|1]2]|1] 7 5 7 7

IVL1OHERO |4 |5(4[{4(5[2|3|/3/8+1 |5 7 7 LEVELSHERO |44 4[4 /4[1[3[2] 7 5 7 7
MODELS PER UNIT: 10-20 MODELS PER UNIT: 10-20

POINTS PER MODEL: TV

WEAPONS: BOW &
HAND WEAPON
ARMOUR: NONE
OPTIONS
ANY UNIT MAY HAVE:
CHAMPION LEADER p_—
SHIBEDS § s s e syt saisndid 1
LIGHT ARMOUR. ..............2

Bows are favoured by the more technically minded Orcs. Rumour has it
that Orc arrows are pointed at both ends, just to avoid confusion on the
battlefield.

ADDITIONAL HAND WEAPONS. . .1

ONE UNIT MAY HAVE:
DOUBLE HANDED WEAPONS. .. .2

Orc Boyz make up the bulk of the real fighting force of any group of
goblinoids.

0-60 BOYZ 0-100 GOBBOS
~ mwsesisiTiwiilAl td mio (wf B 0000 [MWSBSISITIWIIIAILW [m| O | W |
ORC a|3|3]|3]a|1]2|1] 7 |5] 7 7 GOBLIN 4|213|3[3]|1]|2[1] 5 |6 & 5
LEVELGHERO |4 |44 |4|4]1]/3[2] 7 |5 7 7 rLEVELEHER043443132555 5
MODELS PER UNIT:  10-30 MODELS PER UNIT: 20-100
POINTS PER MODEL: 8% POINTS PER MODEL: 3
WEAPONS: HAND WEAPON WEAPONS: HAND WEAPON
& JAVELIN
ARMOUR: LIGHT ARMOUR ARMOUR: NONE
& SHIELD
OPTIONS OPTIONS
ANY UNIT MAY HAVE: ANY UNIT MAY HAVE:
CHAMPION LEADER........... 33 CHAMPION LEADER. 16
HALBERDS ... ocviavs oo vmrivins wwisiss 2 SHIELDS....... %
SPEARS .......c.oovnvvunrnnnnn. 1 1

Beaten, abused and frequently eaten by their larger cousins, Goblins form
a large but de dden part of gobl; d society. The chance to vent
their feelings on the enemy may come as something of a relief to these
creatures.
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ALLY CONTINGENT

PYGMY ALLY
CONTINGENT =

Pygmies inhabit the lush jungles of Lustria towards the south _
of the Slann Empire. Although many tribes are hostile to the 0-1 PYGMY SHAMAN

Slann, some are vassals of the Emperor and are required to pay Mwsias ST IWIILIAl W [t] @ W?_.
him tribute. Since Pygmies are primitive people with little T

wealth, tribute takes the form of allied warriors. Pygmies are 15 WIZARD A I 5.3.3/3:3 411181 [9+2] 841 ] 9+2
expert jungle fighters, hunters and trackers. Their characteristic \ : POINTS PER MODEL: 123
weapon is the blowpipe with which they shoot poisoned darts. WEAPONS:  HAND WEAPON

&

sl

Pygmy culture is primitive, colourful and full of ritual. Pygmies
decorate their bodies with war-paint and tribal marks, and
mutilations such as nose-bones, lip and ear plates. Filed teeth
and ritual scarring are considered very attractive (by other
pygmies). Pygmies decorate their huts with the shrunken heads
of enemies and captives are often invited for dinner.

ARMOUR: NONE

Alignment: Pygmies are Neutral.

Champions, Standard Bearers and Musicians: If present,
these are armed and armoured as the rest of the unit. Any unit
may have a champion leader by paying the appropriate points
value as listed under the options for the troop type. Any unit
may have a standard bearer and/or a musician which will cost

double the points of an ordinary trooper. Pygmy tribal shamans may bave upto 2 level 1 Elemental spells, and upto
. 2 level 2 Elemental spelis. Remaining spells may be made up from either
Contingent commander: the contingent must be led by a Elemental or Battle Magic.

chieftain who may have a magic weapon with one attribute.

1 PYGMY CHIEFTAIN 0-1 PYGMY STANDARD BEARER
| : WitiAl d [int] ¢ | wp

PYGMY mawsiesis|TiwlilAal L6 [m]| O | wp PYGMY uﬁ‘wts‘r _
LEVEL 20 HERO| 4 | 6 3/3(4(6]4]|10+3] 7 | 8+1 | 8+1 LEVELS HERO |4 |4 4|3 2|11(4|2]| 7 7 7 7

POINTS PER MODEL: 64 POINTS COST INCLUDING
WEAPONS:  HAND WEAPON CONTINGENT STANDARD: 68

-~

WEAPONS: HAND WEAPON

ARMOUR: SHIELD

ARMOUR: NONE

OPTIONS

CHIEFTAIN MAY HAVE:

§ 7700 e T 1 OPTIONS
STANDARD BEARER MAY HAVE:
SHIELD ... .............. g |
CONTINGENT STANDARD
MAY HAVE:
MAGICAL ATTRIBUTE. ........ 100

The contingent standard can be of many sorts, bul is always carried by

Pygmy chieftains often grow enormously fat, as obesity is taken as a sign
28y chief geng S J g a particularly brave warrior.

of rank amongst these tiny people.

hi
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ALLY CONTINGENT
R B R e B T A e S s
0-20 PYGMY IMPI : 0-40 PYGMY BRAVES

PYGMY +2 [ MMWSBS|S I T{WII{A| td [int| O | WP | MWSIBSIS T /W 1A Id [im] G | WP
SHOCKELITE |4 /4(3[2)2|1(4]1) 7 7 7 7 PYGMY 4131312]2(1]/3]1] 7 7 7
LEVEL15HERO (4 |5 |4 (3 ({3 ]3|5[3[9+2 [ 7 | 8+1 [ 8+1 LEVEL5HERO |44 (4)3({2]|1]4/2| 7 7 7

MODELS PER UNIT: 10-20 MODELS PER UNIT: 10-20
POINTS PER MODEL: 5 POINTS PER MODEL: 3%

WEAPONS: HAND WEAPON WEAPONS:  BLOWPIPE &
HAND WEAPON

ARMOUR: NONE

ARMOUR: NONE

Bins

OPTIONS OPTIONS i
ANY UNIT MAY HAVE: ANY UNIT MAY HAVE: "."‘
CHAMPION LEADER........... 48 CHAMPION LEADER.......... 19 5:
JAVELIN . . . cocn siesiaie s i son o POISONED ATTACKS. ...........3 %
SHIBLDS .. ois vs i o8 omi s dhaan A
Tribal elders, older and more experienced warriors who form the Many Pygmy warriors use the blowpipe as their principle weapon, often
bodyguards of chiefs. with poisoned darts.

10-80 PYGMY WARRIORS 0-20 PYGMY SCOUTS

. _ mwsies|siTIWiIiAl Ld [mic w§ B u@‘]ss.'s TiWltlAl W [im] & | wp
PYGMY 4|3 |3|2]|2/113]1]1 71721 1 7 PYGMY SCOUT |4 (3 (3[2(2|1]3|1] 7 |71 ]| 1 7
LEVEL 10HERO|4 |5 (4 (3 (3|2[4[3|8+1 [ 7 | 7 7 LEVELGHERO (414 /4/3[2(1/4/2]| 7 |7 | 7 7
MODELS PER UNIT: 10-30 MODELS PER UNIT:  5-10
) POINTS PER MODEL: 3% POINTS PER MODEL: 8%
¢ WEAPONS:  HAND WEAPON WEAPONS:  BLOWPIPE &
= HAND WEAPON
- ARMOUR:  SHIELD ARMOUR:  NONE
(s AR OPTIONS OFTIONS
3 > ANY UNIT MAY HAVE: ANY UNIT MAY HAVE:
> CHAMPION LEADER......... 331 CHAMPION LEADER........... 24
" JAVELINS .. ... sl o " JAVELINS . ...oooinnennnn. .. %
s e A .\l%’ SHIELDS....................."%
\ = 7 - POISONED ATTACKS. . .... RO
&\m e A2
Young warriors who bave proven their bravery by taking the beads of Adept trackers and bunters, skilled in the arts of tribal raiding, bead-
enemies in battle. taking, ambushing and skirmishing.




ALLY CONTINGENT

SKRAVEN ALLY
—~< CONTINGENT ==

Skaven serve Chaos by spreading pestilence and decay.
Everywhere there are bands of Skaven willing to ally with other
chaotic or evil races to further the cause. The prime instigators
are Clan Eshin and Clan Pestilens, and they venture far and wide
seeking packs of Skaven Clanrats and stirring them into action.

Alignment: Skaven are Chaotic.

Champions, Standard Bearers and Musicians: If present,
these are armed and armoured as the rest of the unit. Any unit
may have a champion leader by paying the appropriate points
value listed under the options for the troop type. Any unit may

have a standard bearer and/or 2 musician which will cost double
the points of an ordinary trooper.

Contingent commander: the contingent must be led by a
commander who may have a magic weapon with one attribute.

1 SKAVEN CONTINGENT COMMANDER 0-1 CLAN ESHIN ASSASSIN

mwsies[s|Tiwliial W [m| ¢ | wp
LEVEL 20 HERO| 5 |6 [a|alalal7]a]9+3 [ 6 | 6+1 | 841

5[alalafa]1]s]2] 6 [6] 5 | 7

ABSASSIN
LEVEL 5 HERO

MWS(BS | S | T W I A L0 [hi] Cl le

POINTS PER MODEL: 98

WEAPONS: HAND WEAPON
ARMOUR:  LIGHT ARMOUR
& SHIELD
OPTIONS

CONTINGENT COMMANDER

MAY HAVE:

ADDITIONAL HAND WEAPON.
THROWING STAR. l
POISONED ATTACKS . o A

POINTS PER MODEL: 31
WEAPONS:

HAND WEAPON

ARMOUR:  NONE

OPTIONS
THE ASSASSIN MAY HAVE:
ADDITIONAL HAND WEAPON.. .1
LIGHT ARMOUR. e
THROWING STAR.
BT 56 oo v o, sovostass, s

Skaven leaders have a rodent-like cunning beyond the capacity of mere
bumans to understand. It is said that they can taste an enemy’s fear on
the wind, and can scent omens of victory from afar.

This Assassin may be bidden in any Skaven unit. While bidden, be may
not lead the unit, but may do so once revealed. Assassins are armed with
warpstone weapons and have poisoned attacks, the extra points cost for
poisoned attacks bas been included.

0-1 CLAN SKRYRE SEER : 10-50 CLANRAT WARRIORS

MwsiesisiTiwii{al td [m| o | wp

MWSIBS|S [T W/ LA Ld [It]| C | WP

ILVLéW:ZAaD 5(al3lalal1]al1] 6 [7+41] 6+1 ]84+

SKAVEN 5)3|3[3[3[1(4[1] 6 |6 | 5 7

s | POINTS PER MODEL: 58

LEVELSHERO |54 (4(4[3]1|565(2] 6 [ 6] 7 7

4 WEAPONS: HAND WEAPON

ARMOUR:

NONE

A Skaven wizard who may bave one and

MODELS PER UNIT: 10-20
POINTS PER MODEL: 4%
WEAPONS: HAND WEAPON

ARMOUR: LIGHT ARMOUR

& SHIELD

OPTIONS
ANY UNIT MAY HAVE:
CHAMPION LEADER........... 31
SPEARS........... :

ONE UNIT MAY HAVE:
DOUBLE-HANDED WEAPON. ... .1

one
one Daemonic spell of level 1. Remaining spells are Btzt:!e Magic

Squeaking masses of fur-clad warriors, g over the b,
like a racing tide, these are the common fighting rais of the Skaven clans.




ALLY CONTINGENT

0-10 CLAN ESHIN GUTTER RUNNERS
IMwslaSiS[TiW 1A td [m]| o | WP
SKAVENSCOUT| 513333 |1/4]|1]| 6 6 5 7
LEVEL10HERO|5 |5 (4[4 [4|2(5[3[7+1 | 6 5 7
MODELS PER UNIT: 5-10
POINTS PER MODEL: 12%

WEAPONS: HAND WEAPON

ARMOUR: NONE

OPTIONS
ANY UNIT MAY HAVE:
CHAMPION LEADER
SHIELDS. ... ...
LIGHT ARMOUR. .

‘ONE UNIT MAY HAVE:
ADDITIONAL HAND WEAPON. .. %
THROWING STARS............ %

Clan Eshin use weapons forged with warpstone to inflict poisoned wounds.
All attacks count as poisoned and the points cost for poisoned attacks
bas been included.

0-3 CLAN PESTILENS PLAGUE CENSER BEARERS
MWSIBSIS ITIWI LAl Ld [in| o | WP |
5/3[3/3[3[1]4af1] 6 [6] 5 | 7
MODELS PERUNIT: HIDDEN

WITHIN OTHER
y SKAVEN UNITS

= 2 ¢, | POINTS PER MODEL: 40

SKAVEN

- WEAPONS:  PIAGUE CENSER

% ARMOUR: NONE

D% T N OPTIONS
12 5 / ANY MODEL MAY HAVE:
LIGHT ARMOUR. ........... e |

Devoted followers of corruption, plague censer bearers may be bidden
in any Skaven unit, (WFB pi00).

0-10 CLAN PESTILENS PLAGUE MONKS 0-4 CLAN SKRYRE WARP FIRETHROWER TEAMS

: Mwsipsls|Tiwliial 4 (im]| ©
SKAVEN 5{3]|3

3|3/1]4/1| & 6 5 7
LEVEL10HERO|5[5/4]4(4/2(5/3]7+1 | 6 5 i
MODELS PER UNIT: 10

POINTS PER MODEL: 4%

WEAPONS: HAND WEAPON
ARMOUR: NONE

OPTIONS
ANY UNIT MAY HAVE:
CHAMPION LEADER........... 50
LIGHT ARMOUR............... 1

L (TIW[iiA] W [me] O [ W)
saven lsl3l3lslalilaltl s 16

WARPFIRE
THROWER

POINTS PER TEAM: 81
CREW: 2 SKAVEN

LIGHT ARMOUR

HAND WEAPON

WEAPONS: ARMOUR:

Hooded and robed in the tattered rags of filthy babits, the Plague Monks
are the spreaders of divine corruption, unwilling to rest until they bave
carried their message of doom throughout the whole world.

These Skaven use deadly devices capable of spewing gouts of flame upon
the foes of Chaos.
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ALLY CONTINGENT

UNDEAD ALLY
~X CONTINGENT ==

Ever seeking to wield power, the minions of Necromantic magic
cultivate allies in the material world. Necromancers seek the
patronage of great lords, whilst power-hungry Kings readily
offer protection to magicians of power in return for their
services. However, few amongst the most powerful
Necromancers will ally themselves in this way, for they are
generallly unwilling to involve themselves in material affairs.
The allied list reflects this, and is centred around a Necromancer
of only medium abilities.

Undead allies present the player with a wholly different and
comparatively effective body of troops which have the
advantage of being unaffected by psychology, and largely
indifferent to any localised defeat.

Alignment: Undead may be considered aligned in the same
way as the army with which they are allied.

Psychology: Players wishing to include an Undead ally
contingent should consult the main rule book for full details
of psychology. Almost all Undead are immune to psychological

1 NECROMANCER

effects, whilst causing fear in living creatures to a degree. Most
Undead are affected by instability, once again the main rules
should be checked for details. The main psychological reactions
are summarised on p119.

Champions, standard bearers and musicians. Every unit
must be led by an Undead champion chosen from the Undead
Heroes listed under the troop type. Any unit may have a standard
bearer and/or 2 musician which will cost double the points of
an ordinary trooper. Champions, standard bearers and musicians
are armed and armoured as the rest of the unit.

Undead Heroes of level 10 have a magical weapon with one
attribute of up to 25 points in value. This basic cost of the magic
weapon is included in the cost of the model, the additional
maximum cost of the weapon’s magical ability is shown as +25
after the cost of the model.

Contingent commander: The force must be led by a
Necromancer as contingent commander. The Necromancer has
a magic weapon with between 1 and 4 attributes chosen from
the attribute lists (p13). The basic cost of the weapon is included
in the cost of the model, the additional cost of attributes will
vary depending on which attributes are chosen. Points for
attributes must be added once attributes have been selected.

ALLY STANDARD BEARER

NECROMANCER H
VL 15 WIZARD
UNDEAD HORSE

4 3 4 1 9+2 9+2 9+2
<[+ = | =] =
b T 2 A, ST T
POINTS PER MODEL:
WEAPONS: HAND WEAPON

:.
l.|'|
w
-~

ARMOUR: NONE

OPTIONS
NECROMANCER MAY HAVE:
UNDEAD HORSE. ........ 2 10
DOUBLE-HANDED
WEAPON (SCYTHE)............2

UNDEAD Int
LEVEL 5 HERO 3 1 3 2 7 7 '1' 7

POINTS COST INCLUDING
CONTINGENT STANDARD: 80

WEAPONS: HAND WEAPON

ARMOUR:  NONE

OPTIONS
STANDARD BEARER MAY HAVE:
UNDEAD HORSE. ... .. 10
LIGHT ARMOUR.....~x wonieinse: som wiien 2

CONTINGENT STANDARD
MAY HAVE:
ONE MAGIC ATTRIBUTE. . ... .. 100

The Necromancer must bave at least 1 Necromantic spell of levels I and
2. Remaining spells may be either Battle Magic or Necromantic.

Mouldering, tattered banners that bang above the sepulchres of the
venerated dead, provide undead legions with their standards. These are
often embellisbed with the contents of a shattered reliquary or clutter from
the charnel house.




ALLY CONTINGENT

0-30 DEATH RIDERS : 20-60 SKELETON WARRIORS

UNDEAD [MMWSIBSTS Y 'W-iﬂ’#’ ud jet o TN MWS[BS/ 8 | TIW 1 A| td [ ] 1 | WP |
HORSEMAN 8l212|3]3|2]22*[ b 5 13 5 SKELETON 4/2]2]3|3]1]2]|1] & 5 5 5
LEVEL5HERO |8(3(3/4[3]1]3|3* i 7 7 I ILEVELSHERO 413]/3]|4|3]|1]3]|2]| 1 7 1 7
LEVEL10HERO (8 |4 |3 4[4 [1]3|4*[8+1 ] 7 7 7 ILEVEL 10HERO| 4|4 /3]|4]4]2]3]3]|8+1 ] 7 7 7

D 0 ALLOWA & RA OMP ATTA 0 0

MODELS PER UNIT: 10-30
MODELS PER UNIT: __ 10-20 POINTS PER MODEL: 10
POINTS PER MODEL: 20 WEAPONS: HAND WEAPON

WEAPONS: HAND WEAPON
] & 1 STOMP
FROM HORSE

ARMOUR:  SHIELD

ARMOUR: NONE

OPTIONS OPTIONS
EACH UNIT MUST HAVE ONE OF: EACH UNIT MUST HAVE ONE OF:
5 CHAMPION LEADER........ 41 5 CHAMPION LEADER.........30

10 CHAMPION LEADER. .. .91 + 25 10 CHAMPION LEADER. . .80 + ) 25

ANY UNIT MAY HAVE: ANY UNIT MAY HAVE:

LIGHT ARMOUR. .............. 2 SHIELDS . ...... . ey b 1L
SPBARS oiismius v s I
ONE UNIT MAY HAVE: LIGHT ARMOUR R
LANCES ., cvevivuimin 2
SPEARS . .... 1 V ONE UNIT MAY HAVE:
BOWS. . - ceeees 2 BOWS . sa0 50 sesessl ipis F 2
MAGIC INSTRUMENT.......... 25
R
Upon many an ancient blood-soaked field, siain warriors and their steeds Many a foe will listen in fear to the dreaded rattling bones of a skeleton
were flung into the same burial pit, only to rise again as gruesome cavairy. borde, which breaks the eerie silence before battle is joined.

0-30 GRIM REAPERS 0-60 ZOMBIES
I MWSiBSIS [ TIWI1iAl Ld [int] CI | WP MwsiesiS [T iwliial W [mt] € T |
SKELETON 412)2]3]|3]|1]2|1]| 5 |5]| 5 5 ZOMBIE 4(210/3(3|1/1]1] 5 | 5| & 5
LEVELEHERO |4 (3(3/4|3|1/3|2| 1 7 7 7 LEVEL5HERO |43 (3]/4|3|1/3|2]| 17 7 7 7
LEVEL10HERO | 4 (43 [4]4/2(3(3]8+1 [ 7] 7 [ 7 MODELS PER UNIT: _ 20-30

MODELS PER UNIT: 10-20
POINTS PER MODEL: 12

WEAPONS: DOUBLE-HANDED
WEAPON (SCYTHES)

POINTS PER MODEL: 4
WEAPONS: HAND WEAPON

ARMOUR: NONE

ARMOUR: NONE

OPTIONS OPTIONS
EACH UNIT MUST HAVE ONE OF: EACH UNIT MUST HAVE:
5 CHAMPION LEADER.........32 CHAMPION LEADER...........30

10 CHAMPION LEADER. ..82 + 25
ONE UNIT MAY HAVE:

ANY UNIT MAY HAVE: DOUBLE-HANDED WEAPONS. . . .1

LIGHT ARMOUR. .............. 2 SHIEIDS: . ... ... i T
SHIELDS . ....... S S el LIGHT ARMOUR. ........... 1
ONE UNIT MAY HAVE:
MAGIC STANDARD............50

Carrying the symbol of their deadly craft, the Grim Reapers represent the The portals of the crypt are flung open, and up from the dank and foetid

very personification of death. darkness emerge the warriors of the catacombs.




ALLY CONTINGENT

HALFLING ALLY
— CONTINGENT >

Halflings are often said to be peace-loving folk more concerned  value listed under the options for the troop type. Any unit may
with their crops and livestock than military matters. The main  have a standard bearer and/or a musician which will cost double
settlements of the Halflings lie in the heart of The Empire in  the points of an ordinary trooper.

the area known as The Moot. This is defended from intruders
by the Halfling Militia which is sometimes called to fight
alongside the Imperial army. Halflings are also much valued as
baggage guards because they will fight tenaciously to prevent
the provisions falling into enemy hands.

Alignment: Halflings are Neutral.

Champions, Standard Bearers and Musicians: If present,
these are armed and armoured as the rest of the unit. Any unit  Contingent commander: the contingent must be led by a
may have a champion leader by paying the appropriate points ~ commander who may have a magic weapon with one attribute.

| HALFLING CONTINGENT COMMANDIER 10-80 HALFLING MILITIA

MWSIBSISITIWii[A] Id [m| O | WP T IMMSBS|S|T W T A] W ] ] WP
HALFUNG _ [3[2(af2|2]1[s[1] 6 [7 ] 6 | 8
LEVEL10HERO|3 [4[5]3|3]2]6/3[7+1]| 7 | 6

LEVEL 20 HERO(3*[ 5[5 |3 (3 /4 [8[4[9+3 | 7 | 741 | 941

L--1

POINTS PER MODEL: 77 MODELS PER UNIT: 10-30
WEAPONS:  HAND WEAPON POINTS PER MODEL: 3%:
WEAPONS:  HAND WEAPON
ARMOUR: LIGHT ARMOUR
e ARMOUR:  NONE
OPTIONS
(}:.gl:‘l‘?lANDER MAY HAVE: : OPTIONS
PSR S ANY UNIT MAY HAVE:
L CHAMPION LEADER .39
SHIELD !
LIGHT ARM .1
SPEAR. .... .
BOW 1
SLING ¥
Halfting Commanders are often respected civilian dignitaries, or A muster of able bodied farmers and villag iin readi
members of noble families, elected as military leaders in time of war. to defend their lands against raiders.
0-1 ALLY STANDARD BEARER 0-20 HALFLING SCOUT
wsissisitiwl i iAl W i o [ we B WHALFLNG  [Mwsiesis T iwlilal 14 | o W
2(1]16/2( 6 | 7| 6 8 SCouT 3{2/4f/2/2]|1]5[1]) 6 |7 ]| 6 8
POINTS COST INCLUDING LEVELSHERO [3[3|5/3(2(1(6[2| 6 7 6 8
CONTINGENT STANDARD: 73 MODELS PER UNIT:  5-10
WEAPONS: HAND WEAPON POINTS PER MODEL: 92

WEAPONS: BOW &
HAND WEAPON

ARMOUR:  LIGHT ARMOUR i

T . ARMOUR:  NONE
OPTIONS /]
CONTINGENT STANDARD Ty /
ot Havk o » ANY UNIT hﬂl;rlligrrs
ONE MAGIC ATTRIBUTE. ... ... 100 | »/.4 = 5 el
(, S CHAMPION LEADER. .. e .28
LD o= e

A Halfling contingent may bave a standard which will be carried by a
noble or renowned warrior.

Halfling woodsmen and those from remote and isolated homesteads are
given the tasks of scouting and skirmishing. As might be expected, they
are expert foragers.




ALLY CONTINGENT

ZOAT ALLY
< CONTINGENT =

Zoats are mysterious creatures which are so rarely seen that for
many people in the Old World they are the subject of legend
and fairy tale rather than reality. They seldom stray far from
their woodland habitat where they sometimes associate with
Wood Elves. One of the strange facets of Zoat society is that
they have no ‘heroes’, only wizards.

1 ZOAT WIZARD CONTINGENT COMMANDER

0-20 ZOAT WARRIORS

Alignment: Zoats are Neutral.

Contingent commander: the force must be led by a Zoat
wizard who may have a magic weapon with one attribute. Zoat
wizards can have Elemental or Battle Magic spells (or both).

- TIWLEIAL L (i O | WP ] -Mﬁ.ssi_s-r'-w P{Al U [} ¢ | wp
LVL 15 WIZARD 5162 10+2 [10+2] 1042 | 10+2 7/5]3|4|5|3|5]2] 10 |9 9
POINTS PER MODEL: 275 MODELS PER UNIT:  5-20
WEAPONS: HAND WEAPON POINTS PER MODEL: 50
WEAPONS:  HAND WEAPON
NONE

ARMOUR: NONE

OPTIONS

ANY UNIT MAY HAVE:
DOUBLE-HANDED WEAPONS. . .10
»| MAGIC STANDARD...........100

Zoat leaders are warriors of mysticism as well as battle, intermingling
their guttural battle cries with frightening philosopbical truths.

Zoats are large, rough-skinned creatures whose massive physical presence
and superficial ugliness shields a cunning intelligence and deep-seated
passion for arcane lore.




MERCENARY CONTINGENT

DWARF MERCENARY
~< CONTINGENT =

Dwarf greed is legendary, as is their reputation as grim, reliable Champions, standard bearers and musicians: any unit may
fighters. There are many Dwarf mercenary bands available for  be given a champion leader by paying the points listed under
hire. Such specialist Dwarf mercenaries as artillery and sappers  the options for the troop type. Any unit may have a standard
are highly regarded and much in demand. bearer and/or a musician which will cost double the points of
an ordinary trooper. Champions, standard bearers and musicians
are armed and armoured as the rest of the unit.

Mercenary commander: the contingent must be led by a
mercenary commander who may have a magic weapon with
Psychology: Dwarfs bate goblinoids, including Orcs, Goblins,  one attribute. If the contingent only contains a single battery
Hobgoblins and Snotlings. Dwarfs also suffer animosity against ~ of Mercenary Dwarf Artillery, the bombardier may act as ally
friendly units of Elves. commander

1 DWARF MERCENARY COMMANDER 0-6 MERCENARY DWARF SAPPERS
DWARFHERO (M WsiBS|S T wit{Al d || G | wp : imwsiBs|SiTIWII[Al ld [it| O | wp
LEVEL 20 3[7]alalslalslal10+3] 7 [1041]1041 DWARF SAPPER| 3 |4 |3 |314(1]2]1] 9 | 7| 9 | 9
POINTS PER MODEL: 170 MODELS PER UNIT: 2

WEAPONS: HAND WEAPON POINTS PER MODEL: 15

WEAPONS: DOUBLE-HANDED
WEAPON &
HAND WEAPON

ARMOUR: LIGHT ARMOUR

Alignment: Dwarfs are Neutral.

ARMOUR: LIGHT ARMOUR

OPTIONS
MERCENARY COMMANDER S
MAY HAVE: OPTIONS
ADDITIONAL HAND WEAPON, .. ANY UNIT MAY HAVE:
DOUBLE-HANDED WEAPON. . ... HEAVY ARMOUR. . ... I |
HALBERD S e
Usually a battle-bardened veteran Dwarf warlord or freebooter who bas Duwarf sappers are often bired on account of their renowned expertise
gathered a mercenary band on account of bis reputation for securing a in fortification and siegework. Sappers operate in teams of two models.

good deal. See WFB p99 for full rules on sappers.

0-80 DWARF MERCENARY WARRIORS 0-4 DWARF MERCENARY ARTILLERY

MwsiESIS ITIWItTAl 1d [m] o | wp ] mMwsiesisITIWiii{al Ld [m] 0 | wefl
DWARF 3|al3[3af1]2]1] 9 [7] 9 |9 BOMBARDIER [3[4[3[3fal1]2[1] 9 [7[ o [ o &
LEVEL 10 HERO| 3|6 a4 |5 2[3 3 10+1] 7] o | 9 LEVELGHERO [35(4alafal1]3]2] 9 |7] 9 | 9

MODELS PER UNIT:  10-40 anpe | STRENGTH | | WOUNDS
POINTS PER MODEL: 10 3 DWVARE RN (urroax [PAENGD | e
‘ CANNON 48" 7 3 D4
WEAPONS:  HAND WEAPON MODELS PER UNIT: POINTS PER MODEL:
ARMOUR:  LIGHT ARMOUR ke 69
CREW: WEAPONS:

OPTIONS 3 DWARFS HAND WEAPON
ANY UNIT MAY HAVE: ARMOUR:
CHAMPION ... .. cven commss w0 NONE
DOUBLE-HANDED WEAPON.....2
SPBARS ...ooi vvmmse v smwnin i S | OPTIONS
SHIELDS .o i v o vnoms o s 1 EACH UNIT MAY HAVE:

.. BOMBARDIER CHAMPION. .68
ONE UNIT MAY HAVE: 3

CROSSBOWS . . . .. 4% FEREAR Y ==~ ANY UNIT MAY HAVE:

MAGIC STANDARD............ 50 LIGHT ARMOUR. ........ .. 2

MAGIC INSTRUMENT..........25 HEAVY ARMOUR. . . .. i B
Since Dwarfs love wealth, loot and battle, there are many Dwarf warriors Gunpowder weapons and artillery are a Dwarf speciality. Batteries of
willing to fight for pay or a share in the spoils. Duwarf cannon are always available for bire and much in demand. These

mercenary batteries are always led by renowned masier gunners or
‘bombardiers .




MERCENARY CONTINGENT

< GIANT MERCENARIES =

Giants are rare and dwell in isolated places such as mountains
and forests or roam in small nomadic bands. Such bands, when
they can be persuaded to desist from banditry and terrorising
people, may sometimes be hired as mercenaries. Most Giants
can be persuaded to fight in return for promises of vast amounts
of food and booze. Giants are usually dull-witted, tend to regard
most living things smaller than themselves as potential meals
and are prone to drunkenness. Giants hardly ever find armour
that they can wear or weapons big enough for them to wield,
50 they make do with massive wooden clubs (usually a tree
trunk) and various brutal physical assaults (see WFB
PP234-236).

Alignment: Giants can be of any alignment.
Psychology: Giants cause fear in troops under ten feet tall

Mercenary commander: the contingent must be led by the
giant with the highest leadersbhip characteristic.

D6 MWeES|S T Wi A | W |m| o w]

1 |5[/2[2]|6[6[5[1| specil 5 [ 4 5
2 [6[3]|2|6(6[5|2 special | 6 | 5 [
3 [6]3]|3/7(6[6)|2] special 6 [ & [
4 |6[3]|3[7|7]|6|3] specil 6 | 5 7
5 [6[3[3[7]7]|7[3] special 71165 7
6 |7[/3|3|8/7|7|4] special | 8 [ 6 8
7 ;// , 7| MODELS PER UNIT: 1-3
o %’ POINTS PER MODEL: 250

7 [WEAPONS: BIG BLUNT

IMPLEMENT

ARMOUR: NONE

or more intelligent than others. Profiles for Giants are generated before
the game. Roll a DG for each characteristic in turn to establish a Giant's
profile.

OGRE MERCENARY

<CONTINGENT ==

Ogres dwell in forests and mountains and are noted for their
aggressiveness, brutality and cannibalism. They make excellent
mercenaries since they tend to slay, capture and eat the enemy
thereby providing their own payment.

Alignment: Ogres are Neutral.

Psychology: Ogres cause fear in all living creatures under 10
feet tall. Ogres distrust goblinoids, although they will fight for
them as mercenaries. The Leadership characteristic value of
Ogres automatically falls by -1 when they are fighting for
goblinoids.

Champions, standard bearers and musicians: any unit may
be given a champion Leader by paying the points cost listed
under the options for the troop type. Any unit may have a
standard bearer and/or a musician which will cost double the
points of an ordinary trooper. Champions, standard bearers and
musicians are armed and armoured as the rest of the unit.

Mercenary commander: the contingent must be led by a
mercenary commander who may have a magic weapon with
one attribute.

1 MERCENARY COMMANDER 0-50 OGRE MERCENARIES

OGRE HERO siTIWlIIA] Lo [m] C | WP

6/6/5/1043| 4 | 6+1 [ 8+1

POINTS PER MODEL: 240

WEAPONS: HAND WEAPON

ARMOUR: NONE

OPTIONS
MERCENARY COMMANDER
MAY HAVE:
ADDITIONAL HAND WEAPON...4

DOUBLE-HANDED WEAPON. . ... 8
BLAIL . ... oo L . 4
BALBERDY .o v wrlinininen s siwss s 8
SPEAR . ..o oo s msiniona I s © ¢
SHIELD .. ......... N o EI . ¢
LIGHT ARMOUR........ ... ..8
HEAVY ARMOUR. .. . 12

The most brutal and savage Ogres quickly acquire followers. The success
of a leader depends on his ability to find out where the most loot, grub
and captives are to be bad. Failures are eaten by their followers.

LIGHT ARMOUR.
HEAVY ARMOUR

Many Ogres become mercenaries, mainly because an Ogre's idea of an
ideal life is one of constant fighting relieved by frequent periods of eating
(or vice-versa). However, these are not iy iy i
activities for Ogres.

MwsBs|s[Tiwli{Al Ld [} C | wp
OGRE 6[3[2]a|5]3]3[2] 7 (a5 | 7
LeveL5HERO [6]a[3[5[5[alafal 7 [a[ 5 [ 7
MODELS PER UNIT: 5-20
POINTS PER MODEL: 38
WEAPONS: HAND WEAPON
ARMOUR: NONE
OPTIONS
ANY UNIT MAY HAVE:
CHAMPION . ...icvivinnnnns .90
ADDITIONAL HAND WEAPONS. . .4
DOUBLE-HANDED WEAPONS. .. .8
SPRARS ;. i iwvsmies anleive @ sraie i 4
FLAILS :0 o s .4
HALBERDS. . ..8
SHIELDS .. .vovivvnin o4
8
Z

0-6 GIANTS 8
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MERCENARY CONTINGENT

HALF ORC MERCENARY

CONTINGENT ==

Half-Orcs are of mixed human and goblinoid blood. Although
known generally as Half-Orcs they may sometimes have Goblin
or Hobgoblin ancestors rather than Orc. These outcasts from
Human society usually end up as slaves, outlaws or mercenaries.

Alignment: Half-Orcs may be either Neutral or Evil.

Champions, standard bearers and musicians: any unit may
be given a champion leader by paying the points listed under

1 MERCENARY COMMANDER

the options for the troop type. Any unit may have a standard
bearer and/or a musician which will cost double the points of
an ordinary trooper. Champions, standard bearers and musicians
are armed and armoured as the rest of the unit.

Mercenary commander: the contingent must be led by an
mercenary commander who may have a magic weapon with
one attribute,

0-1 HALF-ORC SHAMAN

HALFORC  |MIWSBS|S |T W11 Al Ld |m| C | we 1
LEVEL 20 HERO|4* |6 | ¢ |4 |4 |4 |6 |4 |10+3] 6 | 8+1 | 8+1
WARHORSE 8(3(0(4]3|-]3]1 - - - o,

POINTS PER MODEL:
WEAPONS:

105
HAND WEAPON

ARMOUR:  NONE

OPTIONS
MERCENARY COMMANDER
MAY HAVE:

ADDITIONAL HAND WEAPON
DOUBLE-HANDED WEAPOY

[

e
o
4
=
-
=
=
=]
=
=
iw

WARHORSE . .. cvviais ws v s v

Shunned by Humans and Goblins alike, Half-Orcs band together and form
their own society. The most intelligent and most ruthless rise to become
leaders of large and formidable mercenary bands.

HALFORC (M ws[BS!S [T W[ I[A] Ld [im| & | Wp
WL1sWIzARD 4 [5[34ala[3]a]1]9+2 [8+2] 9+2 [ 9+2
POINTS PER MODEL: 155

WEAPONS: HAND WEAPON

ARMOUR: NONE

The Shaman may bave one spell at level 1 and/or 2 from the Elemental,
ic, Necr tic or lllusionist spell charts. Remaining spells must
be Battle Magic.

ATy,
[

Vel

"

ik

ﬁtul l




MERCENARY CONTINGENT

0-20 HENCHMEN

0-20 BUSHWACKERS

HALFORC +1 |MWSIBS{S | T W {1[A| id [Int] C | Wp HALF ORC _@v_n;'gs-s Tiwitjal 4 im] O [ W
SHOCKELITE [4)4/3/3/3(1/3]|1| 7 |6 | 7 SCOUT 4(3(3(3|3|1]3[1] 7 |6 ]| 7 7
LEVEL10OHERO|4 (5 /4 |4 /4]2]4 /3841 | 6 7 7 LEVELGHERO |4 |4 |4[4(3[1[4]2]| 7 6 7 7
MODELS PER UNIT: 10-20 MODELS PER UNIT: 10-20
POINTS PER MODEL: 9 POINTS PER MODEL: 12
WEAPONS: HAND WEAPONS WEAPONS: BOW &
HAND WEAPON
ARMOUR: LIGHT ARMOUR ARMOUR: NONE
& SHIELD
OPTIONS OPTIONS
ANY UNIT MAY HAVE: ANY UNIT MAY HAVE:
CHAMPION LEADER........... CHAMPION LEADER.......... 32
DOUBLE-HANDED WEAPON. . ... 2 SHIELDS .. ..... At et 1
SPEARS . .. " Lo UL WS ] LIGHT ARMOLUR...... 2

ONE UNIT MAY HAVE:
HEAVY ARMOUR. .. ‘ .
MAGIC STANDARD.........

val
.50

In the uncouth and brutal society of Half-Orc mercenaries, a leader can
only maintain bis autbority with the aid of trusted henchmen. These often
act as bis elite bodyguard in battle.

CROSSBOWS INSTEAD OF BOWS . .1

Another reason why Half-Orcs are generally so despised is their babit of
skulking in the scrub and shooting travellers in the back then leaping out
to rob the corpses. Such mean low-lives as these find employment in
mercenary bands as skirmishers.

\.\_ |

/
. \\‘\_ :

0-100 WARRIORS
e wsiesiSITiwltiA] Ld el C | W
HALF-ORC 313|3|3[1]3]|1] 7 6 17 7
LEVELS5HERO |4 |4 |4]4/3]1[4/2] 7 6 7 7
MODELS PER UNIT: 10-30

POINTS PER MODEL: 6

WEAPONS: HAND WEAPON

ARMOUR:  SHIELD
OPTIONS

ANY UNIT MAY HAVE:

CHAMPION LEADER. . .........31

DOUBLE-HANDED WEAPON. . ...2

HALBERDS. . . ...cvvrrnnennnn. 2

SPERRE v ottt s it |

LIGHT ARMOUR. ............. 2

If-11

Itis If t which Half-Orc mercenaries. They are
feared and shunned even by their employers.
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MERCENARY CONTINGENT

HOBGOBLIN

MERCENARY

— CONTINGENT =

Hobgobla-Khan is the despotic leader of the Hobgoblin hordes,
and undisputed ruler of the vast steppes of the east. He is chief
of the tribe of Mournguls, fierce Hobgoblins whose lax standards
of hygiene and sadistic habits ensure that they are universally
abhorred. The Great Horde of Hobgobla-Khan dominates vast
tracts of steppe and includes many tribes and countless bands
of Hobgoblin nomads. From time to time, Hobgoblin bands split
off from the horde and range beyond the realm of the Khan,
spreading terror and destruction amongst their neighbours.
These rampaging bands are usually led by some lesser noble,
often a warlord banished by the Hobgobla Khan, or an
unfortunate underling fleeing from his wrath. Sometimes bands
of raiders are deliberately despatched by Hobgobla Khan to seek
new regions to conquer and despoil. Occasionally Hobgoblin
renegades penetrate far into the West, or even across the
northern ice into the New World. Most renegade bands of
Hobgoblins end up as mercenaries of Evil races.

1 HOBGOBLIN KHAN MERCENARY COMMANDER

Alignment: Hobgoblins are Evil.

Psychology: The contingent standard is a sacred tribal fetish.
As long as the standard remains intact, all Hobgoblins are subject
to frenzy. Any enemy unit engaged in close combat with the
standard bearer will be bated by all Hobgoblins.

Champions, standard bearers and musicians: any unit may
be given a champion Leader by paying the points listed under
the options for the troop type. Any unit may have a standard
bearer and/or a musician which will cost double the points of
an ordinary trooper. Champions, standard bearers and musicians
are armed and armoured as the rest of the unit.

Mercenary commander: the contingent must be led by a
mercenary commander who may have a magic weapon with
one attribute.

0-1 HOBGOBLIN SHAMAN

i (| O [SHAMAN _ |MWSIBS|S [T (W 1A td (| C | WP
10+3 7+1 LEVEL 15 4/5/2/4/5(3[4]1]9+2 [8+2] 8+2 | 8+2

POINTS PER MODEL: 107

WEAPONS:  HAND WEAPON
ARMOUR: LIGHT ARMOUR
OPTIONS

MERCENARY COMMANDER
MAY HAVE:

ADDITIONAL HAND WEAPON. ..
DOUBLE-HANDED WEAPON. . ...
SPEAR . s
BOW . .
SHIELD
HEAVY ARMOUR. o
TEMPLE DOG MOUNT....... 8

Hobgoblin mercenary leaders are usually lesser Kbans who bave fallen
out with the great Hobgobla-Khan and led their tribes beyond bis domains.
Some are leaders of roving bands which bave split off from the Great Horde.

1
2
adl
P
1
1
5

POINTS PER MODEL:
WEAPONS:

155
HAND WEAPON

ARMOUR: NONE

The Shaman may use Baitle Magic, Els D, ic or Necro 2i
magic. Hobgoblins do not use Ilusi




POINTS COST INCLUDING
CONTINGENT STANDARD: 82

WEAPONS: HAND WEAPON

ARMOUR: LIGHT ARMOUR

OPTIONS
STANDARD BEARER MAY HAVE:
HEAVY ARMOUR. - .. cvoes vonias

CONTINGENT STANDARD

MAY HAVE:
ONE MAGIC ATTRIBUTE. . . ... .100
Hobgobli; are usually d tribal fetishes or shamanistic

totems.

MERCENARY CONTINGENT
T e R e R e e e e

i1
HOBGOBLIN 113(1 6
LEVEL 5 HERO 411(4]2] 7 6 6 6
MODELS PER UNIT: 10-30
POINTS PER MODEL: 5
WEAPONS: HAND WEAPON

o

i

a5

NI190D90H

ARMOUR: NONE

e

RN

OPTIONS
ANY UNIT MAY HAVE:
CHAMPION, 1. 55 sasns o5 sioi st 2unn 30
SPEAR oo vbsinny s mivis 5
7o) N Io— L
SBIBLEY e 5ossans ron-imsonsnonss somprioss o ]
LIGHT ARMOUR. ... ... ........ 2

S AT

The core of a Hobgoblin mercenary band are the Mourngul warriors. They
are usually unruly elements that bave fallen out with the great
Hobgobla-Kban.

-30 HOBYARS

HOBGOBLIN [M[WsBS|5 [T W1 A] td fint|
+1SHOCKEUTE[ 4 |4 [2[3]a[1]3[1] 7 |6
LEVEL 10HERO [ 4 |5 3[4 [5[2]al3]8+1 (6] 6 [ 6

MODELS PER UNIT: 10-30

POINTS PER MODEL: 9

WEAPONS: HAND WEAPON

ARMOUR:  LIGHT ARMOUR
& SHIELD

OPTIONS
ANY UNIT MAY HAVE:
CHAMPION . ...............
DOUBLE-HANDED WEAPONS
BOWH... o o o5 bevisinie-ss Wi

0-6 HOBHOUND HANDLERS

o IwpsiesiSiTIWILIAl W4 [m] O (W
HOBGOBLIN 4(3/2|13|4/1/3(1] 7 6 6 6
HOBHOUND 8/4/0/3(3[1]3[2] 8 4 8 8

MODELS PER UNIT:

1-4 HANDLERS EACH
WITH PACK OF 2-6
HOBHOUNDS

POINTS PER MODEL:
HOBGOBLIN
HANDLER 10,

HOBHOUND 10

WEAPONS:
HAND
WEAPON

OPTIONS
ANY UNIT MAY HAVE:
SHIELDS . —_—
LIGHT ARMOUR

ARMOUR:
NONE

1
o2

The Hobyars are Hobgoblin warrior nobles and their retainers. They form
the bighest caste of Hobgoblin nomad society; possessing the greatest
wealth, prestige and martial prowess.

Hobgoblins breed large ferocious dogs known as Hobbounds which they
lead into battle to unleash onto the enemy.
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MERCENARY CONTINGENT

NIPPON MERCENARY
~— CONTINGENT =

The inscrutable Eastern Empire known as Nippon, is ruled by
areclusive semi-divine Emperor, but real power lies in the hands
of the many feudal warlords or ‘Samurai’. These warrior nobles
govern large domains and command retinues with which they
frequently indulge in private wars among themselves. Nippon
is an island realm and a notable sea power and it sometimes
happens that a Samurai war fleet is dispersed by a typhoon,
scattering the ships far and wide. Should an isolated war junk
fetch up on a foreign shore the Samurai commander will gather
his men and march straight for the nearest representative of
authority to offer his services in return for food and shelter.
Sometimes Samurai lords deliberately embark their followers
into war junks and set sail towards the rising sun in search of
adventure, especially if the other feudal clans back home in
Nippon are cramping his style.

Alignment: Nipponese are Neutral

Champions, standard bearers and musicians: any unit may
be given a champion leader by paying the points cost listed
under the options for the troop type. Any unit may have a
standard bearer and/or a musician which will cost double the
points of an ordinary trooper. Champions, standard bearers and
musicians are armed and armoured as the rest of the unit.

Mercenary commander: the contingent must be led by a
Samurai Lord as mercenary commander who may have a magic
weapon with one attribute.

1 SAMURAI LORD MERCENARY COMMANDER 0—60 SAMURAI

HUMANHERO M WSBSIS IT [WIE{A| o HUMAN +1 Wiiial o
LEVEL 20 4]3 4/4|14/416|4 8+1 SHOCKELITE | 4 4 3 3{3/1/3]1 7 7 7
Bwardorse  [s[3fofa[3[-[3[n] - [-| -] - LeveL5HERD |4 [afalala1al2] 7 [ 7] 7 7|
ITEMPLEDDG 5|/5[(0|5|5/3]3|3] - = = = MODELS PER UNIT: 10-20
KI-RIN Elal00b1dl28703 ] = L= L=l = POINTS PER MODEL: 8
POINTS PER MODEL: 107 WEAPONS:  HAND WEAPON
WEAPONS: HAND WEAPON
ARMOUR:  LIGHT ARMOUR ARMOUR: LIGHT ARMOUR
OPTIONS

MERCENARY COMMANDER OPTIONS
MAY HAVE: ANY UNIT MAY HAVE:
ADDITIONAL HAND WEAPON. . .1 CHAMPION .+ v oo oo 32
DOUBLE-HANDED WEAFON. . ...2 DOUBLE-HANDED WEAPONS. .. .2
gé\i e R LONG BOW i 15 55 1 s w3
D i 7 e s v HEAVY ARMOUR...............1
HEAVY ARMOUR...............
WARHORSE . s
HORSE BARDING .
TEMPLE DOG. .. .vre vomis
KIRIN . .oovvviaiviinnciins .75 Samurai are the warrior nobility of Nippon. They adbere to a strict martial

Samurai lords lead bands of disciplined and utterly devoted followers.
The Samurai martial code does not recognise failure and there can be

code of bonour in which defeat is considered to be the greatest bumiliation.

no honour in defeal. The Samurai are much concerned with their p
reputation as warriors and always fight to the utmost of their ability.

0-1 MERCENARY NINJA ASSASSIN

MWSiBS| S [ TIw[ 1Al 1d fim ] o |
!.IBIIII alzfalslsn7 7 [ 7]

POINTS PER MODEL: 80

WEAPONS:  HAND WEAPON
ARMOUR: NONE
OPTIONS

ASSASSIN MAY HAVE:
ADDITIONAL HAND WEAPON. ..
DOUBLE-HANDED WEAPON. ..
FLAIL . 7 Wi S
TORlNOKO (:RENADES .........
THROWING STAR. SAE 4

N

1 b

ANinja inis an D ofa S i lord s retinue.
Ninja assassins may be bidden in any Nipponese unit. For rules on
assassins see WFB pp95-96.

i o
HUMAN 7
LEVEL 5 HERO 7
MODELS PER UNIT: 10-30
POINTS PER MODEL: 5
WEAPONS:

HAND WEAPON

ARMOUR: NONE
OPTIONS

ANY UNIT MAY HAVE:

GHAMPION s s svtivs tsusscrsn & 30

SPEARS A |

LIGHT ARMOUR. covvios in swiaince w5 2

ONE UNIT MAY HAVE:

LONG BOW . s i g voban o 2

ARQUEBUS . ........ |

LONG BOW................... 3

ARQUEBUS ............ Tadlans s

These bighly disciplined warriors are followers of the Samuyrai whom they
obey without question.




MERCENARY CONTINGENT

ORC MERCENARY
— CONTINGENT =

Certain Orcs have realised that there is money to to be made
selling something that they do for fun anyway. The first Orc
mercenaries were probably tribes that lent their aid to others
for suitable reward. Orc mercenaries are not particular who they
work for, as the famous utterance of the Orc Warlord Spitbone
Vorsprunk illustrates: “‘Look mate, if a sprogging Stuntie offered
me "arf their prisoners to eat an’ some tasty loot an’ all, I'd ‘elp
'im raid me own village!”.

Alignment: Orcs are Evil.

Psychology: Units of Orcs are subject to animosity against
other goblinoid units.

— (WM

Champions, standard bearers and musicians: any unit may
have a champion chosen from those listed for the troop type.
Any unit may have a standard bearer and/or a musician which
will cost double the points of an ordinary trooper. Champions,
standard bearers and musicians are armed and armoured as the
rest of the unit.

Mercenary commander: the contingent must be led by a
mercenary commander who may have a magic weapon with
one attribute.

1 ORC MERCENARY COMMANDER

ORCHERO  [MWS(BSIS{TIW]1|A] Ld [m| C | WP

20-80 ORC RENEGADES

. IMMWSES|S|TIWIIIA @ Il W]
ORC 413[(3[3]|4(1]2]1] 7 5 7 7
LEVELT0HERO |4 |5[4 /4(5/2[3[3[8+1 [ 5 7 7

MODELS PER UNIT: 10-30
POINTS PER MODEL: 5%
WEAPONS: HAND WEAPON
; ARMOUR: NONE

' S OPTIONS

S b ANY UNIT MAY HAVE:
CHAMPION . . o v cuiwss oo ves 61
7 7 ADDITIONAL HAND WEAPON. . 1
g (3 DOUBLE-HANDED WEAPON. .. .. 2
e HALBERDS s
P /) SPEARS
SHIELDS
: LIGHT ARMOUR.
Y ees.
1 —~->= | ONE UNIT MAY HAVE:
MAGIC STANDARD............ 25
MAGIC INSTRUMENT.......... 25

Many of Orc mercenaries are outcasts or renegades who mandged to escape
the wrath of their tribal chiefs.

0-30 ORC RENEGADE ARRER BOYZ

MwsiRs|SiTIWl I iAW I O ;wl

ORC 4|3)3(3]4([1/2]1] 7 |5] 17 7

LEVEL20  [a*[6]4 4545 |a[10+3] 5 [ 8+1 | 841
olalal-Tala[ - [-[ - [

6
WAR BOAR 714

POINTS PER MODEL: 118

WEAPONS: HAND WEAPON

ARMOUR: LIGHT ARMOUR

OPTIONS
MERCENARY COMMANDER
MAY HAVE:
ADDITIONAL HAND WEAPON. . .1
DOUBLE-HANDED WEAPON. . ...2
BPEAR . o vos on s 23 somen 658
BOW . 3 i wis
SHIELD ........
HEAVY ARMOUR
WARBOAR . .......

LEVELSHERO |4 |4 [4[4(4(1/3/2| 7 |5 ]| 7 7
MODELS PER UNIT: 10-30
POINTS PER MODEL: 7%

WEAPONS: BOW &
HAND WEAPON

ARMOUR: NONE

OPTIONS
ANY UNIT MAY HAVE:
CROSSBOWS INSTEAD OF BOWS . . 1
SHIELDS . s vy v S b
LIGHT ARMOUR. . ... g il

The most successful Orc mercenary leaders tend to be those with an unusual
li 2 igence, abie to the most booty out of their

2
employers.

The cleverest Orc mercenaries acquire bows and fight as Arrer Boyz since
they can siay the enemy from a safe distance with a good chance of
surviving the battle to collect their pay.
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MERCENARY CONTINGENT

NORSE MERCENARY
< CONTINGENT =

The ambition of every Norse warlord is to inspire a saga and Champions, standard bearers and musicians: any unit may
enter into legend. The best way to do this is to gather a following  be led by a champion as listed for the troop type. Any unit may
of warriors and set of in dragonships seeking adventure and  have a standard bearer and/or a musician which will cost double
loot. Few shores are safe from such ravenous warbands. Some  the points of an ordinary trooper. Champions, standard bearers
are content to raid and pillage, others seek more permanent and musicians are armed and armoured as the rest of the unit.
gains. Some may be bought off with huge payments of tribute,
while others are hired as mercenary bands. Norse mercenaries
are often hired not only on because of their obvious fighting
abilities but in order that the wrath of the Norse might be
directed elsewhere in return for money.

el . 2 | R T ——

Alignment: Norse are Neutral

Psychology: Norse Berserkers, Norse Dwarf Berserkers and Mercenary commander: the contingent must be led by a
Troll-Slayers are subject to frenzy. Norse and Norse Dwarfs are  mercenary commander who may have a magic weapon with
subject to saga animosity. one attribute.

1 NORSE MERCENARY COMMANDER

SE WARRIORS

HUMAN HERO (M WSiBS|S [T W[ 1A td [m| © | wp . mbnsips{STTIW[1IA] id |int]

LEVEL20  [4*[6 (4[4 |aa]6]a[10+3] 7 [8+1[8+1 | Mruman 4[3[3]3[af1]3[1] 7 |7

warHoRsE |8 [3fofaf3]-[3]¢1] - [ -1 - [ - LEVEL 10 HERO| 4[5 (4[4 ]a[2 (a3 817

8 0 D MODELS PER UNIT: 10-30
POINTS PER MODEL: 108 POINTS PER MODEL: 6

WEAPONS: HAND WEAPON WEAPONS: HAND WEAPON

ARMOUR: LIGHT ARMOUR ARMOUR: SHIELD

& SHIELD

OPTIONS OPTIONS
MERCENARY COMMANDER MAY ANY UNIT MAY HAVE:
HAVE: CHAMBION : 0% 500 oo o JEF 56
DOUBLE-HANDED WEAPON. . ...2 DOUBLE-HANDED WEAPON. .. .. 2
ADDITIONAL HAND WEAPON.. .1 SERAR . ¢ o o et e Il |
SPBAR s 0 s o e simmise s w1 LIGHT ARMOUR............. b
WARHORSE. ..... st Bt

ONE UNIT MAY HAVE:

THROWING AXES............ .1
THROWING SPEARS..........
Many Norse warlords take to raiding now and again. Raiding is the best BOWS. ......... .. ..

way of ensuring enough loot, food, drink, women and beroic tales to kee) s 2 e 2
the retainers e‘rgxtertaigwd rbr{)ugb the long winter evenings. If you caﬁ These a’: !rh? b“rdf.'fbr."lf‘ lbml‘d-drn;kmg "‘;I.m"",s of {\’Drsc:‘arlzl_’ds.
persuade one side to pay you to raid anotber, so much the beiter! seasoned warriors who indulge in regular raiding, pillaging and feuding.

0-1 NORSE STANDARD BEARER 0-20 BERSERKERS

wsigsis [TIw[1]Al 1g [m ' " TMWSIBSIS T WII Al Ed t| G | WP |
11412( 7 HUMAN 4{3/3|3[3]1]3]1 7 7 1 7
POINTS COST INCLUDING LEVELSHERO |4 (4|44 (3|1/4|2] 7 7 7 7
CONTINGENT STANDARD: 82 MODELS PER UNIT: 10-20
POINTS PER MODEL: 10

WEAPONS: HAND WEAPON

b=

WEAPONS: HAND WEAPON

ARMOUR:  LIGHT ARMOUR
ARMOUR: NONE
OPTIONS
CONTINGENT STANDARD OPTIONS
DAL MAYS: ANY UNIT MAY HAVE:
‘ONE MAGIC ATTRIBUTE. ...... 100 CHAMPION . . ................35
ADDITIONAL HAND WEAPON...1
DOUBLE-HANDED WEAPON. .... 2
SHIBLDY . . .ocvs o sinos 53 ains o 1
Some Norse warbands bave frightening or even magical banners depicting Wild, maladj and insane in ;Vﬂmetsocie{)jigbt as ._ﬂmeﬂzm.
such motifs as ravens, mythical beasts or valkyries intertwined with runes. They work themselves up into a battle-frenzy in which they rip asunder
their clothing, clash their weapons, bite their shields and tear into the foe.




MERCENARY CONTINGENT
R R A T e e e P e e S S s |

0-10 ULFWERENAR 0-10 NORSE DWARF BERSERKERS

@sss TIW[LIAl W [m] € | WP TMMSBS|S [ TIW 1Al W [m]| @
WOLFMAN or_| 4 alaf1]al1] 8 [6][ 8 | 8 DWARF 3lal3fafaf1]2[1] 9 [7] 9 3
9
HUMAN 43333131777 7 LEveL5 HERD |35 afalal1]3]2] 9 [7 3
LEVEL 5 HERO MODELS PER UNIT:  5-10 -

WOLFMANor |4/5/4/5/4(1/5/2] 8 |6 | 8B 8
HUMAN or 4(4/4(4(3(1/4)2] 7 |7 7 7
GIANTWOLF (9 (6(0[4[4(1/6/2| 6 (4] 6 6

MODELS PER UNIT: 5-10
POINTS PER MODEL: 15

{4
N
%
i
i
v
3
\d

POINTS PER MODEL: 13
WEAPONS: HAND WEAPON

ARMOUR: NONE

i
WEAPONS: HAND WEAPON OPTIONS i

ANY UNIT MAY HAVE: t.
ARMOUR: NONE CHAMPION . . .. .48 5?

g

ADDITIONAL HAND WFAPO'\? -

'
OPTIONS DOUBLE-HANDED WEAPON. 2
EACH UNIT MUST HAVE: I:llli?“nt’WG AXE OR SPEAR...... }
WERE CHAMPION. ... ... ......65 e -
ANY UNIT MAY HAVE:

ADDITIONAL HAND WEAPON. . .2
DOUBLE-HANDED WEAPONS. . . .
SHIBLDS .:; sevcvvir: o s sy as

Norse Dwarf Berserkers are subject to the special rules for Berserkers
on p96 of WFB.

Ulfwerenar or ‘wolf-kin’ are Norse were-warriors, able to transform partly
or compietely into wolves. Ulfwerenar must be led by a were champion.

- Mmsiesis Tiw[IlA[ W [m| O | WP : m:srw1a; FRINEEE S
DWARF 3/4|3|3|4]1]2]|1] 9 [7] 9 9 DWARF 3/(4|3|3[4]1]2]1] 9 |71 9 9
LEVEL 5 3/5(4|4(4]1]/3/2] 9 7 9 9 LEVELSHERO |3 (5[4 /4(4(1[/3[2] 9 7 9 9

MODELS PER UNIT:  5-10
POINTS PER MODEL: 8
WEAPONS: HAND WEAPON
ARMOUR: NONE

MODELS PER UNIT: 10-40
POINTS PER MODEL: 10
WEAPONS: HAND WEAPON
ARMOUR: LIGHT ARMOUR

OPTIONS OPTIONS
ANY UNIT MAY HAVE: EACH UNIT MUST HAVE:
CHAMPION .50 TROLL-SLAYER CHAMPION. ... 48
DOUBLE-! HAVDE:D \W!:AFOI\\ 2
SPEARS . . * o ! ANY UNIT MAY HAVE:
SBIBLDS . ... oo sorsrmin e as .1 ADDITIONAL HAND WEAPONS. . .1
DOUBLE-HANDED WEAPONS. .. .2
SHIELDS 1
LIGHT ARMOUR. . ..... .. ... . .. 2
Norse Dwarfs dwell in the mountains of Norsca and bave much in common Troil-slayers are immune to fear caused by living creatures and are subject
with their Norse neighbours, especially their liking for fighting and to frenzy. Troll-slayers must be led by a Troll-slayer champion

drinking.
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MERCENARY CONTINGENT

OLD WORLDER MERCENARY
—< CONTINGENT =

There is usually a war going on somewhere in the Old World
and there are plenty of restless warriors, adventurers, freebooters
and bandits willing to hire out their services as mercenaries.
Mercenary contingents vary from small specialist contingents
to large mixed bands led by such famous mercenary leaders as
Bad Vlad of Praag, Sigismundo ‘The Mailed Fist’, Gonzalez ‘The
Cruel’, Count Tortellini, Mad Gustav and Bernadette ‘Bane of
Bretonnia’.

Alignment: Humans are Neutral.

Champions, standard bearers and musicians: any unit may
given a champion leader by paying the points listed under the
options for the troop type. Any unit may have a standard bearer
and/or a musician which will cost double the points of an
ordinary trooper. Champions, standard bearers and musicians
are armed and armoured as the rest of the unit.

Contingent Commander: A mercenary contingent
comprising more than one unit must be led by a Mercenary
Leader as Contingent Commander. A mercenary contingent
consisting only of a single unit may count the unit champion
as Contingent Commander. The Contingent Commander may
have a magic weapon with one attribute.

‘ 1 MERCENARY LEADER 0-30 TILEAN CONDOTTIERI '
e -

FE 2
HUMAN MWSBSIS [T W[1]A m.Isn o w @l R} miwsigs{siT|wli{al td [Imi G | We
LEVEL 20 HERO[4* |6 |4 [4 |4 |4[6[410+3| 7 | 841 | 8+1 IHUMAN -13]3(3|3[1]3]1] 1 7 7 7
WARHORSE 8/3/0{4]/3[-J3]|1}{ - J~-]| — = ILEVELSHERD —|4(4(4(3[1]4(2] 7 i 7 1
8 0 D ON A HO 3 1

IWARHOHSE 8/3/0)4 -3 - =] = =

POINTS PER MODEL: 107

WEAPONS:  HAND WEAPON

ARMOUR: LIGHT ARMOUR
OPTIONS

MERCENARY COMMANDER

MAY HAVE:

HOBEE o, covonsm v oo 3 swsen 4

WARHORSE . . .

BARDING . . ...

SHIELD ......

3
6
.4
1
1
2
2

DOUBLE-HANDED WEAPON.. ...

N MODELS PER UNIT: 5-30
X POINTS PER MODEL: 23
WEAPONS:

LANCE &
HAND WEAPONS

ARMOUR: HEAVY ARMOUR

OPTIONS
ANY UNIT MAY HAVE:
CHAMPION .
SHIEEDS 5 st v vy s ovw 2

The Tilean city-states frequently make war among themselves.

There are many mercenary leaders in the Old World, each T
a contingent of seasoned warriors willing o fight for any side in any cause,

but loyal only to themselves and their leader.

q Iy there are many bands of Tilean mercenary knights willing
1o fight for one city or another. In times of relative peace, many seek
employment elsewbere in the Old World.




MERCENARY CONTINGENT

M ws[ssis |
MISSILEELITE |4 |3 /4|3 1/4]1] 7 7 7

e e e e e e e e e R e S
50 TILEAN CROSSBOWMEN 0-30 ESTALIAN CABALLEROS

WI1IA] @ Tl o | we ]
7

LEVELGHERO (4 |4 |4 /4(3|1[4|2]| 7 7 7 7

MODELS PER UNIT: 10-20

POINTS PER MODEL: 10

WEAPONS: CROSSBOW &

HAND WEAPON

ARMOUR: NONE

OPTIONS
ANY UNIT MAY HAVE:
CHAMPION . I ——,-
LIGHT ARMOUR...............2

SHIBEDY:, ... 1000 nen s son s e 1

Crossbowmen from the city-states of Tilea are some of the most famous
and widespread mercenaries in the Old World and are often employed
by Bretonnia and the Empire.

HOMAN +1 __uHaj'-s- TIWITIA] L& Imt] o | WP

SHOCKELITE |8*14[3)3(3|1[3]1] 7 7 7 7

LEVELSHERO (8*|44/4/3(1]4(2]| 7 7 1 7
D U ALLOWA 0 OR

MODELS PER UNIT:  5-30
POINTS PER MODEL: 20
WEAPONS:

LANCE &
HAND WEAPON

ARMOUR: LIGHT ARMOUR
OPTIONS

ANY UNIT MAY HAVE:

CHAMPION. ovivivov v sissaass 3 s 3

HEAVY ARMOUR. ... ........... 2

SHIELD . .................,...2

ONE UNIT MAY HAVE:
MAGIC STANDARD............ 50

These are impoverished Estalian knights and freebooters who bave left
their decaying feudal estates to become soldiers of fortune.

0-30 ESTALIAN HOMBRES VILLANOS 0-20 ESTALIAN BANDOLLEROS GRINGOS

. _
HUMAN +2  |MWS[BSIS|TIW|1iA] Id [m| G | wp

HUMAN +1  [mMwsiesis Twli|A] 14 [m| O [ Wp

SHOCKELITE [4({4(3|3/3|1]/4/1[ 7 |7 7 i

MISSILEELITE [4{3 4|3 |3|1)3[1| 7 |7 7 1

LEVELGHERO (4 /4/4/4/3|1/4|2]| 7 7 7 7

LEVELGHERO |4]4(4]4(3[1]/4/2] 7 |7 7 7

MODELS PER UNIT:  5-20

POINTS PER MODEL: 10

WEAPONS: HAND WEAPON

ARMOUR: LIGHT ARMOUR

& SHIELD

OPTIONS
ANY UNIT MAY HAVE:
CEAMPION . ; 050 59055 o cias 33

MODELS PER UNIT: ' 10-20
POINTS PER MODEL: 11

WEAPONS: ARQUEBUS &
=) HAND WEAPON

ARMOUR: LIGHT ARMOUR
OPTIONS

ANY UNIT MAY HAVE:

CRAMPION . o vvues o5 525,00 5 4 35

These are fierce, aggressive, sword and buckler men from Estalia, recruited
Jrom among the numerous cui-throats, bandits and renegades that inbabit
that country.

These are a notorious mercenary company of arquebusiers recruiied
originally in Estalia from among the local banditry but including
fugitives and freebooters from many lands.
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MERCENARY CONTINGENT

0-20 BRETONNIAN MERCENARY BRIGANDS

0-20 FREIFORSTJAEGER

MWSIBS|SITIW/I[A] Ld [It| Cf | WP HUMAN MWSBS| S [ TIWIi|Al td [It] C | WP
HUMAN 433331317 [7] 7|7 FORESTER |4 (3[3[3[3|1/3[1| 7 [7 |7 | 7
LEVEL 5 HERO 3[1]af2[ 7 [7] 7 [ 7 LEVEL5HERO [4]alalal3l1]al2] 7 |7 ] 7 | 7
MODELS PER UNIT: 10-20 MODELS PER UNIT:  5-20
POINTS PER MODEL: 7 POINTS PER MODEL: 10
WEAPONS:  HAND WEAPON WEAPONS: LONG BOW &
HAND WEAPON
ARMOUR: LIGHT ARMOUR ARMOUR: NONE
OFTIONS OPTIONS
ANY UNIT MAY HAVE: ANY UNIT MAY HAVE:
CHAMPION .. ....cvvvvnnnnn 32 CHAMPION. ... v oo oo s swe s 35
SHIELD! s 1 SHIELD 3 " ——— 1
ARQUEBU! .3 LIGHT ARMOUR. 2
CROSSBO' ..
HALBERDS. .. P ———— ONE UNIT MAY HAVE:
DOUBLE-HANDED WEAPONS. .. .2 MAGIC INSTRUMENT. PRI L
SPEARS .. .oi00 a0 Ao sl

Many of the ruffians and disf ! is that flock to
armies are just as willing to wander abroad to fight as mercenaries, should
Jpeace break out at home.

From the vast forests of The Empire come many fine woodsmen and
bunters. Those seeking adventure join up in one of the mercenary
companies of ‘Free-Foresters.

0-50 NULNER LANDSKNECHTES 0-30 KISLEVITE DRUZHINA

Mwsies|S|T A

HUMAN 8*

]

8*

LEVEL 5 HERO

MODELS PER UNIT: 10-30

POINTS PER MODEL: 18

WEAPONS: LANCE &
HAND WEAPON

ARMOUR: LIGHT ARMOUR

OFTIONS
ANY UNIT MAY HAVE:
CHAMPION .. ........
SHIELD . s e
4§ HEAVY ARMOUR. ......

[

[Nt

ONE UNIT MAY HAVE:
MAGIC STANDARD

50

HUMAN +1 M BS{SIT(W LAl Ld iint! € | WP
SHOCKELITE |4 4(3)3({3]|1]3|1] 7 7 ) 7
LEVEL 10HERO|4 |5 |4 (4[4 [2]4/3[8+1 7 7 7
f MODELS PER UNIT: 20-50
POINTS PER MODEL: 9
WEAPONS:  PIKE &
HAND WEAPON
ARMOUR: LIGHT ARMOUR
OPTIONS
ANY UNIT MAY HAVE:
CHAMPION . .........co00nnn 58
HEAVY ARMOLUR. ..... —t
HALBERD INSTEAD OF PIKE. ... .1
E-HANDED WEAPON
INSTEAD OF PIKE. . ... .. i
The city of Nuln is famous for its good, disciplined, steadfast infantry.
The pikemen of Nuln are renowned throughout the Old World and much
sought after as mercenaries. They sometimes bave supporiing units of
hbalberdiers, axemen or two-banded swordsmen.

10 offer their services as mercenaries. Their armour tends to be rather old-
Jashioned, but begins to resemble the Western knights as they acquire items
of equipment from the battlefi




WARHAMMER ARMIES SUMMARY SHEET

UNIT:

UNIT:

PROFILES: | M [Ws|BS | s

PROFILES: | M |Ws |BS

11a (i ] o we [soeiny

ARMOUR:

WEAPONS:

ARMOUR:

WEAPONS:

UNIT:

UNIT:

PROFILES: [ M [W8BS

14 It | G WP ISR PV

PROFILES: |M [W§ |BS

ARMOUR:

WEAPONS:

ARMOUR:

WEAPONS:

UNIT:

UNIT:

PROFILES: ' M [WS (BS

Id [Int | CI | WP [381 PV

PROFILES: | M WS |BS

ARMOUR:

WEAPONS:

ARMOUR:

WEAPONS:

UNIT:

UNIT:

PROFILES: | M (WS |BS

Id | Int | O | WP (W |PY

PROFILES: |M WS |BS

ARMOUR:

WEAPONS:

ARMOUR:

WEAPONS:




WARHAMMER ARMIES SUMMARY SHEET

SPECIAL RULES

(Magic Weapons, Standards, Instruments, Psychology, Chaos Attributes) |

SPECIAL RULES
(Magic Weapons, Standards, Instruments, Psychology, Chaos Attributes) |

SPECIAL RULES

(Magic Weapons, Standards, Instruments, Psychology, Chaos Attributes).

SPECIAL RULES

(Magic Weapons, Standards, Instruments, Psychology, Chaos Attributes).

SPECIAL RULES

(Magic Weapons, Standards, Instruments, Psychology, Chaos Attributes).

SPECIAL RULES

(Magic Weapons, Standards, Instruments, Psychology, Chaos Attributes)|

SPECIAL RULES

(Magic Weapons, Standards, Instruments, Psychology, Chaos Artributes).

SPECIAL RULES

(Magic Weapons, Standards, Instruments, Psychology, Chaos Attributes),




WARHAMMER ARMIES SUMMARY SHEET

UNIT: UNIT:

PROFILES: |4 |ws |BS 14 | Int | I | WP s PV PROFILES: |M |ws|BS L1 o | v [amiey
ARMOUR: WEAPONS: ARMOUR: WEAPONS:
UNIT: UNIT: I
PROFILES: |M WS 8§ 14 mt | o welssev] |eroruEs: (M iwsiss 16 | Inc | €1 WP v
ARMOUR: WEAPONS: ARMOUR: WEAPONS:

UNIT: UNIT:

PROFILES: |M WS |BS | B ot | | WP (ST PV PROFILES: (M |WS{BS 0 el 1w ey
ARMOUR: WEAPONS: ARMOUR: WEAPONS:

UNIT: LUNIT:

PROFILES: | M [WS |BS 10 | Int| 1 | WP i [py PROFILES: | M |WS!8§ 16 |Int| ¢ | WP |s |V
ARMOUR: WEAPONS: ARMOUR: WEAPONS:




WARHAMMER ARMIES SUMMARY SHEET

SPECIAL RULES

(Magic Weapons, Standards, Instruments, Psychology, Chaos Attributes).

SPECIAL RULES
(Magic Weapons, Standards, Instruments, Psychology, Chaos Attributes)|

SPECIAL RULES

(Magic Weapons, Standards, Instruments, Psychology, Chaos Attributes),

SPECIAL RULES

(Magic Weapons, Standards, Instruments, Psychology, Chaos Attributes).

SPECIAL RULES

(Magic Weapons, Standards, Instruments, Psychology, Chaos Attributes).|

SPECIAL RULES

(Magic Weapons, Standards, Instruments, Psychology, Chaos Attributes)

SPECIAL RULES

(Magic Weapons, Standards, Instruments, Psychology, Chaos Attributes).

SPECIAL RULES
(Magic Weapons, Standards, Instruments, Psychology, Chaos Attributes),
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SUMMONING PENTAGRAM

WARHAMMER FANTASY BATTLE

ERRATA

The following should have appeared on ppl180-181.

LEVEL THREE
NECROMANTIC SPELLS

N3.1 ANNIHILATE UNDEAD

Spell Level 3

Magic Points 10

Range 12" radius
Description

This spell affects all undead and
ethereal creatures within 12" of the
caster. All undead/ethereal creatures
within range are destroyed.

N3.2 LIFE IN DEATH

Spell Level 3

Magic Points 10

Range Personal
Description

This spell may be cast by the wizard
on himself. Should the wizard be slain
during the game his spirit is
preserved, and is free to inhabit the
body of any other creature during the
next 2D6 turns (counting from the
side’s turn following the one in which
the wizard is killed).

The wizard's invisible spirit may
move 6” per turn and must begin
from his corpse. The spirit must touch
a host before it can try to inhabit its
body. The host is permitted a magic
save. If the save is successful the spirit
may not inhabit that creature either
then or subsequently, but may keep
trying to inhabit other bodies within
the time permitted.

The disembodied spirit has no
magical or physical powers at all and
cannot be harmed in any way. As an
incorporeal entity the spirit in
unaffected by terrain and may move
through solid objects, but cannot
enter a zone of sanctuary in the same
way as any other ethereal entity. If the
spirit fails to find a new body within
the time allowed, the wizard is
destroyed and his soul blown to the
cosmic winds.

If the wizard’s spirit finds and
succeeds in taking over a host body,
the model representing the host is
now considered to be the wizard re-
incarnated. The host creature is, to all
intents, spiritually destroyed by the
process, The wizard is mentally
unchanged and so his Id, Int, Cl and
WP remain as before. His body,
however, is different, so his M, WS,
BS, T 85, W I and A are those of the
host creature.
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RULES SUMN[AR}’ § REFERENCE

A. TURN START

Wizards who did not move, fire missiles,
fight or use magic during their last turn gain
IMP (up to power level).

Wizards employing Magic Awareness last turn
become aware of the presence and magic level
of any other wizards within 48",

Spells: resolve any effects beginning to act
in this turn. Dispel any which expired at the
end of the previous turn.

Miscellaneous

Roll for (see also J. Psychology):
burning buildings and creatures: D3 damage
pointsfwounds (p137).
damaged buildings (see also E. Damage).
unexploded mortar shells: 6 on 1D6 indicates
an explosion (plll).
entry of trailing units: roll under unit’s highest
Ld on 2D6 for each unit meant to appear this
turn or earlier (pl41).
return of off-table aerial units: 6 on 1D6
indicates the unit returns from collecting
missiles (p124)
panic: if within 4 of friendly rout (p73).
stupidity: if subject to stupidity (p73).
animosity: if subject to animosity against a unit
within 12" (p205).
instability: if within 12” of a wizard using an
appropriate zone spell (p206).

B. MOVEMENT PHASE

Associated Characters may be moved away
from units (p92). If the character is a leader,
abandoning the unit must be declared now
to take effect next turn (p93).

ENCUMBRANCE PENALTIES (p40)
Armour Type Penalty

None

Shield

Light armour

Light armour & shield
Heavy armour

Heavy armour & shield
If mounted

(unless unarmoured,
then no penalty)

If cloth or metal
barding worn by mount

+ 42"

TERRAIN MOVEMENT PENALTIES (p40)

Difficult ground (half movement):

bush, scrub, woods, dense foilage, debris,
wreckage, loose rocks, boulders, fords,
shallow water, marshes, bogs, stairs, steps,
ladders, steep or treacherous slopes.

Very difficult ground (quarter movement):
includes areas of arduous terrain which are
hazardous but not impassable.

Obstacles (half movement):

can only be crossed if the model has sufficient
movement left when it reaches the obstacle:
walls, hedges, fences, barricades, ditches,
trenches, streams, etc.

Single characters and units in single file suffer
no penalty for difficult ground, treat very
difficult as difficult ground and only lose a
quarter of their move for obstacles.

MANOEUVRES (p47 and p125)

Units may make 1 complex manoeuvre or up
to 3 simple manoeuvres. The first simple
manoeuvre is automatic. All other
manoeuvres require a leader and a 2D6 roll
under Ld or the unit immediately halts. If a
complex manoeuvre is failed the unit also
loses its reserve move.

Simple manoeuuvres comprise:

Formation changes, turns, wheels (p48).
Changing ranks, deploying flanks (p125).
‘Wedges, archer wedges, shieldwalls (p126).

Complex manoeuvres comprise:

Moving backwards, wheeling backwards,
wheeling from the centre (p49).

Squares (pl125), testudos (p128).

Units in single file can follow snaking paths
without penalty. Single characters can make
as many turns as desired without penalty.

A unit with a musician in the front rank adds
+1 to Ld tests for manoeuvres.

AERIAL MOVEMENT (p121)

Limitations

- maximum speed: flyer's top speed.
minimum speed: flyer crashes if slower.
acceleration: number of inches flyer can
increase speed per turn.
deceleration: number of inches flyer can
decrease speed per turn (double acc. rate),
& max landing speed.
turning: made in an arc with a radius equal
to the distance to be moved.
climbing: flyer may climb 1 height level
for each 20" moved (or part thereof).
diving: flyer may dive 1 height level for
each 10” moved (or part thereof); diving
faster causes a crash.
coherence: each model need only be
within 2” of one other in the unit.

Aerial troops may leave the table to collect
suitable missiles to drop, requiring at least 1
full turn off-table before returning.

CHARGING (p57)

Units in single file may not charge. Charging
units may not manoeuvre within 4" of the
enemy except to wheel to within 22 ° of the
enemy line. A unit failing a manoeuvre (Ld)
test while charging may complete the charge,
and may still wheel, but attacks unformed.
A unit that meets the enemy at an angle greater
than 22% ° or that fails to complete a charge
is also unformed. Unformed units receive no
charge bonuses, make all Ld, Int, Cland WP
tests at -1 and automatically rout if pushed
back during the first round of combat (see E.
Damage).

Units musi charge a hated enemy if possible
(roll under Cl1 on 2D6 to resist, see J.
Psychology).

Charged Units may: (p59)

Shoot, provided the enemy begins more than
half of its charge move away. Measure the
range before charge begins, or at maximum
range if the enemy begin out of range. Unit
must make a Ld test to fire, and must receive
at the halt if it fails. Once it has fired, the unit
receives at the halt.

Turn to face: if charged in the side or rear,
unengaged models may turn to face the enemy
(unless crossing an obstacle).

Run away: requires Ld test to avoid a rout.
If successful, unit turns and moves away from
enemy at double rate. It may move next turn
but cannot charge. This option must be taken
by units in single file if charged. Attackers may
try to charge a different enemy unit if they
can still wheel.
Roll for (see J. Psychology):
Sear: if charged by a feared enemy (p71).
Jfrenzy: if charging and subject to frenzy
(P72).
panic: if charged in the side or rear,
charged while crossing an obstacle or
entering a building, or a character leaves
while unit is engaged (p73).
reform: p70
Units that became wnformed last turn are now
considered reformed and may act normally.

C. SHOOTING PHASE

This phase covers shooting and similar
arttacks, such as hawks cast by falconers (p97),
Dragons’ breath weapons (p243) and firing
Engines of War (p105).
Roll for (see J. Psychology):
- fear: if wishing to fire missiles at a feared
enemy within charge range (p71).
- batred: if wishing not to shoot at a bated
enemy within range (p72).
HITTING THE TARGET (p51)

Roll 1D6 for each model firing:
FIRER'S BS
Roll 1 3|4/5[6]7 10
ToHit: [6]5|4(3[2]1]0 =3

Modify the roll as follows (p53):

+1 large target: over 10’ high or long (not
models on normal-sized riding animals).

-1 small target: under 1" high or long.

-1 firing while moving: applied to any
model that moved or turned in the
preceding movement phase.
firing at a rapidly moving target: any
target that moved more than 6” during
its side’s last reserve phase.
firing at charging enemy.
within fear range of enemy creature.
firing at over half range.
throwing an improvised weapon.
target is behind soft cover: hedge,
woods, wagon etc (p52).
target is behind hard cover: wall, corner
of building, palisade, pit, ditch, at
window or door etc (p52).

GRENADES (p90)

Specify target point within 6 range (this may

be a rear rank) and roll a D20:

1-12  deviates D3” with 12 o'clock as
direction of throw.

13-19 lands at specified target point.

20  explodes prematurely at D6-1".

All models wholly or partly within a 1”
diameter template are hit once.




AERIAL SHOOTING (pl23)
Height levels may alter the effective range
(attack level being treated as ground level):

+10" for each +10 of level target is above
firing model

+10" for each +10 of level target is below
firing model after first 20+ difference

Aerial models may drop objects rather than
shooting normally. Nominate a target and roll
a D6, modifying it by:

-1 if the attacker is at level +20

-2 if the attacker is at level +10
-3 if the attacker is at attack level

0 or less = a direct hit. A positive score is a
miss in a random direction by a number of
inches equal to the result. Damage is rolled
at the flyer's § plus 1 per level above attack.

For missiles dropped from level +30 and
higher, roll 1D20 and deduct 1 to give the
number of inches from the target.

Damage: Roll for damage (sce E. Damage).

Rout: Test for rout in any unit that has just
lost a quarter of its current strength to missile
fire (see K. Victory).

D. COMBAT PHASE

Either player may reveal concealed special
troop types in engaged units.

Either player may make personal challenges
with characters and leaders: these are fought
separately and other models cannot interfere.
A leader that refuses a challenge loses face
(Ld bonus reduced to -1 for rest of game)
though a character may take up a Challenge

-1 within fear range of enemy creature.
-1 to right-hand attack if using 2 weapons.
-2 to left-hand attack if using 2 weapons.
-2 attacking unarmed: does not apply to
natural attacks such as stomp or bite.

E. DAMAGE
DAMAGE CHART (p54)

Roll a D6 for each successful attack:

Weapon's Tzrgct‘s Toughness

Strength |1 2 3 4 5 6 7 8 910
1 4 56 6 NNNNNN
2 3456 6NNNNN
3 23456 6NNNN
4 223 4566NNN
5 222 3456 6NN
6 2 2223 45606N
7 22222345 66
8 2 22222 %4856
9 2 22 2222534%5
10 2 222222234

N - no damage can be caused
Note that a roll of 1 always means no damage.

Frenzied units add +1 to the roll.

SAVING THROW (p55)

15 chariot overturned: all crewmen must make
abasic saving throw or be killed. Survivors
continue the fight on foot - all draft animals
are slain and the chariot is now useless.

16+ massive jolt: crew thrown overboard and
must make a basic saving throw or be
killed. Survivors continue the fight on foot
- draft animals run amok (p120).

BUILDING DAMAGE (p136)

When the damage points taken by a
section/level rise to 6, roll a D6 at the start
of each turn for the state of the section/level,
adding +1 for each damage point over 6:

1  shaky and unsafe: only 6 models from each
side may occupy it - counts as soff cover
to fire from outside.

2 unstable: if occupied by more than 6
models, collapses immediately (see 4) -
counts as soft cover to fire from outside.

3  structurally unsound; if there is more than
1 section/level above or if it is occupied by
more than 6 models it collapses (see 4) -
counts as soff cover to fire from outside and
as a moving surface for firing models inside

4 collapses: all section/levels above collapse
-all models within these section/levels must
make their basic saving throw or be killed
(models with a Toughness of 5+, or more
than 2 Wounds are judged to have a
minimum save of 4 and take D3 Wounds
if damaged). Survivors are placed in any
adjoining section/level or outside by the
door.

5 coll:\pses as 4, but the section/level

v below also collapses.

Saving Throw:
Armour Type On foot
None . - o
Shield 6 5
Light armour 6 5
Light armour & shield* 5 4
| Heavy armour 5 4
Heavy armour & shield® 4 3

on behalf of a leader. Unfair ch
be refused without losing face (pp76 and 94)

All models, in base-to-base contact exchange
blows - this covers similar attack forms such
as the Gorgon's gaze (p253). Models with the
highest Initiative strike first, making all their
attacks at once. Attacks versus leaders,
standard bearers, characters and so forth must
be declared before the dice are rolled.

HITTING THE ENEMY (p62)
Roll a D6 for each model attacking:

Defender’s Weapon Skiil
w 1 2345678910
A e
t a 1[5 5 6 6 +4+4+5+5+6+6
t p 214 55 6 6 +4+4+54+54+6
4« o 3[4 4 5 5 6 6 +4+4454+5
€ n 4{3 4 4 55 6 6 +4+445
k 513 3 4 455 6 6 +4+4
e 8 6[/2 3 3 4 45 56 6 +4
£k 712 2 3 3 445566
¢ 1 812 223 3 44556
b2 2 2 2 33 4455
T 16(2 2 2 2 2 3 3 4 4 5§

+4, +50r +6 - roll a 6 then the indicated
number on a 2nd roll (eg +5 means roll 6,
then 5, 6). A roll of 1 always means a miss.

Modify the roll as follows (p62):

+1 if charging: provided no wheels made
within 4” and the unit is not u#nformed
at the end of the charge.

+1 following up an attack: bonus given to
the side which won the previous turn
(see E. Damage).

+1 advantage of higher ground: does not
include being taller than the enemy.

+1 if the unit is frenzied.

+1 if attacking a hated enemy.

-1 enemy behind obstacle: eg hedge or

wall.

* shield discounted if using weapon requiring
both hands or being attacked from the rear.

+1 to the roll if mount has cloth or metal
armour.

+1 to the roll if frenzied.

Remember to apply saving throw modifiers
due to weapon type (see E Weapon Tables).

AERIAL CASUALTIES (p125)

Flyers that are killed crash to the ground
(landing D12" in a random direction from
their current position), receiving and causing
D4 wounds/damage points for each height
level above ground level.

If the crashing flyer lands on another creature
or object, modify the damage to the target by
adding the flyer’s Toughness and deducting
the target’s Toughness.

CHARIOT DAMAGE (p119)

Record hits against chariots and determine the
effect at the end of the relevant phase - roll
2D6 and add +1 for each hit sustained:

3-7 No effect

8 damaged wheel: if the chariot turns, roll
D6: 4-6 means the wheel falls off and the
axle snaps (see 13 - below).

9 reins twisted or severed: all run amok tests
are failed on a 5 or 6 (p120).

10 draft animal slain: reduce move (p118).

11 crewman hit: randomly determine which
model is hit and resolve with § equal to the
crewman'’s T (save as normal).

12 badly shaken: crew may not fight for the
rest of this or next turn.

13 axle snaps: chariot skids forward D6” in
reserve phase, causing D4 automatic § 4
hits against any unit struck - crew may leave
next turn and fight on foot.

14  yoke pole snaps: if in combat, draft animals
continue to fight and must pursue if the
enemy rout - the chariot is now useless and

the crew must fight on foot.

6 collapses: as 4 but bringing down as many
section/levels below as above (minimum 1).

i collapses: as 6, but also bringing down any
adjacent section/levels at the same level,
and all section/levels above those.

8  collapses: as 7, but all adjacent sections
collapse entirely (secondary collapse).

9  collapses: as 8, but any section/levels
adjacent to a secondary collapse also
collapse if they have taken any damage
(tertiary collapse) - all section/levels above
a tertiary collapse also collapse

10+ collapses: as 9, but any undamaged
section/level adjacent to a secondary
collapse receives D6 damage points.

Where an upper level is made of a weaker
material than its supporting level (eg, wood
on stone base), collapse of the level will not
affect lower levels. Damage to free-standing
walls is treated as above but the effects are
confined to the wall itself.

COMBAT RESULTS (p64)

To establish the winner, total the number of
Wounds caused to the opponent and add:

+1 if the unit charged this turn.

+1 if the unit followed up last turn.

+1 for each complete rank after the first -
to qualify a rank must have four or more
models and at least as many as the front
rank, to a maximum bonus of +3.

+1 if unit standard in front rank.

+1 if army standard in front rank.

Test for rout in any unit that has lost a quarter
of its numerical strength and has just lost a
round of combat (see K. Victory).

PUSH BACK (p64 and p128)

The models of 2 losing unit that has not routed
are pushed back 2", with the victors following
up to continue the engagement - models must
always follow up, unless:

- behind prepared defensive positions

- protected by zone spells.

- in combat with a friendly unit due to
animosity: make a Ld test to decline the
Jollow up and break off combat.

- mercenaries.

Roll for the continuing presence of Chaotic
(p251) and Ethereal hosts (p263) that have just
completed a combat engagement.




MISSILE WEAPONS (p87)

WEAPON  BANGE|STRENGTH| MODIFIER

Up to Y%/over ¥
Bow 24" +

Short Bow 16" +

Long Bow 30" : -1/
Crossbow 30" i -110 cannot move and fire during the same turn.
Repeating crosshow 16" 3 - may be fired twice per turn at -1 to hit
Throwing Spear/Axe 4" Ak may be thrown as model charges into combat
Throwing Dart/Knife 6" o may be thrown as model charges into combat
Javelin 8" 5 & may be thrown as model charges into combat
Sling 18" § -+ may fire twice at }2 range if no move that turn
Blowpipe 12" -

Improvised Weapon i §-

S - use the firer's Strength

GUNPOWDER WEAPONS (p88)

o : : : i 3 mk:' o S s
WEAPON |RANGE | STRENGTH| MODIFIER S nomEs

Up to ¥%2/over %
Arquebus 24" 4 211 cannot move and fire; no consecutive fire
Blunderbuss. 1 21 cannot move and fire; no consecutive fire
Pistol 6" 4 -1k no consecutive fire

Grenade 0" 3 212 no move if throwing but may reserve move
Torinoko Grenade 6" see below -k no move if throwing but may reserve move

Torinoko types

Explosive: as normal grenade but only Strength 2.

Flash: blind all in template until end of next turn; blind models are hit automatically.
Firecracker: bounce through unit reducing WS and I by -1 during the next turn.

Missile weapons that cannot move and fire in the same turn may only shoot at charging enemy
if no move was made in the previous turn; gunpowder weapons that may not fire during
consecutive turns may not shoot at charging enemy if a shot was fired in the previous turn.

See pages 105 to 118 for Engines of War

HAND WEAPONS (p84)

WEAPON TYPE | MODIFIER {MODIFIER| STRENGTH | MODIE S NOTES
Hand Weapon - ) 4

Improvised Weapon - -1 - +1
Dagger - -1 +1
Double-handed

+1 -1 Cannot be used with shield
+1 - Charge at normal rate
- if pushed back
- if WS less than 3 +
Halberd +1 Cannot be used with shield
- V. aerial/mounted
targets if not pushed
back
Pike - C Cannot be used with shield; 2nd, 3rd
- Vs. mounted enemy and 4th ranks may attack; all mods lost
- Vs, aerial enemy if pushed back, when only 1st rank may
fight
Spear - - Half of 2nd rank may attack
- Vs. ariel enemy
- in Ist turn
- Vs. mounted enemy
if not pushed back
Pistol -1 - Only fire once in a combat

MOUNTED WEAPONS (p86)
WEAPONTYPE

Hand Weapon
Improvised Weapon
Dagger

Flail 4 4 *if WS less than 4

Lance : hand weapon after Ist turn

Spear *in Ist turn; **Vs. enemy under 10" if
not pushed back; ** *if charging
Pistol - only fire once in a combat

Units making a reserve move may not
approach within 4” of an enemy unit
(including routing enemy units).

COMMITTED UNITS (p71)
The following may not reserve mouve:

- units divided by an obstacle or with any
models on difficult ground

- units which failed a complex manoueuvre in
their previous movement phase

- units which failed a fear test before charging
a feared enemy

- units engaged in hand-to-hand combat

- routing and pursuing units

- units within 4” of friendly or enemy routing
troops

- units within range of a feared creature

- units hurling insults at friendly troops while
subject to animosity

- flying creatures of any type

- large vehicles and war machines (this does
not include 1 and 2 horse chariots)

Dispel any spells whose duration has now
expired and remove relevant effects from play.
The GM or player may move or redirect
existing spells where appropriate.

Wizards who were wounded during the
combat phase or who are routing may not cast
spells.

Wizards with less than 12 magic points left
must roll under their Intelligence or the
number of remaining points (whichever is
higher) on 2D6 successfully to cast a spell
(p147) - the relevant magic points must be
expended regardless of the spell’s success or
failure,

Spell targets may be allowed a magic save,
requiring a 2D6 roll under the target’'s WP
Wizards may augment their magic save,
gaining +1 to their roll per magic point
expended: the caster may enhance his spell
and reduce the target's save by -1 per extra
point expended - these points must be spent
before the saving throw is made.

Test for rout in any unit that has just lost a
quarter of its current strength to the combined
effects of missile and magical attacks this turn
(see K. Rout).

L RALLYING PHASE
The player may roll under Ld on 2D6 to rally
any units that began routing last turn or
earlier. Rallied units may not move but can

adopt any permitted formation and facing,
reverting to normal after this phase.

RALLYING UNITS (p68)
To qualify for rallying, a unit must:

- not be in base-to-base contact with pursuing
troops.

- have at least a quarter of its original
numerical strength (rounding odd numbers
down) - characters who joined during the
game do not count.

- have a non-routing, friendly unit of at least
5 models closer than any enemy units.

- not be within fear range of any feared enemy.

If their general or a subordinate commander
of their own race is within 12", the unit may
use this model’s Ld bonus instead of their own
leader’s. Units within 12" of their army

dard may add +1 to Ld (max. Ld of 10).




Units are subject to their own psychology and
that of their leader. Leaders and characters are
always subject to the psychology of the unit
they accompany. Unless otherwise noted,
tests are made against the unit's CL.

FEAR (p71)

Test if the unit:

- wishes to fire missiles at a feared enemy
within that creature's charge range; failure
means no shot is fired.

- wishes to charge a feared enemy; failure
causes the unit to halt immediately for the
remainder of the turn.

-is charged by a feared enemy; failure causes
the unit to rout immediately.

Any unit pushed back and followed up by a

Jfeared enemy is automatically routed. Models

with a ranged fear ability affect enemy units

within fear range as follows:

- all artacks are made at -1 to hit.

- no attempt may be made to rally.

- no reserve move may be made.

Bonuses to the fear ability (eg fear +2) are

applied to the enemy's dice roll against CI.

FRENZY (p72)

Test when a unit subject to frenzy charges -

characters may use Cl bonus points either to

reduce or increase a unit’s Cl for frenzy tests

only. The following rules apply:

- frenzy continues while the unit remains in
base-to-base contact with the enemy.

- the unit must always follow up and pursue

- the unit never takes other psychology tests
or rout tests.

- models gain +1 to hit, +1 to wound, and
+1 to any saves made.

HATRED (p72)

Units subject to batred must always charge
hated enemy, or shoot at them if outside
charge range, unless a Cl test is passed.
Models in hand-to-hand combat with bated
enemy gain +1 to hit, and +1 to Ld for rout
tests. They must always pursue routing enemy.

PANIC (p73)

A unit must pass a panic test under the

following circumstances or rout immediately:

- unit is within 4” of a visible, friendly, routing
unit at the start of their turn.

- unit is charged in the side or rear while
engaged in combat to the front (unless
models have stomp or tail attacks).

- unit is charged by an enemy unit that has
emerged from concealing cover.

- unit is charged while crossing an obstacle
or entering a building (the unit cannot turn
models to face the attack).

-a friendly unit within 12" routs due to close
combat losses - Cl bonus of +1 if the unit
outnumbers the routers by 4:1.

- a character model leaves a unit while it is
engaged in combat (unless the character is
the one with the lowest level of 3 or more
characters with the unit).

- unit fears fire and is attacked by fire or comes
within 4" of a burning building.

- at any time the GM thinks appropriate.

STUPIDITY (p73)

Test at the start of the side's turn, effects lasting
until the beginning of its next turn.

If the unit becomes stupid while engaged in
combat, half of the models fail to fight (roll
a D6 for odd models and characters, with 1-3
indicating inaction). If not in combat at the
start of the turn, roll a D6:

1-3  unit moves at half speed in a random
direction (no penalty for turning).
unit remains inactive with models
staring mindlessly or falling asleep.

4-6

A stupid unit that encounters an enemy unit
while wandering rolls a second D6:

2 halt immediately and stare stupidly.
4 each model makes 1 attack.
6 attack as normal.

1
3
S.

Units affected by stupidity ignore all other
Psychology tests, If routed they revert to
normal status while being pursued, but
become subject to stupidity once pursuit
stops.

ANIMOSITY (p205)
Test if 2 unit causing animosity is within 12
at the start of the turn, unless:

-enemy troops are within 12” or charge range.
- there are bated enemy within sight.
- the unit is already engaged in combat.

Only the closest unit causing animosity is
considered for the test. Roll a D6, deduct the
leaders’ Ld bonus and modify by:

+1 if the unit causing animosity lies directly
in front and in charge range.

+1 if the unit causing animosity is of a
different race.

+1 if there are no enemy in sight.

This result determines the unit's action:

7+ charges the other unit - if beyond charge
range, moves as close as possible and
fires missiles (hurling deadly insults if
no missiles are available).
fires missiles if available, or moves as
close as possible (no closer than 1”) and
exchanges jeers and spittle with its allies
- neither unit can reserve move.

5-  unit behaves normally.

Units gripped by animosity will fight unless
enemy units approach to within 12" (or
charge range) or hated enemy appear. Leaders
may try to restrain their troops from following
up (Ld test) thus breaking off the combat.

SAGA ANIMOSITY (p206)

As normal animosity, except no Ld test is
required to break off combat after a push back
(if the combat is drawn, both sides pull back
2")- the remainder of the turn is spent jeering
at the opposition.

INSTABILITY (p206)

Test if:

- the unit is pushed back in combat.

- the unit begins its turn within 12" of a wizard
using a relevant zone spell.

- a wizard casts dispel magic at the unit.

Roll a D6 to determine the effect:

1 unit cannot cause physical damage, but
is affected by weapons and magic as
normal: paralysis and chill attacks plus
psychological effects still work. The
effect is permanent - another test
immediately dispels the unit.
unit may not move, fire missiles or
employ magic during this turn or, if the
enemy’s turn, during its next turn - if in
combat, it attacks at -1 to hit for the
remainder of the engagement.
roll a further DG for each model: 4-6 -
remove from play (character models
receive a magic save - 2D6 roll under
WP).
as 3 but only remove on 5 or 6.
unit may strike an extra round of blows
this turn, or may double its movement
or fire missiles twice - if it is the enemy’s
turn, these effects apply during the unit’s
next turn.
any casualties caused this turn (before
or after the test) are returned to the unit,
though they are still counted for
establishing the winner of a combat.

ROUT
Test (roll 2D6 under unit’s Ld) if the unit:
- has just lost 25% of its current strength to
missile and magical attacks.
- has lost 25 % of its original strength and has
just lost the current turn of combat.
-loses a combat fought to capture a standard.
- has been pentrated by a wedge.
The unit auotmatically routs if it has:
- failed a panic test (see J. Psychology).
- been pushed back while unformed.
- been followed up by a feared enemy.
- failed to break free of pursuers after a
voluntary withdrawal from combat.
Frenzied units never take rout tests.

If a rout is caused, the enemy gets a free back
for each model remaining in the front rank:
the routers are hit automatically - armour
saves are allowed, ignoring shields.

The routing unit is turned and moved away
at double rate. It moves at this rate during its
side’s movement phase (with no reserve
move) towards the nearest table edge until it
has rallied (see G. Reserve Phase) or has left
the table. Terrain penalties apply, but no
manoeuvres are made.

The enemy which caused the rout will pursue
the fleeing unit unless a 2D6 roll under Ld
is made (in which case the unit need not
reform). Units routing a bated enemy must
always pursue. If pursuit occurs, the unit
follows the routers at double rate, gaining a
second free back. Pursuers that keep contact
make all subsequent attacks as free backs.

If a pursuing unit loses contact because the
routers are faster, or kills all the routers, it
becomes unformed and remains so until the
end of its next movement phase. An unformed
unit makes Ld, Int, Cland WP tests at-1, and
automatically routs if followed up.

Once pursuit has begun, the pursuers may
only be restrained by a Ld test made with a
-1 penalty, the unit becoming unformed as
above. If the pursuers are charged while in
pursuit, they break off and turn to face the
new attackers. They are not unformed, but
if pushed back are automatically routed.

L. VICCORY

Determine the winner and loser according to
the victory points gained by each side - if the
side with the highest number has 10% more
points it has won, otherwise the battle is
declared a draw (the higher scoring side
gaining a winning draw if in competition).

Victory Points (p142)

Specific conditions with points bonuses may

be determined in advance, otherwise add up

the points values of surviving troops on each
side and award the following bonus points:

-50 points for each hill occupied by 5 or more
friendly models and no enemy.

- 50 points for each scenery zone occupied
by at least 1 friendly unit and no enemy
units; if the zone contains enemy models
they must be out numbered by at least 3:1
(with characters or models over 10’ tall
outnumbered 3:1 by similar types).

- 50 points if the enemy general is dead.

- 50 points for every captured unit standard.

- 50 points if the enemy baggage area is being
looted at the end of the game.

- 100 points for each bridge occupied by 1
or more friendly models with no enemy in
charge range - unoccupied bridges go to the
side controlling that zone.

- 100 points if the enemy baggage is captured.

- 100 points for a captured army standard.

- 100 points if the friendly baggage area is
intact and unoccupied by enemy units.
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MAIL ORDER

This hardback book is a truly stunning
addition to the Warhammer mythos.

This companion volume to Slaves to
Darkness develops the Warhammer
mythos even further and includes Chaos

Fantasy Miniatures is the full colour book
of the fourth Golden Damon International
Citadel Miniatures Painting Awards, and

Superb artwork, detailed core background o]
material, new rules and incredible Bestiary, fantasy and 40k army lists, and features the work of the world's best
miniatures photography make Slaves to i much, much more! miniature painters.
€N | Darkness a landmark in fantasy gaming. = w
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Man versus Alien in the nightmare universe of Warhammer 40,000. On Can you survive in the world of Dark Future? - where hardened Outlaws
abandoned spacaeships called space hulks, Space Marine Taerminator fight ruthless Sanctioned Oparatives along the desolate highways of a
squads fight desperate battles against Genestealers. Contains drought-ridden America. The game of highway warriors includes four
rulebook, mission book, 30 plastic Citadel Miniatures, 19 full-colour model plastic cars and four bikes.
interlocking board sections and counters.
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WARHAMMER FANTASY ROLEPLAY

This softback book is a complate game
with unique career system for characters,
fast-moving combat system, over 150
spells, extensive guide to the Old World
and a complete introductory scenario.

EMPIRE IN FLAMES

To unite the Empire the adventurers must
travel to the Black Fire Mountains to
search for the legendary Hammer of
Sigmar. This 144-page adventure is the
cencluding part of The Enemy Within
campaign.

WARHAMER 40,000 COMPILATION

A collaction of the best Warhammer
40,000 articles from White Dwart
magazine issuas 114-130. Includes new
background, rules and army lists for the
Imperial forces, Genestealers and Eldar.

COMPILATION

GAMES WORKSHOP UK MAIL ORDER
CHEWTON STREET, HILLTOP
EASTWOOD, NOTTS NG16 3HY
(0773) 760462 or (0773) 713213

Our UK Hotlines are open for your orders Mon to Fri, 8.30am - 6,30pm
Qur US Hetlines are open for your orders (VISA and Mastercard only)
Mon to Fri, 9.00am - 5.00pmEST

For Canadian orders ring (416) 535 1159, Mon to Sat, 11.00am - 8.00pm EST
or contact our US Mail Order Service

GAMES WORKSHOP US MAIL ORDER
3431 BENSON AVENUE
BALTIMORE, MARYLAND 21227
(301) 644 5699




Throughout the Warhammer World - from the forests of The Empire to the 3 | &
jungles of Lustria, from the Elven Kingdoms to the Chaos Wastes - mighty / &
armies are on the march. Armed with this volume, you too can muster 4
these forces. The Grand Army of Bretonnia, The Dark Horde of -~
e v Naggaroth, The High Elven War Host of Ulthuan - these are just
' some of the army lists included. This book is an
indispensible aid for all Warhammer players. Packed
with evocative illustrations of all the troop types,
plus hundreds of shield and banner designs (many
in full colour), it also includes revised record
cards and a handy game reference sheet.
So raise the standard, sound the cha.rgc
and let battle commence!_ 2

The army lists included in this 4 There are also numero
volume are designed for use W / ) ally contingents,
with Warhammer Fantasy Battle - Y mercenary bands (i

and contain everything you O Gl:ll'l[\ Ogres,

need to know to draw up armies S

of - Bretonnia, Chaos, Dark
Elves, Dwarfs, The Empire,
High Elves, Orcs & Goblins,
Skaven, Slann, Undead, and
Wood Elves. war machines
OFFICIAL WARHAMMER FANTASY BATTLE ARMY LISTS
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