.

« ANNUAL 2002 -

WORKSHOP



sl




= = . - . -'-FTJI'F' 3 T !‘H

A - . ﬁ = - "
f S
i Ve Eitor Speafs
= -

9’ q G tingﬁnﬂ enizens of the City of the Damned! In your hands you hold the

p o ¥ ‘prized Mordhéim Annual, a tome that brings the experimental rules from the Town -
', Cryer magazine and the Best of Town Cryer supplement together as one, Here
4 within you will find updated new rules, Q@ & A and some of the best articles o be
- & ’fi fearured in the Town Cryer magazine.
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To all of us here in Fanatic it has been amazing how Mordheim has moved along in
L leaps and bounds, proof that its popularity is surely unwavering. This Annual is just
oA 78 the first in many potential supplements for the game that just goes from strength o
. Y i strength. New settings supplements are planned for the furure so keep your eyes
‘.. v, 7 glued to the horizon. All that remains now is to thank the tireless members of the
e w9 Mordheim Rules Review = Rinku, Terry Maltman, Nick Kyme, Mark Havener, Steve
¥ 2 ' Gibbs and Space McQuirk, without who's help. this wouldn't have been possible.

hat Steve
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- Random Happenings

These rules represent the weird and
wonderful things that can happen in
Mordheim which are bevond the control of
plavers. These rules are intended 1o be optional
and should only be used if agreed on by all
plavers making part. To determine if a random
encounter oocurs, roll a Do ar the stam of each
plaver’s turn. A result of 1 indicates a
random encounter. Roll a D66 for the
random encounter on the chart
opposite t0 see what exactly is
encountercd and follow the
directions. The player whose
turn it s places any models

t was dripping that represent the encounter
k of © and they will act in each of his

codlar, % wrns {that plaver doesa't
control  their actions though,
sce the individual descriptions
e see how the models ace). This

can™ this damnpable . plaver is known as the
have normal : . 'Encountering  Player’,

o

MO0 did

ng the shirt
wiore under his

learthér jerkin. “Why

ather? 1t's the

winier, for His

The best v
t wis o concrnicite on the ta hand
cting. the precious wyrdstone, and think

* gold it they

wikrhane colAlp 1 € iine the
nature of their apparent sabvation. Dark clouds now

WTa | look o them

cioale satecd with some foal fluid.

inhiald asked, voiting the guestion

With a sound like® the sereams of the damaed, the :

{up andr yellosw rain stacked o fall. A ‘; g

| hissed and burned: As one .

irfband members Fan velling into the cover of a =

building. Mere steps from the salery of an open”

doorway the newest member, Mannfred, fi v his

knees and an screaming, fedring ar his flesh. From
the building the other members watched 3 Miannfred
dirt of the read andthis

pitched face fu rd inEo o

screams died.

Klaus, the lareest member of the warbaod, torned foface
Reinhold, a paine k on his bantle-scarred Bace. “You
had o ask. didn’t v
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Mordheim is a dark and sinister city - dangers lurk
around every corner. Even the basic laws of nature cannot be
relied upon. Mark Havener and Tim Huckelbery explain how these
dangers can be introduced to your battles.

even though random encounters will frequently affect only his
aopponent or both players indiscriminately. The models tha
represent a random encounter must all be placed within 6" of a
randomly determined board edge and they will remain within 2 of
another member of their group at all umes. Random encounter
members must be placed (and will remain, unless their description
indicares otherwise) at ground level in the open. The Encountering
Player places the models representing the random encounter. bui
nodc that they cannot initially be placed within 127 of any
warhand models

After being placed, many encounters will travel as guickly
as possible (without running) towards the nearest warband
model. For this purpose the nearest model is the model that
the encounter can reach most gquickly and encounter models will
never climb the sides of .a building w ger at a
warband member. Whar each encounter does from there is listed in
its description. Mowe thar charging models will engage as many
warband members as |I'II.'!| can reach ganging up it some of thiem
can't reach different models, Mo more than one random encounter
will ever take place in a single game, so after a random encounter
is rolled, the players no longer need oo roll at the start of their tums
Several of the entries below refer to game turns, this includes both
plavers’ turns

Random Lncounters CPhart

D66 Result
11 Ogre Mercenary

An Ogre Mercenary (se¢ the Hired Swornds section of the Mordheim
rules for details on the Ogre Mercenary)y appears furnther down the
strect. Sensing trouble brewing, he decides o seize the oppormunity
and offer his services o the warband with the lowest warband rating
{if there are two warbands with the same rating, roll a dice w see
whom he offers his help vo). The warband thar he offers to help must
add the Hired Sword to its roster for this game. At the end of the
game, the Ogre demands pavment or services rendered. The
warband that he joined must pay his hire and upkeep fee. If the
warband cannot {or will not) pay him, he leaves, but not before
taking out his frustration on a random member of the warband (only
roll among members of the warband who were not taken our of
gction during the game). Roll for injuries to this unfortunate member
just as if he had been raken o aof action

12 Swarm of Rats
something in the sewers has rightened the rats thar live there. The
rats are in 4 hurry oo get away and will amack anything than stands
in their way. Use a template 80mm x 120mm o represent the
rals. Six monseer bases (use rat swarms if Yol have them)
placed in a rectangle with one shon side representing the
front, will do nicely. The rats move 2167 each urn. They will
abways move forward down the centre of the street and if they
come w an intersection roll randomly 10 determine which
direction they take {example: for a normal fours-way
cross-intersection eoll a Do: 1-2 right, 3-4 soraight
forward, 5-6 left). The rats cannot be engaged in
close combar and if they make conmact with a
mgselel they will run right over hime Aoy maodel
;]

moved over by the rats will suffer I3 Serength 2
hits, normal armour saves apply



13 EFarthquake

Puwerful mapical energies bom the ceaer at the centee of the ity

shake the local landscape. The ground heaves and buckles violently
ard warband members find it haed 1o keep their footing, Roll a D3
determine how many game urns the earthquake lasts, While the
5|:|_;|J._;[:|it_l|'|s|;-]"_~,i_3.13._ all movement is halved, all Tndiiarive 1eses 1(|||‘I‘|‘|‘.-||“|§
et} suffer a -2 penalty and all Shooting and Close Comnban w hit rolls
are made with a -1 penalry

14 High Winds

A powerlul wind scircams through the arca, wildly seamering debris
anil knocking down anything that is ol Grmly anchored w (e
pround, Warband members now suffcr a -1 penaley o all Initiarive
fests (climbing, jumping, eto) and oo hit rolls (dose combat and
shiooting) lor the rest of the game

15 Blood for the Blood God!

Unlorumarcly for the warbands invobeed, the scent of hlood has
hrowght the attention of one of Khorne's minions.  Reality s
breached as a vicious Bloodlemer emerges froom the Kealm of Chaos
ty shed even more blood for its masier. The Bloodlcier has the
fil i ing characteristics and s il rules

Profile M WS BS § T W |1 A Ld
“+ 5 1 b 2+ 1

Bloodlermer 4 [{] il
Feur: As munstrous and borrilving creaures, Bloodicuers causc fogr
Save: 44 Thaemonic arminir save,

Psyvehology: lumnune 1w all psychology 1osis

Hellhlade: The Bloodlemter is armed with a Dellblace which will
automtically cause a crivical hig if a 44 18 rolled o hir

Ihe WMoodleter will seek owl the neavest close combat and join in,
draven bw the clash of steel, The Dacmaon has a number of Aitacks
eqquial 1 the pumber of pponents i is fghting (down (o a minimom
of 2 Artacks). Irowill split ies avtacks amongse the oppomnents, aned e
mmtber low many warrors are ionvolved i may voll 1o hit cach aone ar
leaste onee, It will alsey Prevent an |.|n|'||1|||l|;'|:1| [Fivith I..||..I|h:|; iy |||||1.'1'
wilrelor ond of actfon in the massed comilaal, as I|h.:| will B o0
eoncerned with the Dasmaon to finksh off their other enemy!

Il there are no ongoing close combats within range, it will charge the
meschel wich the highest Weapon Skill in ocder o do battle with a
worthy opponent. I there are no encmics within charge range, the
Dracman will run tosards the nearest warrior, eager w oo battle, The
Daermnon will stay for D tuens alter which ir will dissappear

16 Lucky Find

One candom model, on his feet and not in hand-to-hand combat or
|'|1'1_'i|1;|;, hax stwembled LI A shard of w :u'l-;jhll.:rld," -'n.*--lulllr'llnl_ I
docsn't go ont of action, this is acded to any other shards the
warhand fnds alter the game. I he s wken ol of action in closc
combar, the enemy modlel steals the shand away! Note that only non-
animl meslels can Ond or steal a shard, ot Dice Wolves, Huniing
Nogs, cte

21 Restless Spirit

Countless unfortunates have suffercd agonising deaths in countless
forms since the comet crashed o the ciy. Not all of these
individuals can easily accept their new condition and they refuse o
rest. Perhaps they lell some impormant sk unfinished or scck
revenge on those who did them harm. The warbands have stumbled
upon one such ghost, Any warband memboer who is within 8° of the
spiric at the start of its Movement phase must make a Leadership west
or e (exacily as if he were fecing from combat). Models that are
immune b psychology automatically pass this west. This crcanine is
unable o aftect (or be atfected by) the phvsical waocled, buat it is very
friphtening nonetheless, ‘The spirit moves 47 in a ndom divection,
moving through walls, obstacles or warband members as if they were
not there. It will not charge and canmol be harmed by the warband
members in any way. The only exception to this is if the spirit comes
into contact with a Sigmarite Matriarch or a Warrios-Priest of Sigmar.
These models may choose to put the dead tooorese. If the player
controlling such a model decides 1w do this, the spirit is mmediaicly
banished (disappears and docs not return) and the priest gains one
Expenence peoint.

22 Burning Building

Suddenly, ane of the Buildings (chosen at random) bursts into lanes,
ignied by smouldering embers fvom a five thought extinguished long
ago. Any models inside take 4 53 hit unless they move outside in that
turm and any models within 27 of the walls @ake a 52 hit from the
amoke and heat unless they move further away as well, For the rest of
the game. the building iscll will cause fear duc o the intense Hames
and anyone who wishes oo cnter it must first pass a Pear test exactly
as il they wished o chirge a fedrcausing enciny

23 Man-Eater

Une of the wees growing in the area has been changed into a
carnivorous predator by exposure to the Chaos magic inundating the
arca, Randomly dewermiine which member of the Encountering
Plaver's warband finds the plant. That meoedel is anacked as a large
mouth opens up in the tmnk of the trec and its branches whip down
to grab its unfortunate victim. Place a tree next o the victim. He is
now considered 1o be in close combar with the tree, which has the
following characteristics:

Profile M WS BS M T W 1 A Ld
Tree ] 5 i 4 b 2 5 2 10

The trese automatically passes any Leadership tests it is reguired w
make. Any resull on the Injury table will cause the Man-Eater o stop
artacking, though it is not possible to actoally take it o of goion or
ok i doww. Opponcents are + 1 o hit the trec, due o the face that
it is rovoted tor the spot!



24 Skeletons

While the intense magic of the area rapidly dissolves skeletons o
dust, shambling hordes of them spring up at random from the bones
of the fallen. Uncontrolled, they roam the city sasteland. blindly
avtacking evervthing they find before flling apart. 206 Skeletons
appear with the following profile:

Profile M wWs BS § T W I A Ld
Skeleton 4 2 2 X 3 1 1 | 10

Fear: The Skeletons cause fear
Psychology: Skeletons are immune to all Leadership based rests and

Stunred resuls.

They are armed with simple weapons or bony fists (treat as daggers
in close combat), The skelewons will move wowards and attack the
closest models as quickly as possible. Roll a D3 when they appear,
after thar many wrns they crumble back o inanimate bones (count
the current tum as the first one)

25 The Twisting of the Air

Reality itself seems to twist, warping perceptions until no one can be
sure of whar their senses well them. Roll a D6 ar the stan of each
playver's wrn. For the next D3 game marns, the distance within which
warriors can use their Leader’s Leadership value and the distance for
heing All Alone is the value molled instead of the normal 67, All
distances berween models are also increased by the same DG roll for
purposes of weapon ranges and charging. Note that the acoual
models are not moved, but only the shootingtharging model's
perception of the distance

26 Spawn

The warbands have stumbled upon one of the many former
inhabitants of the city thar gor oo close o the crater at the centre of
the cliy and was wrned inmo a mindless spawn, Spawn have the
following charactenstics:

Profile M WS BS § T wW |1 A 1d
Spawn 2D6 3 i a a 2 3 2% 10

Fear: Spawn are disgusting and revolting blasphemics agains:
nature and cause foar

Psychology: They are mindless  creatures,
knowing no fear of pain or death. Spawn
automatically pass any Leadership based test
they are required o make

Movement: The Spawn moves 2067
powards the nearest model in cach of
its Movement phases. [t does nod
double s movement for charging,
instead if its movement kes i i
contact with a model it coiinis as
charging and engages  that
mddel in close combat

Attacks: Roll at the beginning

of each Close Combat
phase o determine the
spawn's number of
Attacks for dhat
phasc.

—

31 Collapsing Building

Pick one building at random. Any models inside must pass an
Initiative test or suffer a 55 hit, armour saves applyving as normal, as
the building collapses. Remove the building from the table (replacing
with ruins if possible), and place the models back on the table where
it stood. Any models dimbing the sides of a building or on the roof
when it collapses avtomatically fall from whatever height they
wWere al

32 Scrawlings on a Wall

A randomly determined warband member who is within 47 of a
huilding (if there are no models this close 1o a building, ignore this
encounter), sees writing suddenly appear in blood on the wall closest
w0 him. Koll on the following table o find our whar the writing says;

My Result

| The writings are a owap of the area. The model’s warband
receives a + 1 on the roll w pick the scenanio for the next
game they ke par in,

2 Reading the writing accidentally seis off a spell on the reader,
The model sulfers a minor curse and now has a -1 penalty to
all dice rodls for the rest of the game

4 The warband memboer learns of the remains of some booty
insicdle the building. IF he moves inside he finds a D6 gold
CrOwns

4 The writings reveal all the hiding places in the arca. The
madlel can hide, even in the open, for rest of the game,

5 Uhe warband member learns of a secrer passage inside the

building = if he moves inside, be can pop out nest laem in any
oithier building

0 A Tun read, bat nothing else happens (Veskit was herel),

33 Thick Fog
A fog rolls in, chick as pea soup. Models can only see 2067 (roll once for
the distance all models can see; doonon roll individually for cach model)
Ke=roll ar start of each Encountering Player’s ium o see whar the
visilsility s for chear ouem, Thae fog kases for the rest ol the gpune

34 Hands of Stone

Hands of earth and stone suddenly jur out of the ground in s small
area of the batleficld. The Encountering Player must pick a spaot
anywhere on the bartdeficll and anything within 37 of that spot is
affected. The area is now very difficult ground as the hands grasp and
avtemt o hold anyone passing near them, This encounter lasts ong
gamie turm, at the end of which the hands sink back inno the ground

35 Dog Pack

Hecent events in Mordbeim have caused many of the city's dogs
suddenly find themselves without homes, Groups of these animals
have ourned feral and formed into hunting packs. The warbands have
been discovered by one such (very hungry) pack. The pack consists of
203 wild dogs {use the Hunting Dog stats from the Witch Hunter
warband list). The dogs move as quickly as they can wward the
nearest models, dividing themselves as evenly as they can between
multiple targets if they are available. If members of a dog pack take a
warband member onf of action, he will be eaten if not rescued. 1f no
friendly model comes within 6 of where the model fell by the end of
that warband's next turn, the fallen member is considered lost (dog
foseudy. IF a dog pack fails a Rout west, they leave withow taking their
‘food” with them, any warband members taken ond of action in the
last turm of the game have not been caten and follow the normal rules
foor musdlels maken ol of action

36 Possessed!

One candomly selected member of the Encountering Player's
warband is suddenly possessed by a minor spirit. This spirit is far wo
weak o control the model’s entire body, but is instead limited
controlling one of his or her limbs (usually an arm). The model takes
an awmmaric hit at his or her own Strength during each of his or her
Close Combet phases until the possession is over and may do nothing
clse. The posscssion lasts D3 game tums, Note thar Sigmarie
Matriarchs and WarriorPriests are immunc to this possession, as ang
aon-living warband members. If such a warband member is the objea
of the spirt's amention, randomly determine another warband
member o suffer the effect instead.



41 Fountain of Blood

The ciuy iself seems o weep as even more blood is shed on s
streets. For the rest of the game, whenever a model is aken our of
action in close combar, the model thar did the deed must ake a
Strength test or be krocked down as he is hit by a torment of blood
pouring from the ground. IF there were others involved in the
combat they are not affecred, as the steaming liguid seems o b
directed only at those who have called ot into being by their
bloodthirsty actions.

42-44 Storm of Chaos

Clouds rapidly gather above the city in an annatural, sickly yellomw-
green mass and warp lightning begins o dance from one cloud o
another, Thunder rocks the air, screaming out in almost intelligible
nivses, The clouwds themsehves seem w take on the shapes ol
mamstrous creatures and both warbands in the conflice look ar each
other with fear on their Bees. Roll a I oo see whan the storm
manifestation will bring

(121 Resuli

| Warp lightning begins o sielke the ground in search of a
victim, It will hit the warrior with the best armour savee,
atrracted vo the large amount of metal, Than warrior takes a 85
hit, with no armour save possible, I multiple warrions all have
the highest armour save, randomly determine which is seruck,
The warp lightning will strike for D3 tums before moving on
wwards another part of the ciy,

2 Fish suddenly @il our of the sky to pelt the area! All movemeni
is halved for one rn (due o wer, Dapping fish underfoor),
st thiere is nao ather effect

i Wyrdsione dust has mixed with the water vapour in the arca
and produced the strange looking clowds from which a
tainted rain begins w fall. The rain burns flesh and ears into
stone and metal. Bach warband member in the open takes a
single 52 hit {normal armour saves apply) every tarn the rain
lasts wuntil he gets under cover. The fain lasts 33 turns

i A magical mass of lightning torms near the ground,
illuminating the area wicth an eeric greenish glow. I begins o
muove about the area, dreawn to magical powers from shich it
feeds. Place a counter as per the nonmal Encounter males to
represent the mass and each mrn move it 206" wwards the
highest level spell wser (the one with the mast 1-|'N.'”.'\ = gach
turn roll a D6 i two or more spell users have the highest
number of spelis), IFthere are no magic users in the game, the
mass will move towards the opposite table edge, doing
b Bt Blocking T of sight as i moves, 1T the model the
mass is mewving wowards casts a spell, immediately move the
counter another DG wowards the model. IF the ball of
lightning touches the et model, the model s foeen in
e and canmot do anvthing, While frozen, the model canno
be atmtacked or barmed in oany way = the lightning mass
proteces iis prey! Afier freceing a model, the lightning will no
longer move but will instead remain near s vicoim o feed
The lighening will feed for D3 wrms on the magical energy of
its victim and then fies back wwards the warp clouds above,
Ireeing thie magic user. If the game ends before the feeding is
done, the victim is immediately released. Victims suffer no
long-term il effecs from their exposure to the lightning

5 A rumbling is heard rom overhead, as thunder erupts from
the strange clouds. The thunderclaps become more intense
ancd the heavy pulses of air brings warriors 1o their knees as if
they had been hit by cannonballs of solid air. DO randomly
selected models are bnocked down by the air baests, 1IF any of
these muodels are in close combar, all other members of that
mekee are Ernocked down as well

i Tendrils of smoke drift down from the elouds, winding
around the heads of members of each warband. Randomly
select one Hero from each warband = these warriors have
been chosen by rival storm godds as their champions, The
chosen models must move owards each other every turn and
get into close combar as guickly as possible. Once in combar,
they will automatically pass all Leadership tests and will fght
until only one remains (the combar will end when one of the
mascdels puts his rival ot of action). If a warband does not
have any Heroes left in play when the storm gods choose their
champions, a random Henchman will be chosen from that
warband inspead,

A

45 Pit Fighter
This encounter s identical oy the
Opre Mercenary  encounter  belorne,
except the Hired Sword encountencd s
i Pin Fighuer, niot an Chegre Mercenary

46 Plague of Flies -
An enormous cloud of fies appears in the sky and
sworaps divan on the warbands below. All models have an

extra -1 v hit penalty when shooting or fghting in close
conmbat as lies bz around them and into open orifices. The Mlies
remain for DD game uens and then fy away,

51 Sinkhole

An enomious mouth suddenly opens up under the feer of one
randomly determined warband member. Make an Indtiative test for
the mosdlel. IF the test is failed, the model Balls inmo the pit. IFa 1 is
rolled for the west, the model s sucked underground and taken oud
of acrion. Any other Gilure results in the model carching himself in
the opening, which closes around him. Treat the model as
being knocked doun for the rest of the game, though he may
ot mawve at all

52 The Horror in the House

Bandomly select one warrior lurking alone inside a building (if there
are no warband members inside a building, ignore this result and
re-roll on the Random Encounters table). Unformunately for him, he's
niot as alone as he thought. He hears a slight ripping sound as if the
air iwself is being torn apart and something manifests itsell behind
him. The warrior must make a Fear test and if be fails, in his next
Movement phase he will run screaming 2D6° from the building
towards the nearest table edge and can do nothing else in that am
If he passes the test, the unnatural presence stll forces him D&”
outside, but he suffers no other effects. At the start of his subsegquent
wirn, a Aecing model can wry 10 recover from his ordeal by passing a
Leadership test, but at a -1 penalye If he does, he stops, but cannot
do anything clse thar murn other than cawch his breath. If e fils, he
again moves 24", trving in vain o erase the errifving images from
his memory. For the rest of the game, the building itselfl will cause
Sfear, and anyone who wishes to enter it must first pass a Fear test
exactly as if they wished o charge a fear-causing enemy




53 Plague Victims
Dhisease s a oommon occurrenoe
amaong the few survivors left in the
ruins of the city. This group of a Do
citizens has contracted a parvicalarly
nasty plague known as Nurgle's Kot
They move ot normal rate (47 wwards
the nearest warband members, secking their
help. I they come Into contact with a warband
member, they will non anack, bur will instead cling
tor him as they beseech his aid, hindering him gready, A model with
Plague Victims in contact with him acts as if he had just recovered
frivm heing knocked doten (moves at hall sate, may not charge or ran,
eic, See the Mordheim rules for deails), 1F one or more of the Pligue
Victims is charged, sho at, or otherwise amacked, these pidful victims
will rout immediately. At the end of the game, roll a dice for cach
warbund member in play when the Plague Vicdms appeared and on
a roll of 1, that member has contracted Nurgle's Row, Roll again oo see

what cffect the discase has on that member

DG Resuli

1 Major Symptoms: The plague races through the victim's
system, producing horrible disfiguring lesions before killing
him, If the model is a Henchman, he dies. If the model is a
Hero, roll DY dmes on the Serious Injury able (ignoring
Rebbed, Bitter Evnnity, Captiired and Sold to e Pits resulis)
o determine the long rerm effects of the disease

25 Minor Symproms: The plague takes its ooll on the vietim as it
takes its course, Without proper bed rest the victim will dic
The warband member must miss the next game as he
ECOVETS,

3] Full Recovery! The vietim has an especially hordy constitution
or gets an extremely mild case of the discase, The victim
suffers no il effects

54 Last One Standing

The horrors of Mordheim can dreive even the strongest mind past the
povint of madness. This Sigmarite Matrianch (for stats see the Sisters of
Sigmar section of the Mordheim rules) has seen her entire warband
cut down around her and the expericnce has proven oo much for,
She now secks revenge and is not partcular about who gets o pay!
She is armed with a Sigmarite Hammer and steel whip and wears
heavy armour and a helm. She carries Blessed Warer and a Holy Relic
on her person as well. She knows the prayers The Hanoneer of Sigrar
and Arsmonr of Righteonsress (see the Pravers of Sigmar chan in the
Mordheim rules for details). Roll randomly o determine which she
casis on herself cach marn., She has the skills Absolute Faith, Jump Up
and Step Aside. The Matriarch will move as quickly as possible
towards the nearest model and engage them in close combar if able
She will not rout and must be taken omnf of action o make her stop.
If the Matriarch is taken owf of actfon, leave her body where it fell,
any non-animal warband member may loot her body by moving into
contact with it during their Movememt phase, IF this warrior is laer
taken omr of action as well, place a counter where the warrior fell o
represent the Marriarch's equipment. This can then be picked up by
a different model. as above.

55 Booby Traps
Some nefarious individuals have trapped
the whole area the warbands are searching
These traps may take the form of spiked pis,
deadialls, spring-driven spiked boards, etc. When this
encounter is rolled, the Encountering Plaver must randomly
determinge which of his warband members has discovered the first
trap. This unfortunate individual springs a trap immediately. 1f the
trap s nok avodded by passing an Initiative test, the model takes a
Strength 3 hi armour saves apply as normal, From this poing uniil
the end of the game, each plaver will roll a D6 ar the start of his or her
Movement phase. A roll of 1 means that one member of thar plaver's
wirbaind has sprung a weap and must make an Indviarive vest wo avodd
it If the rap is mot aviided, the model takes a 5% hit as above; apply
any damage before the model is moved

56 Catacombs

The grownd gives way under one randomly selecied warrior and he
falls into the depihs of the catacombs below the city. He takes a 53 hit
frovm the fall unbess he passes an Iniciative test, and Linds near the
remains of others who have fallen before him. Assuming he's ot
taken ot of gciion by the fall, he discovers one of the lollowing alter
a quick search (roll a Ddb)

Iy Resuali

| A helmci

2 A simall P h i ning 2006 gold crowns
3 A lantern

1 A net

5 A vial of Black Lotus

i A sword

Unless he has a rope & hook, the warmior s stuck in the catacombs
and cannot rejoin the game, He will count as belng omd of aetion for
Wit PUrPHISEs, bt will rejodn his warband alier the game with ni
other untoward effeors. IF he does have a rope & hook, he can climb
oul D3 iwrns later, appearing inside a randomly determined building

1 Forbidden Fruii

Crhostly white Bowers suddenly open on a tree in the area and emit a
powerful fragrance. Randomly determine a member of the
Encountering Player's warband who happens (o be standing next o
the tree when it comes oo life. Place the tree within 2" of this model
Any warband members within 8° of the tree must make a Leadership
test at the siart of each of their urms or move as guickly as possible
towards the wree. [Fwithin 17 of the tree, a spellbound model will pick
and eat one of the swollen, blood-red fruit hanging from its branches,
Any model cating one of the Bruit is aviomatically aken ol of achion,
as powerful poisons incapacitate him or her. A non-spellbound
warband model may keep another model from moving toward the
tree by moving into base to base contact with him or her and holding
him back. Neither model may do anything else while the spellbound
misdel amtempts o move o the tree and the restraining model
atempts o prevent him from doing so. Both spellbound  and
restraining models can react normally if atacked in close combar and
a restraining model can give up his anempts at any dme, This
encounter lasts the remainder of the game. Close inspection of the
tree reveals the bones of several animals overgrown with grass and
leaves bving at its base

62 The Lost

Many view the destruction of Mordheim as a sign that the wordd is
coming toan end. Groups of these lunatics are often drawn o the city
where they anack anvone they come across, certain that they are in
some way helping to avert this cataclysm. This group of D3 Flagellants
(see the Wirch Hunter section of the Mordheim rules for stats and
special rules) will move as quickly as possible towards the neancsi
warband members and engage them in close combat as soon as they
are able. They are anmed with Rails



63 Reflecting Pool

Uhne warrior on the ground {selected at candom from
the Encountering Plaver's warband) notices a small
pocl of what looks to be stll warer. Reflecting the
ghoomy sky above, it appears to be liguid meal or unnatrally deep

silvery warer, rippling only slightdy with the dank breeze blowing
through the city He can ignore i, or bend guickly o peer inbo its
depths. If be's brave enough 1o gaze into the murky liquid, roll a Do

Iy Resule

] Ihe waner reflects back nightmare images of his own demise
fillimg him with fear for his own safety. For the rest of the
EANNE, M0 MEIer Fovw i AW hes is teovmy Priendly models, he
will always count as being alf alone in close combear

L

e warror ;.:III11|'|'\--|,"\-| an image of what is ver oo come. For the
rest of the current mrm e may re-roll (omce?) any shooting or
close combar rolls 1o hit

A A bving imvagee of his personal god appears, be it Sigmar or even
the dread Shadowlord, Filled with courage, the warrior may
ignore any and all Leadership-based wests he is required mw
miake lor the rest of the game

i Ihe warrior pecers o the depths of his own ond, unlocking
uniapped abilities. He can dewct any encmy maodels hidden
that wurn, even those not in his noemal line of sight, and
passes the information on o the rest of his comparrions, All
enemy models lose their hidden stams

5 A slender arm reaches out from the pool, leaving no ripples in
the smooth liguid, and pale fingers ouch the warrior's chest
The soft caress causes a faint glow, which spreads throughout
his body. Though it guickly dims away, a strong fecling of
strength and witality is left Bbehind. The warrhor may ignoee the
mext wounding hic be reoeves, even il i is a critical hae

[ The ciey chaososes o reveal s oroe visage o the warriorn
unweiling the maonstrous int ”'H"'”"- thar lurks behing the
Bcade of simple ruins amd rubble, The warrior's mind is
overwhelmicd by the enormity of  ohie b pression anmil hi
stumbles away in stark werror, For the rest of ohe game, all
encmy models count as causing feae o the warelor and he will
refuse o enter any buildings or get within 2" of any walls o
ruins, Afier the game the effects will wear off, though he will
always hesitate slightly before enterng an unlit room Ffrom
MW H

Note: Only warriors who can gain in experience can choose 1o look
inin the poal, all others simply lack the curiosity oo bother!

b4 Screaming Walls

Faces appear in the walls of one randomly determined boilding and
st b emit a plercing shrick. Any warband members within B of the
bullding take a 51 hit (no armour saves allowed) and ace at -1 on all
po bt polls (close combar and shoodng) while the scrcaming lasis

"i:'l,'“l. AMErs are evien more sensitive to the noise than others and so
no spells may be casi froam within this radios, Boll a D3 o dewermine
herw muany Eame Turms the s FCAITRINE lasis

65 Peddler

Moy muatter wihich e i
it is rolled on, this

encounter happens an th

end of the game. The

WAng wirband sces a

peddler wandering through
travelling
merchant keeps his entire stock on
his back amd offers o sell pact of 0 o che
warband. He has the follosing items an hall their

thia ruins This

normal price: mace, hammer, ssword, dagger, ax

helmet, crosshona, pistol, duclling pisiol, rope &
hosiek, any  podson, lucky charm, blessed water {
hunting arcows, garlic, healing herbs, holy  (or d

unholy) relic, lantern and Mordheim map. Roll a D3
for cach item o And the quantity the pedlar carries

60 lisy-Bitsy Spider
e presence of the seyrdstone has muotated this oommon
hruse bl st it 4 monseer o ttanee propaortons! This

Gilggantie Sphder has the fodlowing characteristics
Profile M WS HBS S T W I A Ll
Spider 5 5 [ 5 1 i 1 2 1

Fearsome Beast: The Gigantic Spider causes foar
Chitinoas Hide: v bais an armodair save af 44

Poisonons Bite: Aoy io wonaned molls of 5 or 6 (rather than juist @ )
are treated as oritical hirs

Thie Caigeaiitii l'i[lldhl imves froom the table edge it stars from (o the
opposite table cdge, amacking any warband members that et
in its path
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Among the races of the
Warhammer world. none enjoy
the prospect of a good looting
more than Ores and Goblins. For
this reason many Orc warbands have
been drawn to the city of Mordheim

course, (res would much rather ambush
other warbands and take their wyrdstone than
collect it themselves, bur their goals are the
same as any other warband = collect as much
treasure as possible! These traits are reflected
N D the following special rules:

Special Rules
Animosity. Ores and
Goblins enjoy nothing
more than a good
scrap, unforunately
they're not always
very discerning
about who they
scrap with! T
T{‘Pr!."ﬁl..‘l'lt 1.|"|I.‘1.

the Orc

bn

Orcs enjoy fighting and looting more than anything else.
Because of this, an Orc’s life is spent in constant battle - either with

his fellow Orcs or some other enemy. With its wealth of opponents and
loot ready for the taking, Mordheim offers the perfect opportunity for
an aspiring Orc Warboss to prove himself. What follows are complete
rules, written by Mark Havener, for Orc & Goblin warbands.

and the wyrdstone that lies hidden there, OF

at the start of

;b T """w:mw
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player’s wrn, roll a D6 for each Henchman who is either an
Ore or a Goblin. A roll of 1 means that the warrior has taken
offense o something one of his mates has done or said. Do
not roll for models thar are engaged in hand-to-hand combat
{they're already scrappin™). To find out just how offended the
model is, roll another D6 and consult the following char o
see what happens:

Do Result

1 “T "Erd Dat!™ The warrior decides that the nearest fricndly
Crrc or Goblin Henchman has insulted his lincage or personal
hyvgiene and must pay the price! If there is a friendly Ore or
Goblin Henchman or Hired Sword within charge reach (if
there are multiple targets within reach, choose the one
nearest o the mad model)y, the offended warrior will
immediately charge and fight a round of hand-to-hand
combat against the source of his ire. At the end of this round
of combat, the models will immediately move 1" apart and no
longer count as being in close combat (unless one of them
fails another Animosity test and rolls this result again). i
there are no fr':umll} Ore o Goblin Henchmen or Hired
Swords within charge reach, and the warrior is armed with 2
missile weapon, he immediatelv takes a shot at the nearest
friendly Ore or Goblin Henchman or Hired Sword. If none of
the above applies, or if the nearest fricndly model is an Ore
Hero, the warrior behaves as if a 2-5 had been rolled on this
chart. In any case, the warrior in question may take no other
action this turn, though he may defend himself if aracked in
hand-to-hand combat

2-5 "Wud Yoo Say?” The warrior is fairly certain he heard an
offensive sound from the nearest fricndly Ore or Goblin, but
he’s not quite sure. He spends the tum hurling insults at his
mare. He may do nothing else this mm, though he ma
defend himself if aracked in hand-to-hand combar

6. “I'll Show Yer!”™ The warrior imagines thar his mares an
laughing about him behind his back and calling him silly
names. To show them up he decides that he’ll be the first one
to the scrap! This model must move as quickly as possible
towards the nearest enemy model, charging into combart i
possible. If there are no encmy models within sight, the Cne
or (roblin warrior may make a normal move immediately. This
move is in addition w his regular move in the Movemen
phase, s0 he may therefore move twice in a single murn if you
wish, If the extra move takes the Ore or Goblin warrior withis
charge reach of an enemy model, the warrior must charge
into close combat during his regular movement

IMistasteful Company. Manv Hired Swords refuse 1o work for
Ores, as they know that Ores are just as likely to ear them &
fight alongside them. Ores may only hire the following Hired
Swords: Pit Fighters, Ogre Bodyguards or Warlocks.



Combat Shooting
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CBhoice of warriors

An Orc warband must include a minimum of three models.
Yiou have 500 gold crowns which you can use to recruit and
equip your warband. The maximum number of warriors in
the warband is 20.

Boss: Fach Orc warband must have one Boss: no more, no
less!

Shaman: Your warband may include up o one Shaman.
Big "Uns: Your warband may include up to two Big "Uns.

Orc Boyz: Your warband may include any number of Orc
Bove.
Goblin Warriors: Your warband may include any number of

Goblin Warriors, though it may not have more than wo
Goblins for cach Ore in the warband (including Orc Heroes).

—

Starting experience

A Boss starts with 20 Experience.

A Shaman starts with 10 Experience.
Big 'Uns start with 15 Experience.

All Henchmen start with 0 Experience.

CBaracteristic increase

Orc characteristics may not be increased bevond the
maximum profile limits shown below. If a characteristic is at
its maximum, take the other option or roll again if vou can
only increase one characteristic. If both are already at their
maximum, vou may increase any other by +1 instead.
Remember that Henchmen can only add +1 w any

characteristic.
Cave Squigs: Your warband may include up to five Cave
Squigs. You may never have more Cave Squigs in your Profile M Ws BS § T W I A Iid
warband than vou have Goblin Warriors. Orc fd 4 6 &« 5 5 3 5 3
Troll: Your warband may include up o one Troll.
—_———e e
@TC e ul‘ ment fl' 5t 5 Goblin equipment list
q P Hand-to-hand combat weapons
The following lists are used by Orc warbands to ERRBRER s v i o e i . 1st free2 g
pick their equipment. Chisly o.coiawss 3 g
_ SRR - oo i B N o B s o T i 10 g
Orc equipment list I e B S R 10 gc
Hand-to-hand combat weapons
e v« oo 15t freef2 go Missile weapons
............... 5 ge Short BOW . . .. coecnvvmsnr s s w B B
...................... 15 go i
"""""""""""""""""" 10 ge e, o
"""""" 15 ge BEEIOEE: - o ooeoa sominis e Aot & el 10 g
........................... 10 gc
......................... 11} g Miscellanecous 8
SquigProdder ........c.oicvaansas 190
BN R o o s e e .15 ge
ot ACCRER R SRS PP E PR 25 ge Mad Cap Mushrooms ............... 25 gc
r 10 g
..................... 20 g
5gc
.......................... 10 gc




Ihe lithe fpures peered through the folinge at the
group in the clearing bel The pair of Wood Elf
had been shadowing the Orces for days,
atempting to determing if the small band of creamores
Was an hand or the scouting party of a
larger army. While most beings would not be ahle o
hear the gurttural Ore speech from 100 vards a
keen cars of the Elves allowed the scouts o discern
what the saying. Most of it was
nonscnsc of cour sguabbling over some scraps of
mest or prety rocks, but the Elves patiently awaited the
that the foul

O ress

SO0UTS

ay, the

Croalures Werd

words would reveal purpose ol

Members of the band loitercd about the clearing

Goblins scampered around ceasclessly, attempting o

avoid the annoved grasp of their larger Ore cousins. A
vy wandered around aimlessly in a
ing a groove into the ground where i

ging s feer for hours. As the Elves

a solidly built Ore with blood covering his
arms up o the elhows approached a much larg
who was seared on a primitive ‘throne” of
hides bl

seated Ore was the leader of the motley group

all circle, d
had
watched

been

nies and

The soours already determvined that the

“How'd da hunrin’ go?” asked the Ore Boss

Ran inta somc "umies, All dey 'ad was some black

rocks

{i_ﬁbmm— 691’035 =

1 ®rc Voss

80 gold crowns to hire

An Ore Boss is a tough and brual warrior, who will throw his
lads into any fight that he thinks he can profic from. He is the
strongest, toughest and most barbaric member of the
wirband and if any of his Boyz think otherwise, the band many
soon find itself with one less member!

Profile M WS HBS 8§ T W 1 A ILd
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Weapons/Armour: An Orc Boss may be equipped  with
weapons and armour chosen from the Ore equipment list

SPECIAL RULES
Leader: Any warrior within 6" of the Ore Boss may use his
Leadership characteristic when taking Leadership teses,

o1 ®rc Shaman

40 gold crowns to hire

Orc Shamans are outcasts from Ore society. They are gifted by
the Orc gods Gork and Mork with powers they can neither
understand nor completely control. Many join roaming Orc
warbands where they are no longer shunned for their
abiliries, but respected for them

Where's da loot den? asked the Ore Boss, "All "umies

gl oo™

“Dat’s what | asked "em!” replied the Big "Un, “Dey
triedd 1o tell me dat da rocks WAS da loot! Den after |
leans on "em a bit, dey tells me dar some bhig boss
‘umies pay loads for dis stuff!

‘Loads?

“Dat’s what dey sed Un replicd, disbelict
plain on his face, “Dey told me da rocks wuz from dis

Mordh. . Mork

the Big
iace called More-ry well, dey drew us
1la lled More-o 1l, |

dis map.’

The larger Ore grabbed the serap of pe wnt his
licutenant had been holding and scanned ic for a few
scconds, then began barking onders. Goblins sguealed
and ran about the encampment, frantically packing up
the warband's gear. Four huffed and sirained as they
picked up their leader on his throne and carried him
aloft. The On
about the whole affair, and calmly packed up their kits

wiarrions were much more L1:||'!'||'|I|I'\|-1.'I.|

ancl |'I'|'1.'J'|.II'I|.'|.| tor the journey ahead

I'hie seouts Raded back into the forest, secure in the
Ihey oo
city thart had
lving on the streets for easy

knowledee that these Ores were no threat

had heard stordes about the human
treasure  supposcdly
picking. But they had also heard other stories abour the

city, The Ores would be dead within a forinight

Ty P .

Profile M Ws BS § T W 1 A Ld
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“'{'il.pulu Armour: An Orc Shaman mav be armed with

weapons chosen from the Ore ecquipment list, An Orc Shaman

MAY NEVET Welr armour

SPECIAL RULES
Wizard: An Orc Shaman is a wizard and uses Waaagh! Magic
See Waaagh! Magic pagel5 for his spell list

02 &rc Vig “Vns

40 gold crowns to hire

Orc society is a savage hicrarchy where only the toughest
survive and rise through the ranks {often atop the bodics ol
other challengers). Big 'Uns are such rising stars, and they
carry oul the onders of the Orc Boss. If the Boss ever falls, il
is up to the Big 'Uns to decide on a new leader (usually
through personal combar)

Ws BS S T W 1 A Id
3 ) i 1 3 1 T

Profile M
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Weapons/ Armour: Big "Uns may be equipped with weapons
and armour chosen from the Ore equipment list



_ E,g’feucﬁmen (Bought in groups of 1-5) ﬂ

Orc Boyz

25 gold crowns to hire

Orc Boyz are savage and tough. They fear nothing that they
can get their bare hands on, though they are even more
ignorant and superstitious than most other beings in the
Warhammer world. They form the core of any Ore warband.
Profile M WS BS § T W 1 A Ld
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Weapons/Armour: Boyz may be equipped with weapons and
armour chosen from the Ore equipment list.

SPECIAL RULES
Animosity: Orc Bove are subject to the rules for Animosity
(see Special Rules for details).

Gobfin Harriors

15 gold crowns to hire

Goblins are often used as cannon fodder (as well as a food
spurce in lean times!) by their larger Ore cousins. They are
usually not as well equipped as Ore Boyz, having to make do
with whatever the Orcs do not want or cannot use,

Profile M Ws BS §
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Weapons/Armour: Goblins may be armed with weapons and
armour chosen from Goblin equipment list.

T W I A 1d
L 5

SPECIAL RULES

Animosity: Goblin Warriors are subject to the rules for
Animosity (see Special Rules for details). Note: A Goblin
Warrior who fails his Animosity test and rolls a 1 for the result
will never charge an Orc Henchman, though he will still use
any missile weapons to attack as normal. Goblins are far wo
afraid of Orcs to challenge them individually.

Not Ores: Orcs don't expect much from non-Ores, and arc
therefore not unsettled if Goblins or Cave Squigs break or get
cut down in battle. In fact, they expect as much from these
weaklings! Therefore, when testing 1o see if an Ore Warband
needs to take a Rout test, each Goblin Warrior or Cave Squig
taken out of action only counts as half a model. Therefore, a
band of 5 Ores and 10 Goblins (15 models) would only have
0 take a rest if 4 models fell (4 Ores or B Goblins, or some
combination thereof ).

Runts: Goblins may gain experience but if they happen o
roll ‘“That Lad’s got talent” they are immediately killed by their
Oire overlords for becoming too ‘'mouthy” {remove the Gobbo
from the roster).

o5 Cave Squigs

15 gold crowns to hire

Goblins raise the deadly Cave Squigs. These creatures are a
curious blend of animal and fungus, and are composed
mostly of teeth, horns, and a nasty iemperament.

Profile
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Weapons and Armour: Big gob and brutality! Cave Squigs
TEEYET USE O need WEApONns O Arfrour.

SPECIAL RULES

Movement: Cave Squigs do not have a ser Movement
characteristic but move with an ungainly bouncing stride. To
represent this, when moving Squigs, roll 2D6 for the distance
they mowve. Squigs never run and never declare charges.
Instead, they are allowed to contact enemy models with their
normal 2D6" movement. If this happens, they count as
charging for the following round of close combat, just as if
they had declared a charge.

Minderz: Each Cave Squig must always remain within 6" of a
Goblin Warrior, who keeps the creature in line. If a Cave
Squig finds itself withour a Goblin within 6" at the start of its
Movement phase, it will go wild. From that point on, move
the Squig 26" in a random direction during each of its
Movement phases, If its movement takes it into contact with
another model (friend or foe), it will engage the model in
hand-to-hand combar as normal. The Cave Squig is out of the
Orc & Goblin player’s control until the end of the game,

Mot Orcs: See Goblin Warriors entry for rules.

Animals: Cave Squigs are animals of a sort and so do not gain
CEpEnence,

01 Troff

200 gold crowns to hire

Trolls are not intelligent enough o recognize the value of
gold, bur large amounts of food can ofien insill a certain
loyalty in them.

Profile M wWs BS § T W 1 A Id
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Weapons/Armour: Trolls do not require weapons to fight but
often carry a big club. In any event, Trolls can never be given
WEAPONS OF Armour,

SPECIAL RULES

Fear: Trolls are frightening monsters which cause fear.
Stupidity: A Troll is subject o the rules for stupidity.

Regeneration: Trolls have a unique physiology that allow
them to regenerate wounds, Whenever an enemy successfully
inflicts a wound on a Troll roll a D6, on a result of 4 or more
the wound is ignored and the Troll is unhurt. Trolls may not
regenerate wounds caused by fire or fire-based magic. Trolls
never roll for Injury after a batde.

Dumb Monster: A Troll is far o supid o ever learn any
new skills. Trolls do not gain expericnoe.

Always Hungry: A Troll requires an upkeep cost. This
upkeep represents the copious amounis of food thar must be
fed to the Troll in order w keep him loval 1o the warband.
The warband must pay 15 gold erowns after every game in
order 1o keep the Troll. IF the warband lacks the gold to pay
the upkecp. the Boss has the option of sacrificing two Goblin
Warriors or Cave Squigs to the Troll in licu of buying food
(Trolls eat nearly anything). If this fee is not paid (either in
gold or in warband members) the Troll gers hungry and
wanders off in search of food,

Vomit Attack: Instead of his normal aracks, a Troll can
regurgitate its highly corrosive digestive juices on an
unformunate hand-to-hand combat opponent. This is a single
attack thar ausomatically hits with a Strength of 5 and ignores
AMMIOUr Saves.

n
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Orc special equipment
Squig ProdVer

15 gold crowns
Availability: Common (Goblins only)

This item is a long pole with a trio of spikes at the end.
It is uwsed by Goblin Squig herders o keep their
livestock in line. Cave Squigs will recognize a Squig
prodder and auwtomatically give the bearer more
respect, as they've all been on its pointy end more
than once! To represent this, a Goblin with a Squig
prodder can keep all Cave Squigs within 127 from
going wild, instead of the normal 67 (sce the Minderz
special rule under the Cave Squig entry). In addition,
a Squig prodder is wreated exactly like a spear in
hand-to-hand combar.

Aa® Cap DNushrooms

25 gold crowns
Availability: Common (il warband includes Goblins)

Mad Cap Mushrooms (see the rules in the Mordheim
rulecbook for more information on Mad Cap
Mushrooms) are a necessity for someone wishing o
wicld a ball and chain {sce below). Fortunately for Orc
warbands, Mad Cap Mushrooms are cultivated by the
Night Groblins of the Worlds Edge Mountains, and they
are much more willing 1o rade these o other
Goblins. Though normally a rare item in Mordheim,
Mad Cap Mushrooms are a common item that cost
25 gold crowns for an Ore warband thar includes one
or mone Goblins. A Goblin may take his mushrooms at
the start of any turn.

Baff an® Chain

15 gold crowns

Availability: Common (Goblins only)

This is a huge iron ball with a chain attached, used by
the dreaded Night Goblin Fanatics to deal out
whirling death. Enormously heavy, it can only be used
when combined with Mad Cap Mushrooms.

Range Strength Special Rule

Close Combar As user +2

Incredible Force,
Random, Tao-handed,
Cumbersome, Unwieldy

SPECIAL RULES

Incredible Force: Because the Ball and Chain is so
heavy, normal armour does very little © protect
against it. No armour saves are allowed against
wounds caused by a Ball and Chain. In addition, any
hit from a Ball and Chain is very likely o ake off
somcone’s head (or at least break some ribs!).

AT, s, T e

Therefore, any hit that successfully wounds will do
1D3 wounds instead of 1.

Random: The only way to wield a Ball and Chain is o
swing it around in large circles, using your body as a
counter-weight. Unfortunately this is not a very
controllable fighting stvle, and as soon as he staris
swinging his Ball and Chain, a warrior starts o lose
control. The first turn he starts swinging the Ball and
Chain, the model is moved 26" in a direction
nominated by the controlling plaver. In  his
subsequent Movement phases, roll a D6 o determine
what the model does:

D6 Result

1 The model wips and strangles himsclf with the
chain. The model is taken owf of action. When rolling
for Injury after the game, a roll of 1-3 means the
model is out permanentdy, instead of the normal 1-2.

2-5 The model moves 2IM° in a direction nominated
by the controlling plaver.

6 The model moves 2D6" in a random direction. If the
plaver owns a Scawer dice (available from Games
Workshop stores), roll that to determine direction. If
not, then roll a D6: 1 - Straight Forward, 2-3 - Right,
4-5 - Left, 6 — Straight Back.

If the Ball and Chain wiclding model moves into
contact with another model (friend or foe), he counts
as charging into close combat, and will engage in
close combat until his next Movement phase.
Opponents wishing to amack a Ball and Chain
wiclding model suffer a To Hit penalty of -1, as they
must dodge the whirling ball o ger close enough o
strike. The Ball and Chain wielder cannot be held in
close combat and will automartically move even if he
starts the Movement phase in base contact with
another model. If the model moves into contact with
a building, wall, or other obstruction, he is
automatically taken owf of action. In addition, a ball
and chain wielding Goblin is much wo busy trving to
control the spinning weapon to worry about whal
others are saying about him behind his back, so
ignores the special rules for Animosity.

Cumbersome: Because the Ball and Chain is so
heavy, a model equipped with one may carry no other
weapons of equipment. In addition, only a model
under the influence of Mad Cap Mushrooms has the
strength to wicld a ball and chain.

Unwieldy: The great weight of the Ball and Chain can
easily tear ligaments or pull a wiclder's arms out of
their sockets, While someone under the influence of
Mad Cap Mushrooms will not notice such effects,
when the drug wears off he will be in great pain. To
represent this, ar the end of the baule the controlling
player must roll for Injury for each model thar used a
Ball and Chain, just as if the model had been aken
out of action. If the model was actually taken owt of
action normally, just roll once for Injury — there is no
need o make a second roll.




Peme——e——— Orc speciaf s6iffs ———————————p

Ore Heroes may use the following Skill list instead of any of the standard Skill lists available to them.

‘aR ead

The warrior has a thick skull even for an Orc. He has a special
3+ save on a [ o avoid being stunned. If the save is made,
wreal a sfunned result as kaocked down instead. If the Ore
also wears a helmet, this save is 24 instead of 3+ (this takes
the place of the normal helmet special rule).

waaagh!

Ores are aggressive creatures and some are experts at
bulldozing charges. The warrior may add +D3" wo his charge

rAnge.

‘ere we qo!

Ores often charge even the most fearsome opponems. The
model may ignore Fear and Terror tests when charging.

8aac

oy AT A

D

Da cunnin’ pfan

Only the Boss may have this skill. The warband may re-roll
any failed Rout tests as long as the Boss is not onl of action.

weff ‘ard

The Orc has a thick, dark-green skin, possibly indicating Black
Ore blood. Such is the oughness of the Ore that he may add
+1 1o any armour saves,

‘eaPbasfer

Ores have massive physical sirength and some of them even
learn o aim their blows at the heads of their opponents, with
obwious results. Any knocked down resulis which the Ore
causes in hand-to-hand count as stinned results instead,




Gy tactics

Crump "em! The fierce nature of Orcs means that they are
always ready for a good scrap. They would much rather kill

and rob than search ruins looking for treasure. As such, they

are an excellent warband for your Mordheim games, The
following are things that should be kept in mind when
designing and running vour Ore warband:

Goblins and Cave Squigs are expendable. Ores do not
particularly care if these members of the warband die or run
away, and they are relatively cheap. In addition, Cave Squigs
can easily hold their own against most foes in close combat,
as long as they have a Goblin minder close by o keep them
in line. Use these troops as yvour frontline fighters. You can
lose twice as many of them as normal before your warband is
forced o take a Rout test, so don't be afraid to use them.

" Trolls are scary. If vou can afford to add a Troll o vour
warband, do so! The ability 1o cause fear should not be
underestimated. However, even without considering this
ability, a Troll is a nasty opponent. With muldple armacks,
multiple wounds, and the ability to regenerate, a Troll is
likely o stand and take lots of attacks from the opposing
warband without missing a beat. In addition, its larger base
size means that it can effectively block a large alleyway
{or even a street!) all by itself.

The warband I have put together is designed around
the use of Goblins and Cave Squigs as the froni-line
troops. The band is 13 models strong, so will have 1o
lose 4 Orcs or 8 GoblinsSquigs {or something in-
berween) before a Rout test is required. The Ores will
mostly stand back and shoot with bows., only
throwing themselves inwo the fray if it is absolutely
neoessary. As the warband collects more money, it can
purchase more equipment and add more members.
The warband could be expanded to include more
Orcs, Gobling, and Cave Squigs, or the Boss could
decide 1o save up enough until
he can afford a hard-
hitting (and very
durable)

Troll.
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s Thogshin's T Brashers =4

Sean Cutler has made his Orc & Goblin warband from the Orc &
Goblin Regiments plastic sprues, combined with the Mordheim
accessory sprue. The versatility of these sprues makes modelling your

warhand’s weaponry very ¢

Reinhold walked among the buildings, hunting for more
of the precious wyrdstone. The Reiklander Captain was
alone, as he had spread his warbangd throughout this
guaricr. They had stumbled wpon an wnusually large
conceniration of the stone shards, and were hoping 10
find and gather as much treasure as possible'before any
rivals got wind of their find.

Movement at the end of the street brought him out of his
peverie. Three bandy green midgets dreessed in black
were prodding forwand what looked like enormous
orange balls with legs. ‘Goblins'. thought the mercenary
to himself, ‘Damn!” But it wasn't the figures in black that
wirnicd him, it was the créatures they were herding. As
they cime closer, Reinhold could see the enormous
mouths that occupied most of the creatures’ bodies.
Cave Sguigs. all reeth and bad temper, and three of them
were more than a march for 4 simgle human, no.marer
how skilled. Just as be smred o duck inro the nearcst
doorway 1o avoid being spoued, oné of the Goblins
looked him straight in the eves. The litle creature’s facoe
splif into an evil gap-toothed grin, and he prodded his
Cave Squig forward more quickly. The other Goblins
followed suit, and soon all of the creaures were running
down the narrow strect wward Reinhold; the Squigs
bounding forward on powerful legs, and the Goblins
running behind.

Grm, determination ser in his feamres as  Réinhold
resnlved o sell his life dearly. The amiliar weight of the
buckler on his arm and his family sword in his.Wand

reassured the scarred verteran somewhatr, and be
limbered up his sword arm with a few practice swings in
anticipation of the coming conflict. The Goblins were
closer now, little more than a block away “It's been a
good life.” thought the old warnior proudiy

Suddenly one of the Gobling stumbled on a loose stone
in the street, jostling one of his companions. The second
creature hissed his displeasure at this mistreatment and
swung his spear at his clumsy neighbour, namowly
missing him. Both Goblins had stopped now and faced
cach other in the strect, spears at the ready, jabbering
away at each other in their evil wongue. The third
continued his oun a few paces, but after noticing that his
comrades were nodonger keeping up, hestopped as well
and swung around o see what all the commotion was
about, The noise stopped the Cave Squigs, and as they
tirned, the large-toothed monsters began to whine in
excitement. In the next moment @l six oreatures were
involved in a swirling melec. As Reinhold waiched, one
of the Goblins thrust his spear inwg the right arm of his
mate, only to stiffer a huge bhite on his J.:_‘g from a Cave
Squug

Experience told Reinhold that while such fights often
broke out among the green skioned folk, they rarely
proved o be faral or long lasting Deciding po - take
advantage of his'good luck while it lasied, the mercenary
ducked into the doorway he’d moved towards earlier.
“Praise Sigmar Tor bad tempers.” breathed the warrior
under-his breath as he made good his cscape

ey
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extract from
“The Fabulous
Goods  Available
to Warbands &
Exploring !
the Cit}'

ﬂ'i fht Banmer 10 gc Rare 5
D 1 mm:d 5 Marny more establisbed

i wwarbands carry a banner
Available at : or flag, not only to
announce their presence
but to also act as a rallyving
poine  for the warband
during a battle.

_]Dh.lllll":i
Empﬂrium.

Special Rules: A banner
requires one hand o use and
can be carried by any Hero in
the warband. Friendly warriors
within 12" of the banner bearer
may re-roll any failed ‘All-Alone’
test (butl remember you can't re-roll
a failed re-roll).

Opulent Coach 250 gc Rare 10

Truly snccessful warband leaders are guite
willing to waste their money on extravagant excesses such as
rare wines, fewel-encrusted weapons and armour and
Catbayan spices. The beight of such indulgence is an opulent
coxach, which the warband leader can use for driving around

the settlements swrrounding Mordbeim. There are few things

that will impress commmoners, or incur the wrath and eney of
other, less successful leaders, as much as an opulent coach,

Special Rules: The opulent coach impresses even the most
suspicious merchant and they will flock to offer their most
exoric wares o the obviously rich warband leader. The
warband leader gains+3 o any rolls to locare rare items.
Hammer of Witches Rare 10
(Witch Hunters only)

The papes in this fome describe the servants of Chaos,
witches, beretics, deviants, mutants, warlocks, blasphemers,
necromancers, sinners and other enemies of Sigmar in all
their foulness.

100 ge

Special Rules: A Hero with the Hammer of Witches will bare
all Possessed. Skaven, Beastmen, Chaos, Daemons, Dark EIf,
O & Goblins and Sigmarite Sisters.

Wyrdstone Pendulum 25+43D6 g Rare 9
Perdulurms made of wyrdsione can reputedly be used (o find
even more of the magical stone

Special Rufes: If he was not taken out, the Hero using the
wyrdstone pendulum may make a Leadership test afier the
barttle. If he is successful, you may re-roll any one dice in the
Exploration phase.

16

As a warband gains experience and wealth in the
City of the Damned it will naturally acquire rare
equippment and artifacts. A veteran warband will bave all
manner of equipment, from expensive clothes to opulent coaches in
which to get around the surrounding settlements of Mordbeim.
Tuomas Pivinen, with belp from Tim Huckelbery, gives details of some
of the more extravagant items for you to add to the existing chart on page
146 of the Mordbeim rulebook.

Toughened Leathers 5 g Common
Expert leatherworkers are able to turn leatber coals info
armaotir (after a fashion) and those with limited funds often
Sfavour these jackets and coats as armour is very expensive.
Covered with crusted sall, alcobol and otber fess savoury
materials, toughened feather is bard to penetrate and offers
some pratection in combat,

Special Rules: Toughened leathers work exactly like light
armour, giving the wearer a 6+ Armour save, but cannot be
combined with the effects of any other armour except a
helmet or buckler. Toughened leathers cannot be sold bhack at
the Trading Posts, the stench alone is enough o drive away
even the most desperate of buyvers!

Wolfcloak
iMiddenbeimers only)
in Middenbeim it is still considered to be the feat of a true
man to slay a great woll single-banded. Warriors who
accomplish such a deed will command the respect rgl" thedr
peers, and their cloaks will be blessed by the High Priest of
the Cult of Ulric, the god of winter, war and wolves.

10 ge Special

Special Rules: To acguire a wolfcloak, a Hero must pay 10 go
(to represent the expense of travelling o Middenheim and
taking part in a hunt). In addition. the Hero must roll equal
o or under his Strength on a D6, If successful, the Hero finds
and slays the wolf and can wear its cloak as a mark of his skill
and prowess. Note that Middenheimers may buy wolfcloaks
when starting their warband without making a test for
availability

A model wearing a wolfcloak will gain 4+ 1 o his armour saves
against all shooting atacks.

Tarot Cards 50 gc Rare 7
(Nl available to Witch Hunters or Sisters r.glll".‘ﬁt-ﬁ;nrarj
Though declared blasphemons and illegal by the Grand
Theogonist, the Tarot of Stars s said to foretell the future for
those who dare to consult it

Special Rules: A Hero with a deck of tarot cands may
consult them before each game. Make a Leadership test
If successful, the Hero gains a favourable insight into
the future and you may modify the result of any one dice
in the Exploration phase by -1/+1 (even il the Hero with
the cards is taken owf of action). If the Leadership vest is
failed by three or more (ie, a Hero with Ld of 8 rolls 11 or 12)
the cards show a portent of doom and despair and the Hero
refuses 1o fight in the following batle and must miss
the next game
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Before the Comet

From the travels of Johann Munz

..the first thing | saw was the ancicnt and imposing city wall of Mordheim
with its scventy-scven towers that arc visible for miles around.

ARrE For a thousand years the city of Mordheim has stood on the banks of the River Sur

: Y My books tell me that the city was founded by the Knights of the Raven Order,

H o who conquered the area from the Goblins and settled the glades of Ostermark.

4 . There, on the banks of the River Stir they built their stronghold and

b k i\ mamed 1t Mordheim, in memory of the heroic sacrifice of Count Gotthard Angelos
} who gave his life [igl‘ﬂing against the Goblins of the surrounding forests.

From ancient times the city has been the capital of Ostermark and ruled by the von
Steinhardt family. The fields and pastures of the peasants and the Count himself surround
L Mordheim, along with several small villages. Around the ficlds, on all sides, stretches the
“ seemingly endless forest. Only the mighty River Stir breaks the impenetrable wall of trees as
f it slowly and ponderously flows toward the heartlands of the Empire. The barges of the
" burghermeisters navigate the river, moving passengers and merchandise along it.

All manner of travellers come to Mordheim: Dwarfs from the mountains,
Kislevite trappers sclling their wares, smiths from Bechafen, hunters from Ostland and
lumberjacks from the surrounding forests. they all come here to trade and rest. W
Now and then caravans from the far east cross the Peak Piss guarded by Karak Kadrin: :
these travellers from the lands of Cathay bring exotic wares of the cast such as
spice and silk, and never fail to attract artention i

From the docks of Mordheim much merchandise is loaded on river barges and scat
to Nula, Altdorf and beyond: lumber from the forests, gemstones and ore from
the mountain mines, gewellery, armour and weapons forged by the

Dwarls of Karak Kadrin, all these and more make Mordheim a rich trading Cil}'.

But Mordheim is more than a centre of trade in the eastern Empire, for 1t 15 a city decply

imbued in tradition and worship. Temples of Sigmar, Ulric, Morr and many other gods arc

located here, but the Temple of Sigmars Rock, the home of the Sisterhood of Sigmar's :
%

Mercy is the most famous of them all It stands on a huge cliff in the middie of the River
Stir. and its glittering gold cupola is said to be onc of the wonders of the world.

All over the city, monuments and centres of trade and learning can be scem: the
A Great Library of Mordheim attracts the finest minds of the castern Empire

N; to Hludy at the feet of the learped priests of Sigmar.
¥

The Merchants' Quarter, known as the district of the Flying Horse, is a place
buzzing with business as traders from all over the castern Empire rub
shoulders with Dwarf smiths and merchants of Araby.

i

i

-

———
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All in all, few citics in the Empire are comparable to Mordheim,
I the guardian of the Eastern Provinces, the jewel of Ostermark.
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The taverns in the settlements around Mordheim make good recruitment centres
for warriors to sell their services to the highest bidder. Here, Mark Havener describes
two more Hired Swords that can be recruited by vour warband.

Imperial Assassin

40 gold crowns to hire + 20 gold crowns upkeep

Politics is a dangerous game and not all dangers are found
o the battlefiefd. The Assassin specializes in removing
‘obstacles’ with discretion. He will bire bimselfl out to the
bighest bidder and satisfaction is guaranteed. The Assassin
calmly dispatches bis raiber disiasieful duties with
Sastidiousness and finesse. In between fobs, suckh a mar will
aften join a wandering warband in order to bone bis skills;
assassination is not a profession for the slow or dull-witied!

May Be Hired: Any warband except Witch Hunters, Sisters of
Sigmar, Orcs & Groblins or Skaven may hire the Assassin,
Rating: An Imperial Assassin increases the warband's rating
by + 22 points, plus 1 point for each Experience point he has.
Profile M WS BS § T W 1 A ILd
Assassin 4 | 4 3 . 1 5 2 B8

Weapons/Armour: Sword, dagger, throwing daggers and a
crosshow pistol

SPECIAL RULES

Weapons Master: The Assassin is a master of weapons and
may use any weapon he finds. You may purchase weapons for
the Assassin just as you would for any other member of your
warband. However, unlike other members of your warband,
any weapon you give an Assassin is his to keep - he will not
give it o another warband member later. In addition,
although he knows how to use them, an Assassin will never

' Bt PErtbCarrry )
el 1o HJE- best!
o 7

use a blackpowder weapon as such devices are far oo
conspicuous in their use for someone in his profession.

Podsoner: Assassins specialize in the use of poisons. The
Assassin starts cach game with his weapons poisoned with
either Black Loms or Dark Venom. The controlling playes
decides which poison the Assassin is armed with before the
game starts, and this poison does not need o be traded foe
And no. the Assassin canno poison other warband membens
weapons, nor will he loan his out!

Skills: An Assassin may choose from Combat, Speed
Shooting skills or Unstoppable Charge from the Swengh
skills list when he gains a new skill. He may also choose from
the special Assassin skills below:

ASSASSIN SKILLS

Backstabber: The Assassin specializes in attacking his trges
when their back is wmed. The Assassin may charge a
opponent he cannot see (he knows you're there!) as long &
the target model is within his charge reach. If he does this, he
surprises his opponent and receives a +1 to hit him with &l
attacks and any rolls on the Serious Injuries chart are ar +1
This bonus lasis for the first round of combat only, as hs
opponent will swiftly recover his wits if he survives the initid
assaulc.

Hide in Shadows: The Assassin can blend into the shadows
so that his opponents will not see him. As long as he is withi
1" of a wall or other linear obstacle (hedge, fence, well, el
opposing models must pass an Initiative test in order §
charge or shoot at him.




Tifean Darbsman

40 gold crowns o hire + 15 gold crowns upkeep

Ihe Empire is viod the nm‘fr Jfrffh"t' that breeds mercenaries.
The comstant warring among tbe city-states of Tilea provides
many opportunities for a man who knows bow to use a
B il sometimes the fighting dies down in Tifea and
many qf these mercencries dre I.fr:n'i-'.rf' Ier 5 '-'.lhllfh"i e i
wiber lands. Many of these temporarily
mercenaries bave beard of the trouhle rewing in Maordbeim
anl bave come seeking a new patron

unemployed

May Be Hired: Any warband except Skaven, Ores or Undead
may hire the Tilean Marksman

Rating: A Tilean Marksman increases the warband's rating by
#16 poinis, plus 1 point for cach Experience point he has

Profile M W5 BS 5 T W I A
Marksman i 4 i 3 . | 3 I

WeaponsArmour: Light armour, sword, dagger  and

cromabom,
SPECIAL RULES

Steady Hands: The Tilean Marksman's aim never wavers. He
fgnores ‘o hit' modifiers for long e when shooting his
crosshow

Dead Eye Shot: The Marksman has the cyes ol an cagle and
can hit the smallest targer. He ignores ‘1o hit" modifiers for
cover when shooting his crosshow

Skills: A Tilean Marksman may choose from Shooting skills
when he gains a new skill

| | say we were here first; you'd beter leave!

argument had been going for a solid hfteen
nutes, with neither party budging from their position.
inhold stooped 1o press his face close o his scarlet-
d adversary, the leader of the Dwarl warband
irfs were infamous for their stubbornness, and this
dividual seemed 1o be out to prove that his reputation
1 well founded. Both warband leaders had warriors
miered throughout the ruins of the big hall.
vsshows were nocked and aimed on both sides, and
the stress was showing on several of the human faces.
he Dwarfs seemed strangely calm

suddenly the door burst open, slamming one of the

embers af Reinhold’s band into the wall. Through the

orway, barely able to enter the room because of his

ble bulk, strode an Ogre mercenary. The creature

as soon as it was fully in the room. It was

weed a frightening sight, and the man o the Ogre’s

scarcely reacted when the monster grabbed the
sshow from his hands and crushed it in a huge fist

cricd the Dwarf warband
springing into his normally dour
when you'd get here. These

\h, there you are Ronch!™
a smile
I was wondering

A Tilean Markestoan leads the l:l':.'r‘i‘{'u-":'h'-'”:*ﬁj'll':":h*!'s
“in r:g_ “ambush on a Skaven warband, We rifused
Mexpiilicon Deamdrk fronmgghe Marksmen of
Wirdglicno tgarefresent the Marksmian

gentlemen want to force us to leave. Convinee them that
wee should stay

‘RONCH SMASH!
remnants of the crosshbow across the room and brought
up his enormous sword preparing o cut the ex-
crosshowman in two
shock, and could do nothing o stop his fate

bellowed the Ogre. He threw the

His poor vicum was Iroeeen in

Fortunately for him, he didn’t need o, for in the next
instant the Ogre froze, a look of shock and horror fixed
to his face. The creature’s mouth moved slowly, but no
sound escaped. Then the hulking brute toppled forward
and fell face down into the dust that covered the floor.
Out of his back protruded a dagger

Standing in the doorway was a man, somewhat smaller
than average in height, with nondescript looks and the
barest hint of a smile on his face. He would have looked
like any nobleman’s foppish son, if it were not for the
utilitarian look to his night-black clothing and the urter
lack of emotion in his eves.

asked Dirk, the assassin that Reinhold had
It looked like

“Miss me?”
hired. The warband leader just smiled
they would get 1o stay afier all...
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'Owarf Treasure Hunters

Dwarfs are a grim and exceptionally proud people. They resped
three things above all else: age, wealth and skill. It is no surprise then

that these grim warriors c

n be found in Mordheim searching for fame

and fortune. Mark Havener gives full rules for including Dward

warbands in Mordheim.

Occasionally, a  Dwarf

noable will find himsell in

desperate times,  His  family

hold may have been overrun by

Gobling or Skaven, or he may have

somehow disgraced himsell and been

banished. Other Dwarls know these warriors

as the Dispossessed. Dwarfs are a proud race

and it is against a Dwarl s nature o lose himsell

in despair. Instead, a noble who finds himself in

such dire straits will gather together a group of his

closest fricnds and kin and go reasure hunting

hoping v accumulate a large enough hoard W

establish his own holding. At this time, the largest

soree of wealth in the Known World is romoured 1o

be a city in the Empire. The city is known as
Mordheim

Special Rules

Al Dywears are subject o the following special rules

Hard o Kill. Dwarls are tough,  resilien
individuals who can only be mken one of action

5

Vbsodute silence Puere oper e feasting ball ke a burial
ghroud., The celebration bead fasted for days, ever since Hhe
mpading Cobfin tribes bad Been r'q'jl'rr;f_uq.l’ T _lral'r.-l.'u'l' if
Kervarlke Azar b nod bad migiclh cawse for refoicing over recenil
decades so all were making the most of 8is rare occasion
soggs were seng that bad nor been beard in these balls for a
generation, aed legendary guantitfes of the most precious
Fhearf ales were being drunk

That was wntil young Ford COrrick bhad entered the ball
Cirrick was the youngest son of King Kurdarn, rufer of Karak
Azar To say the neo somelimes clashed would be an
renglersiatemnenl

"Wt did you say, lad?" asked the aged king in a steady

pedoe, "My ofd ears meist haoe fshedrd yoo "

I merely asked whal we are celebrating for" sfarred the
Jounger Devarf He lacked bis fatber's abifity to appear sober
regardiess of the amout of deink e bad fmbibed. “We beat
themn this time, but they i be back, mark my words. And next
time we might nog be so fucky. *

Lrucky?” rodgred the enraged king, balf rising from bis chair
His bearthguard seated o either side exchanged worried
looks yer rose with bim. Wonld nobie blood be spiffed in the
ball riis nighe?

“How dare you speak to me of fuck? It was Dwarf courage
and fighting skilf thar drove off those green-skinned bordes.
This bold bas never falfen o invaders, and never will’ Nod
gohile § draw breath!”

o8 . o LAY o £ i o i v 1 Pt

on a roll of 6 instead of 5-6 when rolling on the Injury chan
lreat a roll of 1-2 as knocked down, 3-5 as stunned, and 6@
cotad oo @dCiion

Hard Head. Dwarls ignore the special rules for maces, clubs
cic. They are not easy 10 knock our!

Arimour. Dwarls never suller movemenit [ nalties for wCaArning
AT

Hate Orcs and Goblins, All Dwarfs bate Ores and Gobling
See the psychology section of the Mordheim rules for detail
on the effects of hatred

Grudgebearers. [wards hold an ancient grodge against Bl
from the days when the two races fought for supremacy in the
O World, A Dwvarl warband may never include any kind of
Elven Hired Sword or Dramatis Personae

Incomparable Miners. Dwarls spend much of their L
underground searchi ® lor precious minerals, and they ag
the best in the world ar this kind of work. In the iy @
Mordheim they apply similar skills o the search o
wyridstone. When checking for wyrdstone at the end aof 8
game, add +1 to the number of picces found ford
Dravirt wiirhand

i
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AN T am sayving is that times are changing, and we st
chamge itk them! You speck of skil! - bur the age-old factio
Har oar arcestors eniploved are Hw same ones e ST o
fodery. Evendually a canny foe 0l fleure omd our med Dol
corrgd thvis Eefrgclom eedlf fall?

Ixy yosd rcl betese corly ||'Ir'r.-|"r i yorr ancestors, Tad? Th
Ivpgrl Bing was nearly silend nows, s vofce Barely aboibe |
tMzper. Those wbo knew i well realised thal tlfs s
dangerows sign, and more worvied Tooks were exvobang
throngghout e room,

\ncestors be damned!” the young prince exclaimed
slavming bis fist fmto the bard stone of the feasting tabl
Over the last genevation ball a dozen Dwarf bolds b
Sfeaflen: to their enemies. m guite stire tbefr rufers thoy
Just ax bighly abour the ouldated strategies of thei
.,frvi'{',fn'HH'J\ Wi mnsl abandon the old weays, before i 5§
feate for s aft!

Thoweh be bad been [hushed with drink Before, the ancie
ruder’s _,I'r-'l'q' Ml Been drained by Bis zon's st ostbiir
bis ears, the words bis offspring bad spoken were the wory
desecration imaginable — disrespect of the ancestors

‘Cred ol ™ The words were barely audible, even in the siler
beall. “Leave this kingdom never to return. Your name shall |
strichen from afl records, You are no longer tbe son af Kin
Kurdan of Karak Azar.”

-'i‘liu:illl;liiliul i d Ll HY S
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Hand-to-hand Combat Weapons
The following lists are used by Dwarf warbands to IVARRET. o avinas st e Ameniesaia Lst free/2 go
pick their equipment. VTS o T e 3 po
FIAmMNeE: & s a aimand o S i o e e 3 pc
Dwarf Warrior Equipment List e e Bt o i P o Lo l
Hand-to-hand Combal Weapons Swopd-. Ll s R R 10 ge i
CETH e st free/2 g Missile Weapons t
' L e e B R P L1 CPOSSDOMN . oo 2 o syt 2 o0 s e Tianlisgie 23 b
T e R R I -1 Hanieloeiiis s o mm g ams d g o f 25l i 35pc
T R £, ¢ BISEEIL: oo sone i st e A e B 15 gc
e 5 ac {30 for a brace)
T e e R 10 g¢ Armour
Double-handed weapon ... ... ... 17 go Taght armeur  © oo navnnsyss .20 ge
B e asaeea 1 ge Heavy iinmour . o5 s it e 2 e i id s 50 go
T S SRR L. Shield: e s R R s 5 &
Gromril weapon® ... ... ... .3 times the vost Hebnet s iammasssingsss L) pe
Missile Weapons *Any weapon a Dwarf may normally purchase may be
L S | . v bought @3 a Gromrl weapon instcad. This multiplies
it the cost of the weapon by 3. For mles on Gromril
. weapons see the Mordheim mlebook. Note that this
Bghtamoour ..o O price is only for a starting warband, as it represents the

Heavyarmour ... .................30¢c Drwarls outlitting themselves at their own sironghold.
SOl Armonr™ L L i e 75 pe Later purchases of Gromril weapons are done using the
R pice chart in the Mordheim rules. 4
e T g = e price of g swit of Gromril armour is cheaper for I

a starting warhand o represent the relative ease wilh

il which Dwarfs can find such items in their own
-% stromghold. Later purchases of Gromril anmmowr muost
L

R : :
] b, %y be done using the normal price chart in the

Mordheim rales.

e e e = T e
|_.,, Qwarf sGiff table
Conmnbat shooting Academic Strength Spred Special
i e R B B e P e B ey
Engineer v v o
B B R R S e e,
e T T e, T =5

wﬁo‘ice of warriors Er):l:;mgj;;?h Your wiarband may include up to

A Dwarf warband must include a minimum of 3 models. You Beardlings: Your warband may include any number ol

have 500 gold crowns which you can use 1o recruit and cquip Beardlings.

;mt warband. The muximum nomber of warriors in the

warhand is 12. ¥ i

Noble: Each Dwarl warband must have one Noble - no @tﬂ»rnug expenence
maore, no less!

_ A Moble siarts with 20 cxpericnoe
‘Engineer: Your warband may include up to 1 Engineer.

R An Engineer starts with 10 experience. o
Troll Slayers: Your warband may include up 1o 2 Troll

Troll Slayers start with 8 experience.

Slayers.
. F Cl B Ve sarkand may include any number Derarf Clansimen st with 0 CEpericne,
of Dwarf Clansmen. Dwarl Thumderers start with O experjence.

Reardlings start with 0 cxperience.




1 Dwarf Nobfe

85 gold crowns to hire

Drwarl Nobles are fortune seckers who have recruited a band
of like-minded Dwarfs and scr off from their stromghald in
scarch of riches. A Dwarf Noble is well respected by the
members of his warband, Olten he is a member of one of the
noble families of the lost Dwarl strongholds, drcaming of
vollecting cnough treasure 10 resiore the former glory of the
Nt Kingdoms,

Prolile A Ld

2 1 9

M W5 HS § T W 1
3 0§ 4 3 4 1
Weapons/Armoor: A Dwarf Noble may be cquipped with’

weapons and armour chosen from the Dwarl Warrior
couipment lise,

SPECIAL RULES
Leader; Any models in the warband within @7 of the Dwact
Noble may use his Leadership instead of their own,

0-1 Dwarf Engineer

50 gold crowns to hire

Drwarl Engineers are respected members of Dwarl socieny, 1t is
they who design and build the complex war machines and
tlevices which have made the Dwarls Tamous

Profile M W5 B8 § T W 1 A Ld
2 4 3 3 4 1 2 1 9

Weapons/Armour: A Dwarf Engineer may be equipped with
weapons and armour chosen from Dwarl Thunderer
eguipment list,

SPECIAL RULES

Expert Weaponsmith: A Dwad Engineer is a master of
mechanical devices. By using strongicr consirucion malerials
and tme-lesied secrets of Dwarf cnginecring, a Dwarl Toglieer
cin increase the distance the warband's missile weapons can
shoot.  All Dwarl missile weapons in the warband have their
range increased by 37 Tor Mswols and & for Crossbows and
Thandguns. Any range increases are only madntained as long as
the: Thvird Engineer remains with the warband.

o i A
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Heroes smmmamm
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0-2 warf Troff Sfapers

50 gold crowns to hire

Teoll Slayers are members of the morbid Dwearf cult ofsesss
with seeking an honourable death in combat Tl
committed some wnforgivable crime or been disho il

some way, a4 Dwarf will forsake his home and wander off|
die fighting the cncmies of Dwarlkind, Troll Slavers a
insanely dangerous individuals, psvebopathic and viols
There are however few berter fighters in the Known Wordd
they are much sought alter by Dwarl treasure hunters,

Profile M WS BS 8 T W 1 A
g 4 3 3 4 .1 2.

Weapons/Armour: Troll Skyers may be equipped
weapons chosen rom the Dwarf Warrior cquipment §
Slayers may never carry or use missile weapons or any [ m
of armour

SPECIAL RULES

Deathwish: Troll Slayers seek an honourable death |
combat, They are completely immune o all psychology an
never need to west if fighting alone

Slayer Skills: Troll Slayvers may choose a skill from the T
Slayer Skill table instead of the nocmal SKill tables when the
Eain a new skill,

TROLL SLAYER SKILLS
Dywarl Slayers may use the following Skill table as well as o
of the standard Skill tbles available o them. [

Ferocious Charge: The Sliyer may double his ateacks on i
turn in which he charges. TTe will suffer a -1 "to hit’ penaliyg
that turn.

Monster Slayer: The Slayer always wounds any oppuonest
aroll of 4+, regardless of Toughness, unless his own Streng
(alter all modifiers due to weapon bonuses, ewc) woukl m
that a lower roll thun this is needed.

Berserker: The Slayer may aded 4+ 1 10 his olose combat 't he
rolls during the maen in which he charges. |
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dlyale setuation was that oy
rgument, Reirmdild and  his

LAV | rT'H.'.l."lliT'I.l_.E l'!l

holkd's ..u_-{_up.r[um The . 1w

wmally potten along guive well ar; iu‘!t hld..

: to keep oy with the !i'lt.l‘t'l]!htt‘ dhrinking
of the smaller Dvacts. and this” chavsec whiem
el him a

drink comes Taek of judg

wis N EXceprion. He bre ey Lo makc fun of

overall dour
which ugh, but:then, he
unfricndly abour the
mother and that was all the Jdiminutive
walel siand. The 1D fy ] mos macde
e Iocations were reganded

| FOLPs likie thHemselves, 1t '!|';|I'.“_.'
had net rgaien Klaus™ w» ords andh had ealled pur
Helnholdand hig warbsnd in ihe sireed the next duy.
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@fﬁ(ﬁmfﬂ (Bought in groups of 1-5)

Swarf Clansmen

40 gold crowns to hire

These are Dwarf warriors in their prime: tough, stubborn
and brave warriors who can be relicd on to hold their own

agEinst
Profile

any loe.

cermin moasure ol respoct.’ LM

Crwvarl

with Reinhald s barl
. the dirt!) at ofeend of the

upving the other Wose of
Keinhold's hand were holed up in @ building on the
other side of the stecet = he could see thir
hired Warlock, atrempting o casl somsething ar their
adversarics through one of the win oA Secomd
Jaler there wis an explosion some lowen  the
streer and Eeinhold could hear curses aned 8 lew
maffled septams of pain, Ganter wis not given muich
e t joy s chandiwock, . as osuddenly thred
crpgshowe bolis spack hime o in the chest. Reinbold
conlel see e ok domen in shock and soeprisc
at the dewdly quatrels protruding fram his hody, and
ther b slhumged down out of the old vereran's ighr,
Tamn’ thought Reinhold, T abways told him he
pawked poo much?’

heee - they were;
ecupving baildings

sirect, and the Ih

LFUNET,

is T, had,” the meércenary muotiered
his breath, As he locked around at his
surroumdings, beé agriecd something he had not secn
whien he first enteedd this boilding — another doar,
e wonk alook koour i the strect At the wilrriors
e had fought sith through i hareles, Mose
weve dead or dying. The dwarfs had bepun moving
down the  stredt Tooing  the . dead and  taking
prisoncrs, They weree moving cantiously now, i
saon they would Defaethis dooeasey, entering this
Buileding, and i@ would be at best their prisonce
“Vime 10 disband this warband."” swhdspered Reinhaold
as hie backed o the other doorway dnd salcry,

“'his VETY
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Beardfings

25 gold crowns (o hire

These are voung Dwarls who have joined the retinue of an
experienced Dwarl wreasure hunter hoping w make their
[orune,

Profile M WS BS 5 T W |1 A Td

M WS BS § T W 1 A Id
pesmd Y % 4 1 & 1 4

WeaponsArmour: Dward Wardiors may be equipped wilh
weapons and armour chosen from the Dwarl Warrior

cquipment list,

0-5

Swarf T HunPevers

40 gold crowns to hirc
Lrwarf Thunderers arc exports at using missile weapons, Many

an Ore

or Goblin has died by the sting of a crossbow boll or

a roaring handgun bullet shot by a Dwarl Thunderer.

Profile

M Ws BS 8§ T W I A ld

WeaponsArmour: Thunderers may be armed with
weapons and armour chosen from the Dwart Thunderer
equipment list.

G s S R S R 1 9

3 2 - T | R~ EERR RO

Weapons/Armour: Beardlings may be armed with weapons
and acmour chosen Trom the Davact Warrior eqquipment list.




Special weaponts
Swarf are

15 gold crowns
Availability: Rare 8 (Uwarfs only)

Dwarl axes are smaller-hafted weapons made of lighter
(but sironger) materials than normal axes. Dwarl
Warriors are specially trained in their use and are able
usc them as defily as a TTuman warrior might wicld a

sword.
Rangc Strength Special Rule
Close Comba Ay user Cutting Edge, Parry

AR
== -

SPECIAL RULES

Cutting Edge: Dwarf axes have an extry save modificr of
-1, 50 a model with Strength 4 using a Dwarl axe has |
a -2 save modifier when he hits an opponent with the me
in close combet.

Parey: Dwarl axes ofler an excellent balance of defence
and offense. A model armed with 4 Dwarf axe may parry
blows. When his opponent rolls 1 hit, the model armed
with a Uevarf axe may voll a T, T the score is greater than
the highest o hit score of his opponent, the model has
parricd the blow and thar attack is discarded. A model
may ot parry attacks made with double or more its own
Strength — they are simply too powerful to be stopped. A
model may nol parry more than one atack in a single
Close Combat phase; @ model armed with two Dwarf axes
{or a Dwarf axe and a sword, eiwd) does not get to parey
two attacks but may instead re-roll a failed parmy,

warf speciaf sGiffs ]

Dwarl Tleroes may use the following Skill table instead ol any of the standard Skill tables available 1o them.

-ﬂ:‘:ﬂ?- e ST i YRRTRE T £ ST TR s T o e aa T T SR LT R Lyewrnr— o e s =1
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Master of VfaYes

This Drvard™s mantial skills surpass those of a normal warmior: he
has fought unscathed against hordes of Ores and Goblins. When
using a weapon thal has @ Parry special rule, this hero parries
successfully if he beats or maiches his opponceats highest ‘oo hit
roll, not just if he beats the roll. Tn additon, if this wacrior is
using wo o weapons that have the Pacry
apecial rule, he is allowed] to oy
pwr atlacks (6 his mwo dice
match or beal the wo
highest  Awmack  dice
. : against him) insteac
r 8 of the normal
-} muximum of onc.
3 Mome  that if this
Thaear( has two Dt
axes (as  desiled
abowve) he can re-
roll any failed
parrics. |

T e e T i——

Zrtra ‘Tough i

This Urwarf is notovions lor walking away from wounds th

wiould kill a lesser being. When rolling on the Heroes Serdog
Injury chart for this Hero after a game in which he has b
laken ol of action, the dice may be re-rolled once, The real
ol this second dice roll must be accepted, even ililisaw
resull.

Resource Hunter.

This Drwarf is especially good ar locating valuable res 3
When rolling on the Exploration chart an the end of a gimg
the Tlero may modify one dice roll by + 141,

CTrue Grit

Dwarfs arc hardy individuals and this Hero is hardy cven
a Dwarf! When rolling on the Tnjury 1able for this Hero, 2 ol
of 1-5 is weated as knocked down, 4-5 as stunned, and 63

‘THhict SBuff

The TTern has a thick skull, even for a Dwarl B
has a 3+ save on a DG to avoid being stemned |
the save is made, real a sfvrred result as ook
dewn instcad. If the Dwarl also wears 2 helmg
this save is 2+ instcad of 3+ (this takes he

place of the normal Helmet special rule)



= JVicoVemus, the cursed pifgrim =

by Alessio Cavatore

iCndemiis was

frronsing afprerdice o
e midphly udzard
Goomthrandiv, During one of
his master’s many absences,
Nicodemus felt an
irresistible call from one of
the ancient artifocts stored
in the wizard's laboratory:
il exotic magic lanlern.
Created wihben the world
wiers but yowng, this mrighiy
artifact fmprieoned the
exsenoe of o poreerfnd
Daemon. Many rimes
WNicademus' mester bed
warned bim not to towch
ihe dangerous lantern, bt
the voice in the young
wizirel s wined wes more
convtncing than even bis
memlor's “Free me” I tas
saying “and 4 will gram you
o beerl s aesire —
anything you want will be
Jonrs! Mine is the potwer fo
sk it sof Free mu...”
Nicowlemus knew sometbing
af dealing with these
denizens from the Realm of
Chaos and immedicdely
asked: "D you stear it in
the name of the Power pou
serpe?” After a moment of
silence, the voice answered:
[ sear it in the nwame of
my Master!™ So the
arhitinus but naive youny
wizard was hooked and
[roceeded to break the
riinic seals of the lenlern.

“Free at last!” boomed the
voice of te Doermon as il
emerged from its prison in
a billowing, many-feed
clowd The smoke then
seemeel [ coatlesce into the
i sl o Buge
;ﬂg“mund' Pgm:-ﬁra.trfm, with a
biva-like Bead alop & lung
thin neck and vast wings
e of fridesceni lighi.
The Daemon looked dowun
an the buman, o
Nicodemas, controlling bis

Sear, sbhoneted: “The wish!
Yiour st grart we the wish
dis pon swore 1807 The melghty
Cheans boing seviled
erdgmclically and ashed:
"Wt is your wish then,
mwetnling "

Fighting beord gpeiinsd alf
the dnstincts telling bim to
See as far as be comldd from
this wnearthly abomination,
Nicoderns revecled s
wish: I want to become the
prectest wizdrd ot 1o
Mankind!™

A feur fovig beartheats later
the fiery gaze of the
Dazerreon fefl the wizard.
“Crranted! " whispered Hhe
Phaeerrecn aivicd with one last
il chuckie disappecred
fcick tor the netherworld
frome whence i come.

Nicodentus did nor perceive
cirey irmrtecdicate change and
wwondered botww lomy it
el Like foor the wish to
comme traee. Cmly one Hhing
weds ofear, be cowdd not stay
there amyimore, becose bis
mcister wondd certainly ot
be pleased by bis actions, 5o

Nicodenus picked up bis
thirgs eoned fledd, begineing
Fis wanderings across the
Ofed Wenrded,

Chaly et few weeks after thal

Seutefud deiy dicd Nicodemis

realise the Daemon's
trickery. THs hody was
groretng abmormafly
quidckdy — be was now an
inch ferfler Hhan Hhe
previous week and bis body
rvs gl prg .i'jnjjxjr!inndff_}'
frigger. The greatest wizard!
The cunning Daerosn bad
taafzen bis wish roo literally’
Nivooerres beel beer etapi
to e extremiely carcfiel with
Lhe wording of anylhing
relared ro wish-magic, bur
the sheer lerror generaled
By the Daemon bad
opercome Bis Iraining. .
Noww be was doomed 1o live
with bis pristake.

From that dey om, the e of
Nieodems bas been an
nninferripled guesi, o
desperate search for a weay
iy mepale [he curse of
unstoppable growth. The
orly remedy be has

stiermebled wjom ix o
powerful potion concocted
by i wise bermil be el in
the Worlds Edge Mountains,
Ihe poiion's abilily io delay
the effects of the Dacmon's
powvers bos Beoore d
lifeline for the sizealble
wizetrel. Unfortunately for
Nicadenmis be veguives
regurelar tnfustons of
wrelstone fur the potion (o
lake effect. This Nicodemus
bies been drawn lo he
greatest concentration of
this wondrows mineral —
Movdbeim, City of the
Lerrirned,

Nieondemus's skills bave
grectly developed during
Fris time in the dark strects
of Mowvelheine and be ix now
soanething of a legend
cimong the niany warbands
oy r supremeacy in the
cff fgﬁ'ﬁ?fm knows where be
il appear sext o wibo
wAll Bve fore in Bbis never
ending searclh for the
frrectous magic stones. ..

Hire Fee: Scc Special Bules,

May be Tired: Any warband
except Skaven, Undead and
the: Possessed may hire
Micodemus, Remember thi
he must be lnoked for, like
all other special charaoers.
Bating: Nicodemus increases
the warband's muting by +85
puinis.

Weapons/ Anmour:
Nicodemus carmics an

4 8

enormous Wiartl's Sall (see
Spevial Rules).

Sfiffs
Micodemus has the following
skills: Sorcery and Fearsome,

Speffs
Micodemus knows all sioc
Lesser Magic spells.

Speciaf RBufes

Cursed, MNicodemus is nol
interested in moncy, he

s e e, AN
e e
& = 1

desperaely needs [ragments
of wyrdstone to delay his
ahmormal growth. When he
joins the warband and after
each battle he fights,
including the first, yvou must
pay him with a wyrdstone
shard, If you don’t have 2
shard o if yvou don’t want to
grives it to Micodemus and
prefer wo sell it, the cursed
pilgrim will lesave the
warhand, never to renarn.

Wirard's Stall. Nicodemuoas
can usc his staff in close
combat in pweo dillerent
ways: he can use the staff

with hoth hands, in which
~ps the stalf conmits as a
chuby, but also allows
Micodemus 1o parry as if he
was wmed with a buckler;
alternatively Nicodemus can
use the staff in his lefi hand
as a noimal club while he's
wiclding the Stord of
Rezfehel (see Lesser Magic
sprells) in his rissht haml

MNote: The Sword of Rezhebel
is # spell and not a normal
swinrd, therefore it cannot
b usedd (o parmy.



Skirimishes
sometimes rival Mercen:

against a common cnemy. Mark Hay

between two warbands are a

cormimon  occurrence  bul

7 Captains will lay their differences aside and ally

er has written full rules for fighting larges

games of Mordheim involving several players, as well as seven new scenarios.

These rules are designed o games ol
Mordheim that arc not restricted o o
. Got an odd number of players
ume night? Or just itching for an all-
bash aps the end of a

Iy multip

Rufes for pfaping
mut’tipf‘nper qames

aying  area:  Multplayer
Ceguires more coom
V. ‘\!i.hl-lt' Morilheim nnrrrmlh plays
a 4'x4' area, the
for maltiplayer
st -i'x6'. This is important for sct-up as
detailed below:

Beinhold starcd down the rubblc-sturewn steeet. I lonked
clear, bug in this city looks could be deceiving. He let a
minute pass, and then another, bt was cold today, and he
comlel see his breath and the breath of his companions
hang in the air as they gwaited the wornd that would send
them forward w search this area of the iy lor the
precious wyrdstone. Reinhold pondered the vagades ol
fure that had led him to this place, in this company. There
wis Klaus, a huee ox of 4 man with brains to match the
sellFappoimied champion of the warband, The spearmen
Mans. Berteam: Leopold: and old Ouerman stood. or

sguatted around . Klaos. Behind the champion, as if

sccking his protection, were the two younghloods, Ana
and Karl Reinhold wondered il these two would Tasi
longer than any of their predecessors. Lack of experience
oftcn meant death in this place of the damned. Dorfimann
ant L}ugubcni. the two crossbowmen, crouched hohind a
pile of stones in the cenrre of the stoeer. their eves
constantly scanning the ruined buildines for tangess, The
Snake, then new Warlock hired sworcd, sat hunched over
to one side. None of the men liked the old crone: She was
undoubtedly insane and smelled like something  had
crawled up her skine and died, but they respocted her
]_'IU-'-.". o

Rednihold saw riothing and <o he wsgpved his band forwand,
The warriors picked their way cautiously down the sireet,
scanning the ground for wyrdstone shaids as they went,
but cverconscions of their surroundings just the same,
Sudden movement down the strect caught the warband's
arrenrion. Three bandv-legped ratmen wirned a corier a
sfone's throw aesy, The Skaven appearcd to be just as

ckers and
vier whiose
Ih.irl OTE W irlmmi

HJIH' elefenders: In scenarios whoere a
weel, the l.'ll"lt‘r1|:lf‘r is the p

W .:I.rh.il'id has tk
have the same h
among them wh

There is only ever one defender, all Thu other
wiirhi wre: the artackers

Selfing wpp fhe worbares: In scenarios where thore is g
F.'l.lflt'lldt'l. that player sets up his warband first, 1o dererming
who amaong the at warbands sels up nexi {or amaong
all the warbands in a scenario without delined attackers amld
defenders), cach player colls a DO, The player with the highest
roll sets up next and the remaining plavers set up in ocder of
dlescending dice rolls.

Fxamfde: Phil, Bob, and Devin are playing Scenario 1,

Treasure Hunt, This scenatio has ao attackers o defenders

shocked at ithe appearance ol the humans as the o
mercenaries were  af them, and all three  suddenly
stopped in the middle of the sueer. Tiehind them their 7
comrades had not aoticed the humans and blundersd
into the lead ravs. causing a slight commotion and scveral
chittering shricks of rage

“Looks like we're pomng 10 have a light woday alier all
lads.” Reinhold outcred o his men. The warriors
readied their weapons and preparced for a skivmish.

A sharp intake of breath and the clatering of a dropped
wedpon ciagsed Reinhold to whirl around. Karl's dageer
lay om the ground and Reinhold was aboat to becite him
Ior his carelessness when he nomced that the young
warrior was staring open-mouthed ar something o the
rcar of the warhand: The mercenary looked 1o see whal
had shocked the young man s, and then he saw them,
two of the acoursed Posscssed and an enonmous Ogre
lumbering down the street towards them, followed by a
Magnsier and several less recognisable members of the
blasphemous Cult of the Possessed.

It was unusual, though not anheard of for Skaven w
mutke allinnees with members of onc of the dark covens
that operated secrethe within the citics of the Empire,
They were all worshippers ofthe mad gods of Chaos, aftce
all. TTevwvever, e look over his shoulder at the turmy
tdenizens of the sewers convineed Reimhold that such was
not the case this tme, for the Skaven seemed surprised (o
sce the cultists as well. The first fragments of a plan began
to form in Reinhold's mind. Perhaps he could e this
unexpected situation into an advaneage.




defined s all three roll a DE. Phil rolls a 3, Bob rolls a 5, and compare his rating o the next highest rating, 176 (Phil's
Devin rolls a 1. Bob must set up his warband first, then Phil, Skaven). The difference is 53 (176 - 123 = 53). which
and finally Devin. according o our chart in the Mordheim rulebook warrants a
+1 experience bonus. IF any of Devin's Mercenarics suivive

B s o st up his warband, each player must this fght, they’ll have a pood chance of gaining an Advance!

choose one segment of table edge (see the diagram below for
whitt constitutes 2 ‘segment”) and set up his warband within Shooting fnto close commbert: Unlike in the regular Mordheim

6 of it. Mo player may start 2 member of his warband within rules, it is possible to shoot into close combat in multiplayer
&' ol a member of another warband. games, just as long as the shoolers belong o a different

5 warband than the models involved in the Close Combart
Qlﬂgrﬂm 1 | Shooters must still fire at the closest enemy model as normal

{unless they are in an elevated position, as per the nocmal

rules). However, if the shooter hits a model involved in a
| close combat, the shot may well hit one of his opponents and
| not the model itself Randomise any missile hits between the

j!' target and any models in close combat with him.
|

Close combed invelving medtiple warbands: In multiplayer
70 Mordheim it is quite possible that one warband member gets
L charged by models from two or more opposing warbands.
3 H When this ocours, a model will fight during the Close Comb:an
E r phase of cach model it is fighting, This can give 4 model many

artacks during a cyvcle of plaver turns but any mode] that has
@ | been wanged up on in this way is probably done for in any
vase!

Segment F

Devin's Humans and two of Mhil's Skaven warriors, Phil's
Skaven fight during his and Bob's close combat phases,
Devin's Humans fight during his and Bob's close combar
phases and Bob's Ogre attacks in ecach playver’s close comba
phasces. If one of Phil™s Skaven (Skaven B) was in conlact with
one o Devin's TTumans (TTuman ) (they ave at the same
corner of the Ogre’s base, for example) and onc of them
decided o areack something a livdle easicr, they could fight in
cach other's Close Combar phases as well. Note that 8 model
that is attacking in another player's turn must atack one ol
that player’s models, S0 in our example Phil's Skaven T couled
not use his extra attack during Devin's wm o attack Boby's
Orrre — he miwst use il o anack Devin’s Human €.

I
J’ Mxeomiprle: Toly's Opre mercenary has been attacked by two of

e e s
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Example: Continuing our example above, Boby places his
warband first and chooses Segment 1) (hottom right corner).
Phil sets up next and chooses Segpment F (left side). Now
Devin could choose any of the remaining edge segments,
though he would probably be well advised to steer clear of
Segment E as this places him right in the midsi ol his enemies
{with a potentially constrained set-up area as well, if Bob and
Phil placed any of their models close o that region!). Devin
wisely chooses Segment T and sets his warband up there.

Mote that some scenarios will have special set-up rules
{usually for the defender) which are different from the above.
Any such variation will be noted in the rules for that scenario.

heder of play: After all warbands have been set up, players
must determine the order of play. Players should be arrayed
about the table by their set-up segment (scc above). Each
plaver rolls a D The plaver with the highest roll gers the firse
turi. Play proceeds clockwise around the table from there.

Example: Our three fricnds have their warbands secup on the
table and are ready to determing who goes first. This time
Drevin rolls 2 6, Bob rolls a1 and Phil rolls a 2. Devin won the
roll, sor his warband wdll go fese. Devin's models were set up
in Segment B and the next warband clockwisc is Bob's, so
even though Bob got a lower dice roll than Phil, Bob's
warhand goes second and Phil's will go last.

|

|
[iderdags: In multiplayer Mordheim, the underdog is nolL so i
clear. Any warband can be wn underdog if'iis anacked by two |
|

|

or more of its rivals! Sill, there may be cascs where onc
warband is simply playing out of its league. To determine if 2
warband s an underdop in multiplayer Mordheim, simply
take the warband with the lowest warband raing and |
compare it to the warband with the next highest rating. Tlse H
the differenee in ratings and the chart rom the Experience
section of the Mordheim rules 1o determine if any expericnce j

Bonus is justificd lor the lower warband, just as you would for 0 IR BB AT Wi — |
the lower of two warbands in a owo player pame.

; ; - . Konting werbands: Unlike normal games of Mordheim, one
Example: Phil's Skaven has a warband rating of 176, Bob's warband failing its Row test (or having all of its models aken

Witch Hunters a rating of 195 and Devin's Mercenaries a oul of gctior) does not necessarily end the game. Unless
rating of 123. Devin's warband has the lowest rating, so it there are special victory conditions noted in the rules for the
there is an underdog, his warband will be it To find out, we scenario you are using, a multiplayer game will last until there
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is omly one warband left on the wble, The player whose
warband stays on the wble for the longest is normally the
winner, though in some scenarios the winner might be the
wirband leaving the table fivsi, as it achicves lts objoctive and
leaves the scene!

Allftes: Novmal games of Mordheim involve one warband
competing or lighting against another, Obwiously, in this
environment alliances are not nocmally possible, owever, in
multiplayer games, alliances are not only possible, they are i
necessity for the completion of some scenavios! A single
warband attempting o ke out o dragon will find itsell
fighting an uphill bartle with very linle chance of success,
indeed, it may well find iself lacking a lew members afrer
failing to complewe its objective! Alliances can last until the
end of the game (for example, two warbands can decide 10
ally against a third, and split whatever booty exists at the
end), or they can be very temporary (often falling apart quite
sucldenly and violently!),

To form an alliance, a player must declare that he is doing so
at the start of his turn. He must declare (1o all players) which
warband(s) he wants to ally with amd if they
agree, the alliance is formed. There is no
limit 1o the number of warbands a player
can ally with. The following
special  rules apply to a
witthand and s allies;

Moemboers of allied warbands
do not count cach other as
enemics, Mcembers of a
I warhand may freely run
. wilhin &" of members
ol any wirbands they
are allied to, Models
Forced 1o charge
A cnemy  mmodels
3 due o some
Afpecial
rule

(such as Freney or Ore & Goblin Animosity) are not forced 1o
charge allies. Note however that an Ore or Goblin failing an
Animosity sl counts allivd models as frendly Tired Swords
so if a "1 s rolled for the effects of the Animosity he will
charge or shoot at them il they are the closest friendly
e lels,

Members of allicd warbands that are in combat with one
another when the alliince is announced will automatically
break from combat. Place the models 1" apar from cach
other, They can mowe as normal in their next Movement
phase (so models &nocked down or stemned follow The
normal rules for being Erocked down or stnned, cie).

Initiating close combat with, shooting missile weapons at, or
throwing non-helplul spells at a member of an allicd warband
autematically breaks the alliince with that warband, Note that
this includes attacks caused by a failed Animosity test, Your
allies wren’t going to be as [orgiving of such behaviour as your
own warband members might be!

Determining the seenario: To determing which scenario will
be used for multiplayer games, players may cither choose o
play a particular scenario or roll on the following chart:

210 Result

2 The player with the lowest warband rating
may choose which scenario is played,

3 Play Scenario 7: Monster Hunt,
+ May Scenario 4: The Wizacd's Mansion.
5-6 Mlay Scenario 1@ Treasure Hunt,

Plav Scenario 2: Streel Dirawl

B9 Play Scenario 6: Ambush!

110 Play Scenario 5: The Pool.

11 Play Scemario 3: The Lost Prince.

12 The player with the lowest warband rating

may choose which scenario is played.
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Often, muliiple warbands will hear the same rumour about a
wyrdstone deposit and decide w explore that section of the
city at the same time. A banle often results with the winmers
taking the lion's share of the shards home with them.

terrain
Each player takes it in turns 1o place a plece of terrain, either
a ruined building, wwer or other similar item. We sugpest
that the terrain is set up within an area roughly 4'x6".

speciaf rufes

Onee you have placed the weerain, place 13 Wyrdstone shards
for each warband involved in the game on the mblewp w
represent where the shards are. Each player takes it in mirn to
place a Wyrdstone counter. Each player rolls a D6 w
determine who places fiest, second, third, ere. The counters
must be placed more than 10" away from the edge of the table
andl at least 67 away from each other. Note that counters are
placed before deciding which cdge the warbands will play
from. Warriors can pick up the counters simply by moving
into contact with them, A warrior can carry any amount of
wyrdstone without any penalty. Warriors cannot transfer their
wiyrdstone o another warrior. 15 the warrior who is carrying a
counter is taken ot of action, place the counter back on the
table where he fell

warban®s

Players use the normal warband set-up rules (see "Seting up
the warbands'),

treasure funt =osee——-

starting the game
Players each roll a D6 w determine who goes first. Play
proceeds clockwise around the table from there (based on
where players placed their warbands).

ending tfe game
The game ends when all warbands but one have failed their
Hout test. The routers awtomarically lose. If two or more
warbands have allied, they may choose 1o share the victory
and end the game.

erperience
+1 Survives, If a Hero or Henchman group survives the
battle they gain + 1 Experience.
+1 Winning Leader. The leader of the winning warband(s)
gains +1 Experience.
+1 Per Enemy owt of action. Any Hero ecarns +1
Experience for cach enemy he puts ond of action.

+1 Per Wyrdstone Counter. If a Hero or Henchman is
carrying a Wyrdstone counter at the end of the battle, he
receivies + 1 Experience.

wprPstone

Your warriors carn one shard of wyrdstone for each counter
in their possession at the end of the banle,

Guemene——  Qcenario 2: street Hrawl —e—gy

Turf wars are a common sight in the ruins of Mordheim.
When multiple warbands compete for the same arca, a
chaotic all-out brawl can ensue, where alliances are quickly
made and hroken and bleeding bodies litter the soreet,
Whichever warbands win the day will have a larger area o
search lor the precious wyrdstone,

terrain
Each plaver takes it in turn wo place a piece of wrrain, cither
a ruined building, wwer, or other similar item. We sugges
that the terrain is set up within an arca roughly 4'%6",

warbands

Plavers use the normal warband setup rules (see “Seuing up
the warbands’).

starting tfe game
Each player rolls a D6, The player rolling the highest has the
first turn and order of play proceeds clockwise around the
table (based on where players placed their warbands),

ending tfe qame
The game ends when all warbands but one have failed their
Rout test. The routers automatically lose. If owo or more
warbands have allicd, they may choose o share the victory
and end the game.

erperience
+1 Swrvives. Il a Hero or Henchman group survives the
battle they gain + 1 Expericnce.,
+1 Winning Leader. The leader of the winning warbancd
gains + 1 Expericnce.

+1 Per Enemy owt of action. Any Hero earns +1
Experience for each enemy he puts ead of action.




mm— Scenario 3: the fost prince

Travelling entertainers often tell tales of the ruined city and
because of this, sons of the privileged classes often see the
city of Mordheim as onc big romantic adventure. Sometimes
one will run away from home o join a mercenary warband
and make a name for himself Often these individuals are
killed before they even ger to the city but once in a while one
will get lucky and actually make it that far. Sometimes their
families are happy o see the young fool go but once in a
while, a rich merchant or noble will actually pay o have his
son saved from his inevitable fate in Mordheim.

The warbands have heard rumours that a powerful man's son
has wandered into the ruins and a handsome reward will be
paid for his return.

Cerrain
Each player takes it in turn to place a piece of terrain, either
a ruined building, tower, or other similar item. We suggest
that the terrain is set up within an area roughly 4'x6'.

i
speciaf rufes

The merchant’s son is initally placed in the centre of the
board. He will wander D6" in a random direction ar the star
of each of the first plaver’s wms, until someone ‘rescues’
him. If a warband member comes into contact with the
merchant's son (through normal movement, NOT through
charging - this is an exception to the normal rules and
represents that the merchant’s son is not the enemy and
should not be engaged in combat), the boy will anach himself
to that member and follow him around. If the ‘rescuer” is
taken owt of action, flees or rows, the merchant's son will
attach himself 1o the next warband member to contact him.
Should someone wish to attack the merchant’s son, he has
the same stats as a Youngblood (see the Mercenary warband
in the Mordheim rulebook) and is armed with a sword and
dagger. Ifhe is killed, no reward will be issued 1o the winning
warband, of course.

ornered by three

e —

warbands

Players use the normal warband set-up rules (see ‘Setting up
the warbands")

starting tfe game
Each player rolls a Do. The player rolling highest has the first
rn, and order of play proceeds clockwise around the table
(based on where players placed their warbands).

ending tfe game
The game ends when one warband manages to ger the
merchant’s son off the wble. That warband (and anv allied
warband) is the winner.

fﬂifﬂﬂ“f
+1 Survives. If a Hero or Henchman group survives the
battle they gain +1 Experience.
+1 Winning Leader. The leader of the winning warband
gains +1 Experience.

+1 Per Enemy ont of action. Anv Hero earns +1
Experience for cach enemy he puts ouf of action.

tBe rewar?d

The grateful father awards the winning warband with the
following treasure. Note that you roll for each item separately,
apart from gold crowns, which are always received.

Item D6 Result Needed
5D6 ge Automatic

D3 swords 4+

Suit of heavy armour 5+

Suit of light armour i+

Shield 4+

Helmet 4+

D3 gems worth 10 ge each 5+




Quemes Scenario 4: the wizard’s mansion =l

Not all of the ruined buildings in the city are ordinary houses.
Some notahle structures were the abodes of important wown
leaders or rich merchanis. Tales are told of hidden rooms
filled with treasure inm such homes. The warbands have
discovered the location of one such building. Rumours
abound that the former owner also dabbled in the arcane arts,
which may explain why his home was almost untouched by
the devastation.

terrain
Each player takes it in urn to place a picce of terrain, either
a ruined building, tower, or other similar item. We sugges
that the terrain is set up within an area roughly 4"26°, The first
building should be placed in the centre of the table, and the
objective of the scenario is 1o take control of this building,

warbands

One player is the defender, determined as normal (see
‘Attackers and defenders” at the beginning of the article),
representing the warband that reached the mansion frst. The
defender is deploved first inside or within 6" of the objective
building. Then the attacking warbands are set up as normal.

In addition, for each atacking warband bevond the first, the
defender rolls once on the table below o determine the
additional equipment his warband gets to start with, Each
item may only be found once. IF the same number is rolled
more than once, re-roll. These items represent the findings of
the warband thus far and are meant o give the warband a
chance against multiple opponents

D Item Found

1 Wooden Man

2 D3 doses of Mandrake Root
3 D3 doses of Crimson Shade
A Lucky Charm

5 Holy (Unholy) Relic

i Cathayan Silk Cloak

All of the above are described in the Mordheim rules excepr
for the Wooden Man. For rules on the Wooden Man, see new
ilems opposite.

starting tfe game
Each player rolls a 6. The player I"".l“il'l!{ Illi'_ i1|1.z|‘|l"-l has the
first wrn and order of play proceeds clockwise around the
table (based on where players placed their warbands).

ending the game
The game ends when all warbands but one have failed
their Rout test. The routers automatically lose. If one of
more warbands have allied, they may choose w
share the victory and end the game.

erperience
+1 Survives. If a Hero or Henchman
group survives the barle they gain 41
Experience.

+1 Winning Leader. The leader of
the winning warband gains +1
Experience.

+1 Per Enemy oul of action. Any
Hero eamns +1 experience for each
PUTYPEP PR R S R e ¥ e

wijard’s treasure

At the end of the game the winning warband finds all of the
items on the table above which were not found before the
bBattle. In addition, roll on the following chart 1o see whai
addirional items the warband finds in the mansion. Note that
you'll roll for cach item separately, apart from gold crowns,
which are always found. For example, you will need o roll a
4+ o find a Tome of Magic. Then roll o see if yvou find the
Gromril Sword and so on.

D6 Roll D6 Roll Needed
A6 g Automatic

23 gems worth 10 ge each 5+

Tome of magic 4+
Crromril sword 5+
Athame i+

133 doses of healing herbs 4+

Dispel scroll 5+

new items

Wooden Man: Use the suus and special rules for a zombie
with + 1% and + 17T, The Wooden Man is an artilicial construct
in the shape of a man but made of wood. It will follow the
commands of the defending warband but will not leave the
wizard's mansion for any reason, even after the game. The
Wooden Man may obviously not be traded.

Athame: An Athame is a special silver dagger used in magical
rituals. 1§ used in combar, it will not hold is edge. For the first
antack in a game, it will count as a normal dagger. However,
for the rest of the game it will count as a fist attack. The
Athame is worth 10 gold crowns il traded

DHspel Seroll: This scroll contains a powerful
counierspell. It may be read aloud
immediately after an opponent  has
successfully cast a spell (but before
results have been determined) o
negate its effects. When used roll a E
D6, The encmy spell is cancelled
on a roll of 4 or

IMare . Aler one
use, the scroll will
disintegrate and is
useless. It may be
traded for

23+ 10 go




L— Scenario 5: the poof m&

Rumours abound about a pool in the city whose waters have
magical powers of healing. The warband's patrons believe the
magical propertics of the water are due o a large deposit of
wyrdstone within the pool. The warbands have been sent 1o
collect as much wyrdstone from the pool as they can.

terrain
Each player takes it in murn to place a picce of wererain, cither
a ruined building, wwer, or other similar item. We suggest
that the terrain is set up within an arca roughly 46", The first
plece of werrain should be a pool of water roughly 67 in
diameter. The objective of the scenario is o gather all the
wyrdstone from the pool.

special rufes

Roll a D3+ 3 to find out how many pieces of wyrdstone are in
the pool. The pool is shallow and may be entered. Any Hero
spending an entire turn within 1° of the pool doing nothing
else but searching for wyrdstone may roll ar the end of his
turn to see if he finds some. On a D6 roll of 1-2, thar player
has found one of the pleces in the pool. No Hero may search
within 17 of another model (friendly or encmy), as models
that are too close wgether disturb the waters for cach other,
so that neither may see the botom. Only as many piecces of
wyrdstone may be found as were rolled at the beginning of
the game, any searching after than is useless, A Hero can carry
any amount of wyrdstone without any penalty. Heroes cannot
transfer their wyrdstone w another warrior. If the Hero who
is carrying a counter is tken ond of action, place the counter
on the able again where he fell. Another warrior can then

xh-_ Scenario

The defending warband has recently discovered a rich
deposit of wyrdstone. Unfortunately, word has leaked ot
about their find and warbands throughout the city are
hunting them, determined o take the treasure for
themselves.

terrain
Each player takes it in turn to place a picce of terrain, either
a ruined building, tower, or other similar item. We suggest
that the terrain is set up within an area roughly 46",

special rufes

One player is the defender, determined as normal (see
Artackers and defenders' at the beginning of the article). Each
of the defending warband's Heroes carries D3 picces of
wyrdstone. If a Hero carrving wyrdstone is taken ot of
action, place a number of counters, equal o the amount of
wyrdstone he was carrying, on the ground where he Fell. Any
Hero moving into contact with them may pick up these
wyrdstone shards.

warbands

All the models in the defending warband must be set up
within 6" of the centre of the board. The anacking warbands
are then set up as normal.

pick up these counters simply by moving into contact with
them.

warbands

Players use the normal warband set-up rules (see “Sening up
the warbands’, above).

starting tfe game
Each player rolls a D6, The player rolling highest has the first
turn, and order of play proceeds clockwise around the able
(hased on where plavers placed their warbands) from there,

ending the game
The game ends when all warbands but one have failed their
Howt test. The routers automatically lose, If one of more
wiarbands have allied, they may choose 1o share the victory
and end the game.

erperience
+1 Survives, If a Hero or Henchman group survives the
battle they gain +1 Experience.
+1 Winning Leader. The leader of the winning warband
gains + 1 Experience.
+ 1 Per Enemy ouf of action. Any Hero cams + | experience
for each enemy he puts ond of actlon,
+1 Per Wyrdstone Counter, I a Hero or Henchman is
carrying a Wyrdstone counter at the end of the baule he
receives + 1 Experience,

6: ambush) m——

starting (fe game
Each player rolls a DG, The player rolling highest has the first
turn, and order of play proceeds clockwise around the table
(based on where players placed their warbands) from there,

ending tfe game
Do not roll for Rout tests during this game. Instead, the game
will last 10 turns or until all the wyrdstone shards have been |
carried off the board, whichever comes first. The warband
that gets the most wyrdstone shards off the table (or held by
one of its Heroes when the game ends) is considered the
winner.

erperience
+1 Survives. If a Hero or Henchman group survives the
battle they gain +1 Experience.

+1 Winning Leader. The leader of the winning warband
gains + 1 Experience.

+1 Per Enemy out of action. Any Hero earns + 1 experience
for cach encmy he puts owt of action.

+1 Per Wyrdstone Counter. If a Hero is carrying 4
Wyrdstone counter at the end of the battle he receives +1
Experience.




P Geenario 7: monster funt ——————=Al

The warbands have heard rumours that a terrible monster has
come up out of its lair beneath the city following the recent
devastarion and established a new home in the ruins. You
have heard stories of such creatures and the reasure they
accumulare is the stuff of legends. You have decided w see for
vourself if the rumours are true

terrain

Each player takes it in marm o place a plece of wrrin, either
a ruined building, wwer, or other similar item. We suggest
that the terrain is set up within an area roughly 4'x6". The first
building should be rather large (ar least 6™x6") and open-
wpped, preferably ruins, This building should be placed in
the centre of the table, and this is where the monster's new
lair is located.

warbands

Plavers use the normal warband set-up rules (see "Setting up
the warbands’)

speciaf rufes

The monster's lair is locared in the central building and this
is where the beast will be, The monster is young for one of its
kind and its profile reflects this. In addition, a lifetime ol
living in caverns bencath the city has kepe the creature from
learning to use its wings, Therelore, unlike most monsters,
this beast cannot My, The monster will nor leave s lair for any
reason, though it will use its breath weapon against any
model in range that it can see and will, of course, attack any
model entering is lair. It will charge all models entering is
lair if possible. s ‘marn’ is performed belore whichever player
won the dice moll o go first, though it will do nothing uneil
someone comes near s lair. For the monster’s stats, sce
‘Gireat beasts in Mordheim” over the page

starting tfe game
Each player rolls a D6, The player rolling the highest has the
first turn, and order of play proceeds clockwise around the
table (hased on where players placed their warbands).

ending tfe game -

When one warband (or more than one, if the players have
agreed 1o share the monster's hoard) is the only one o have
any models within 6° of the monster's lair, and the monster
has been put ot of action, that warband is victorious and
gets the monster's hoard. 1 two or more players have decided
to share the hoard, they must decide how o split it up, I they
cannot determine this peacefully, their warbands will have o
decide it un-peacefully!

erperience
41 Survives. If a Hero or Henchman group survives the
baule they gain + 1 Experience.

+1 Winning Leader. The leader of the winning
warband gains + 1 Experience. :

41 Per Enemy owl of action. Any Hero earns
+1 Experience for each enemy he puts out of
action.

+1 For Wounding the Monster. Any
Hero or Henchman earns +1
Experience for each wound he inflicts
on the monster.

42 For Putting the monster out of action. The Hero that
puts the monster ond of action gets a bonus + 2 expericnce,

treasure foard

The young monster has moved its treasure hoard with it wo its
new lair. Because of its age, the young monster has not
collected as much treasure as an older creature of its ype.
Sell, it has amassed a respectable amount. Whichever
warband has control of the monster's lair at the end of the
game may scarch it to see what it contains, Note that you roll
for cach item separately, apart from gold crowns, which are
always found

Iteim D6 Result Needed
506 g Automiatic
Magical artelact {roll on arefact tahle) 6+
D3+ 1 pieces of wyrdstone 1+
Crroimieil axe 5+
Suit of heavy armour 5+
Suit of light armour A+
Suir of light armour 4+
Shield 4+
Helmer 4+
133 swords 4+
34 gems worth 10 ge each 5+
Jewellery worth 10-60 gc S+
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Great beasts in Aordfeim

Regular games of Mordheim are not really suitable for the
introduction of the larger monsters that roam the
Warhammer world. Even a small dragon, for example, would
eat the average Mordheim warband for lunch! Due o the
nature of multiplayer Mordheim, however, with its alliances
and generally broader emphasis, such creatures may well
make an appearance without overly upsetting the game.
Monsters in Mordheim are a bit smaller than their
Warhammer counterparts — they represent créatures that have
lurked underground in the caverns beneath the ciry, are
former denizens of Mordheim’s world famous Imperial zoo,
or are young members of their species who have recently
been forced our of the nest and have decided to set up a new
lair in the ruined city. Players who wish to include monsters
in their games of Mordheim can do $so using Scenario 7
Monster Hunt, or may wish to create their own
scemarios using these rules. If a monster is desired,
the plavers should either
choose what type of beast
they are hunting or roll on
the following chart:

34

D6 Roll Result

1 Young Hydra

2 Young Dragon

3 Young Wyvern

1 Young Griffon

5 Young Hippogriff
G Young Chimera

NDoung Hydra
Profile M WS BS 5§ T W 1 A I1d

¢ 4 o0 4 4 5 3 5 B

=

Fear: Despite its smaller size, the voung Hydra is still a
fearsome opponent. It causes fear.

Save: The young Hydra's scales aren’t as strong as a normal
Hydra’s, bur they are still as strong as metal, The Hydra has an
armour save of 64 thar is not modified by the strength of
attacks against it (or by other save modifiers).

Breath Weapon: When the young Hydra breathes, flames
leap from its mouths. It can use these flames as a weapon if it
wishes. This artack is made in the Shooting phase and may be
made even if the Hydra is involved in close combat. Simply
place the small weardrop shaped template with the narrow
end at one of the Hydra's mouths; any models under the
template will be hit by flames on a dice roll of 4+. A model
hit by flames takes a single 53 hit. Normal armour saves apply
Do not worry about any buildings the emplate may cover;
the Hydra's fire is o0 weak o ser them alight without
prolonged exposure.

Loss of Heads: Each wound suffered by a Hydra represents
one of its many heads getting taken owt of action. Because of
this, any successful (unsaved and un-regenerated) Wound o
a Hydra reduces its Anacks characteristic by one. In addition,
the loss of heads makes for fewer flames when it breathes, so
for every 2 successful Wounds, the strength of the Hydra's
breath weapon is reduced by one (to a minimum Strength of
1). So, for example, if the Hydra has taken 3 {unsaved and un-
regenerated) Wounds, it would have 2 attacks remaining and
the Strength of its breath weapon would be reduced o 2.

Regeneration: All Hydras have the ability 1o regrow damaged
heads, Some can <o this immediately, while for others it may
take a maner of hours or even days to replace a head that is
lost. To represent this ability, at the end of each round of close
combat roll a D6 for each Wound the Hydra has suffered that
round. On a roll of 4 or more that Wound has regenerated;
any regenerated Wounds are reinstated. If a Hydra is down to
its last Wound remaining, make this roll 1o regenerate before
rolling on the Injury table; a successful Regenerate roll means
that no Injury roll is made.

Will not Rout: The Hydra is far too greedy to abandon its
hoard. It will automatically pass any Rout test or any other
test that would cause it to leave its lair. It will not leave its lair
for anv reason

Skull of Iron: The Hydra's skulls are much too thick for
normal blows w penetrate. It is immune to the effects of
being stunned. Treat any stunned results from the Injury
table as a knocked dowrn result instead (see below).

Staggered, but not down: Mighoy blows will rock the

Hydra but most creamures lack the ability to truly knock
it into the dirt. Therefore, any knocked deown result
the Hydra receives will instead cause it to lose 1 Anack
until it recovers (during the Recovery phase of its nex
mrn). Multiple knocked down results will cause it w
lose multiple atacks in this way (if taken o 0 Amnacks or
fewer, the Hydra may not attack until it recovers).



Doung Sragen

M WS BS 5§ T W 1 A Id
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Profile

Fear: Despite its smaller size and useless wings, the young
Dragon is still a fearsome opponent. It causes fear.

Save: The voung Dragon’s scales aren’t as strong as a normal
Dragon’s, but they are stll as strrong as metal. The young
Dragon has an Armour save of 5+ that is not modified by the
strength of attacks against it (or by other save modifiers).

Breath Weapon: When the young Dragon breathes, flames
leap from its mouth. It can use these Hames as a weapon il it
wishes. This amtack is made in the Shooting phase, and may be
made even if the Dragon is involved in close combat. Simply
place the small reardrop shaped emplate supplied opposie
with the narrow end at the Dragon's mouth. Any models
under the template will be hit by flames on a dice roll of 4+,
A model hit by flames takes a single 53 hit. Normal armour
saves apply. Do not worry about any buildings the emplawe
may cover; the Dragon's fire is too weak 1o set them alight
without prolonged exposure,

Will not Rout: The Dragon is far oo greedy o abandon its
hoard, It will automatically pass any Rout test or any other
test that would cause it to leave its lair I will not leave its lair
for any reason.

Skull of Iron: The Dragon's skull is much too thick for

normal blows w penctrate, It is immune o the effects of

being stunned. Treat any stunned results from the Injury
table as Erocked dotwn results instead (see below),

Staggered, but not down: Mighty blows will rock the
Dragon, but most creamires lack the ability o wruly knock it
into the dirt. Therefore, any dnocked down result the Dragon
receives will instead cause it w lose 1 Artack until it recovers
{during the Recovery phase of s next tuen), Multiple
knocked down results will cause it o lose multiple atacks in
this way.

Doung Wovern
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Profile

Fear: Despite its smaller size and useless wings, the Wyvern is
still a fearsome opponent. [t causes fear,

Save: The Wyvern's scales aren’'t as strong as @ normal
Wyvern's, but they are still as strong as metal. The Wyvern has

an armour save 64 that is not modified by the strength of

attacks against it (or other save modifiers).

Envenomed Tail: The Wyvern has a whip-like tail that is
tipped with a deadly stinger. In combat it thrashes this tail
forward among its enemies, either injecting them with its
deadly venom. or simply clubbing them into submission. In
game terms this is represented by a special rail strike that the
Wyvern makes before its normal antacks in close combat. Roll
a 6. Any enemy models that are in base contact with the
Wyvern and that it may attack in the Close Combat phase (eg,
it is either the Wyvern's ‘turn’ or the model’s turn) thar have
a lower Initiative than the dice score are automatically hit by
the Wyvern's tail. Models with Initiative equal to or higher
than the DG roll have successfully dodged the tail and are not
affected. Each maodel struck by the Wyvern's tail rakes a
Strength 4 hit.

Will not Rout: The Wyvern is far too greedy to abandon its
hoard. It will automatically pass any Rout test or any other
test that would cause it to leave its Lair. It will not leave s lair
for any reason.

Skull of
Irovm: The
Wyvern's skull is
much oo thick
for normal blows 1o
penetrate. It . Is
immune o the effects
of being sturned. Treat

any stunned resulis from
the Injury table as a knocked
down  resule instead  (see
el

Staggered, but not  down:
Mighty hlows will rock the Wyvern,
but most ereatures lack the ability o
truly knock it into the dirt. Therefore,
any knocked down result the Wyvern
receives will instead cause it v lose 1
Attack until it recovers (during the
Recovery phase of its next wrn). Multiple

knocked down resulis will cause it o lose muliple anacks in
this way (if taken to 0 Attacks or fewer, the Wyvern may not
amrack until it recovers).

Doung Griffon
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Profile

Fear: Despiie its smaller size and useless wings, the Griffon is
still a fearsome opponent. It causes fear.

Massive Beak: One of the Griffon's atacks is a bite attack. lis
maw is a massively sharp, iron-hard beak that can easily slice
through the thickest armour as if it were made of paper, An
opponent damaged by this attack suffers an additional -1
penalty to his armour save, for a total armour save penalty of
-3 (-1 for the hite and -2 for Strength).

Will not Rout: The Griffon is far oo greedy o abandon its
hoard. It will automatically pass any Rout test or any other
test that would cause it to leave its lair. It will not leave its lair
for any reason.

Skull of Irom: The Griffon's skull is much wo thick for
normal blows to penctrate, It is immune to the effects of
being stunned, Treat any stunned resulis from the Injury
table as bnocked doum result instead (see below).

Staggered, but not down: Mighty blows will rock the Griffon
but most creatmres lack the ability to truly knock it into the
dirt. Therefore, any knocked down result the Griffon receives
will instead cause it to lose 1 Artack until it recovers (during
the Recovery phase of its next wurn). Multiple knocked doumn
results will cause it o lose multiple atacks in this way.
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Doung Hippogriff
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Profile

Fear: Despite its smaller size and uscless wings, the young
Hippogriff is still a fearsome opponent, Tt causes fear

Massive Beak: One of the TTippogril”™s anacks is a bite atack.
Tis maw is a massively sharp, iron-hard beak that can casily
slice through the thickest armour as il it were made of paper.
An opponent damaged by this attack suffers an additional -1

penalty to his armour save, for 2 total armour save penaley of

-3 {-1 for the bite and -2 for Stwrength).

Will not Rowrt: The Hippogriff is far oo greedy o ahandon
its hoard, It will automatically pass any Roul test or any other
test that would cause it o lesve ies lair Tewill non leave s laie
for any reason.

Skull of Iroin: The Hippogeiff's skull is much too thick for

being stremned. Trear any strmred results from the Tnjury
table as o Erocked dorem resull insiead (see below).

Staggered, Tt not dowine Mighty blows
will roack the Hippogeiff bt most
crcaturcs lack the abilicy to truly
knock e inte the dice,
Therefore, any nockod
elopene result the

. Hipprosrill receives
welll imsbeae] Canse il

| i lose | Attack
! '\ until it recovers
- ! (during the
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nexl (urn).
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Doung Chimera

Profile M Ws B & T w 1 A 1Ld
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Fear: Despite its smaller sioe amd useless wings, the Chimera
is still & fearsome opponent. T causes fear.

Drragon Mead: One of the Chimera's theee heads is thar of a
Dreagon. When the Dragon head breathes, flames leap from its
mouth. It can use these flames as a weapon if it wishes, This
artack is made in the Shooting phase, Simply place the small
teardrop shaped emplite with the narros end ar the Draggon
hesicl's mouth; any monlels under the emplate will be hic by
Mammes on 4 clice rodl ol 44+, A model it by flaimes takes a 53
hit. Nowmal armmour saves apply,. Do aot woery abour any
buildings the emplate may cover; the Chimera's fire s too
wieak o set them alipht withour prolonged exposure.

Kam Head: The second head is that of o massive bloody-eyed
ram. One of the Chimera's artacks s 0 head-buo made By the
ram head, I this atiack hits bt Giils o do damage, the Largel
st mgke an Indtiative test or be nocked dowmn,

Lionn Tlead: The last of the Chimera's heads is that of a
lerocious golden-maned lion with jaws of steel and rzor
sharp teeth. One of the Chimera’s attacks s a bite by the lion
head, An opponcnt damaged by this attack sullers an
additional -1 penalty 1o his armour save, [or a ol armour
sive penilty of -5 (-1 for the Blie and -2 fore Strength)

Will ot Rout: The Chimera is far too greedy to abandon its
hoard, 10 will automatically pass anv Wout test or any other
test that would cause it to leave its lair, 1twill not leave it Dair
for any reason,

Skull of Iron: The Chimera's skolls are much e thick Tore
normul Blows o penctrite. 10 s immone o the ellects ol
being sftereneed. Trear any stenned eesults frome the Injury
Gable as a ferocked down resull instead (see below)

Stapgpered, but not down: Mighty blows will rock the
Chimera but most creatures lack the ability to truly knock i
inte the dirt. Therctore, any Enocked down result the
Chimery receives will instead cause 10w lose | Awack aocil i
recovers (during the Recovery phase of its next taren),
Multiple dnocked down results will cause it to lose multiple
attacks in this waw
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By Gav Thorpe

These subplol fdeas were wrillen by
Warbammer supremo Gav Thorvpe in the
dim and distant past and bave only
recently been recovered by our lireless
scriboes, These subplots can be wsed as an
alternative to Mark Havener's and Tim
Muckelbery's Random Happenings table
Jrom the Besi of Town Cryer supplement or
in adedition to @t (plavers conld decide to
wse one table for even games and the
other for odd pames - whalever you
choose really).

These ruales work in a similar manner o the
Random Happenings — each player rolls a D6
at the start of the game and on the roll of a 1
must roll on the able helow (3130). The effects
last for the entire game,

3 INFESTATION

This cireet of Movelbeim i infesied with reis,
bats and other verminows creatures which
will swarm out to attack anything that
distierhs their fafr,

Every time a model enters a building, roll a
13, Onoa roll of a 1, the maodel is artacked and
sullers D6 Strength 1 hits, Roll [or models
deploved in buildings at the start of the game,
hefore the firse player's o,

3 FLOODING

This region of Mordbeim bas been flooded,
either through beavy rainfalls or by some
offer medrns. The wniler is nol deep, bul it bes
mtade the ground very slippery underfool,

If a model wants to mowve, roll a 136, On a score
of a 1 it Falls over, just as il knocked down in
hand-to-hand combat. If the model wishes to
run or charge it falls over on a 1 or 20

- Subplots

5 EXTREMELY
DERELICT

The buildings in this part of Mordbeim scem
ter be even moare badly damaged than the rest
af the city and could fall down atr any
ettt

At the start of cach player's turn they must test
o see 0 boildings with thelr models in
collapse, For each bullding the player has a
mixlel in, roll one dice tor cach model (fricnd
or foe) in the building. IF rwo or more rolls
come up with the same score (Iwo or more
s, two or more 2's, cte), the building
collapses. OF course, this means that a single
model in a building cannot collapse i, but if
more than two or more models are in the
same  building, the chances ol a collapse
increase, Models inoa building that collapses
count as falling, using the normal rmles.
Mote that a buillding doesn’t
cullapse totally, there's no need
tey replace it and models may
enter it again as normal,

(] CARRION
CREATU/RES
Thvis region of Mordbetm swearms with

Jlocks of evil orows and swarms of other

vernin. Although they will not attack a
warrior owtright, they meay descend upon a
bedpless largel,

Holl a dice for every Hero that goes out of
action, On a | they have been [urther mauled
by the carrion caters and must roll twice on
the Serious Injuries table. Deduet -1 from the
dice roll when rolling to see il out of action
henchmen are permanently lost,

7 SORE HEADS

Che af the warbands spent the previous night
celebrating their victories for drowning their
sorrows.. ). They are all suffering from the
‘morning dfter” and will take o while to clear
thoir beads. ..

Fach plaver rolls a dice. The warband with the
lowest score is suffering from hangovers and
exhaustion. Each Hero in the warband halves
their Initiative. Roll a dice ar the start of every
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turn for each ITero in the warband. If the score
is equal to or lower than the Hero's Toughness
then they have shaken ofl the effects and no
longer sulfer the penalty.

8-9 BITTER RIVALS

The nwo warbands bave clashed before, or
bave beard grave rumours of each other's
exploits, and are determined to defeal their
Eenenties df ary cosl,

The following rule applies 1w hoth
; warbands. When taking a Roul 1est,
the plavers may roll 306 and
choovse the lowest two  scorcs
hefore compuring the total to
their Leader’s Leadership value,

wla \
10 FL1]

Mardbeim bas been swept by an epidemic of
influenza and some of the warriors may be
suffering its debilitating effects.

Roll a dice for every model in the game. On a
roll of a 1 they have caught the flu and sulfer -
1 WS, -1 BS and -11 for this hattle,

11-12 CELEBRATIHONS!

Today is a spectal day for one of the warbands
— perbaps it is their leader's birtbday, an
imporiant boly day or maybe the anniversary
aof a great victory, The warband is determined
to go out and celebraie afier the barttle!

This sub-plot has no effect on the battle.
Iowever, cach player should roll a Do, the
highest scoring player is the one whose
warband has cause for celchration. Alter the
bartle, all the Heroes in the warband must go
1o the alehouse; they cannot go (o another
location. ..

13 WYRDSTONE HOARD

The surrounding area is littered with more
than ihe usual amount of wyrdstone. While
this may prove to be very profitable for the
warbands, the presence of so much wyrdstone
bas whipped wp the winds of magic into o
near-uncontrollable trmull,

Any model attempting (o use magic during the
game must take its Difficulty test on 316 rather
thun 216, However, both warbands gain an
additional +D3 wyrdstone after the battle (roll
separately for cach warband).

14 HOWLING GALE

The winds are blowing strongly =5

today, making a virtual

maockery of any attempr to ey 3 )

shoot missile weapons. i: {f\
b

All missile fire during the game “'ﬁ( g

suffers a -2 w hil, in addition to

any other modificrs,

15 COLLAPSING GROUND

Many peris of Mordbeim are buill over
arcient sewrers dand caltacombs. In this aread,
the ground is particularly bad and bidden
crevices and potholes aweidt the wrvary.

Roll 2D6 cach time a model moves, On a roll
of 2 ar 12, the model has fallen down a hole
into the tunnels beneath the city (mark the
model in some way). The model cannot do
anything or be attacked whilst in the tunnels.
To climby out of the tunnels, the model must
take an Initiative test, just as if it were
attempting o climb a wall or building,

16 WATCHED
Cine warband bas been unexpectedly joined
by an emissary of their superiors, who will
report back on their performance. If they
perform well, they will be rewarded; if
they fail, then their masters will be mosi
displeased. ..

Each player rolls a DG. The player with
the lowest score is being monitored. If
they win the scenario, they gain an
B - additional 16x10 gold as a reward. If
| they lose the battle, then they musi
pay their masters a tribute equal to



Déx1l) gold to assuage their anger. Possessed
warbands that win gain a Dacmon
(see Bloodleter from result 15 on
the Random Encounters chart) for

D¢ tarns as if they had made a
sacrifice, rather than gaining gold.

Il they lose, they must sacrifice one
of the models in the warband
(remove the model from the warband, this
sacrifice does not get them a Daemon!).

17 BAD FEELINGS

One af the warbands is baving serious
problems — dissension, constant bickering
and resentment keeps flaring up into angry
excharnges.

Each player rolls a 1D6. The warband of the
player with lowest score is subject o the
following mule. At the start of every turn, roll a
D6 for cach model with another model from
the same warband within 67, If there is an
enemy model closer than the Mendly model,
no roll is necded (theretfore models in combeie
necd never roll). On a roll of 1 they can do

nothing that wum as they hurl insults and act in
a gencrally acrimonious manner.

18 WARP LIGHTNING!
The wyrdstone in this area bas set wp a weak
magical field that discharges bolis of green
fightning al erratic inlervals,

At the start of each plaver’s turn, the plaver
rolls a6. On aroll of a 1, a bolt of

waurp lightning leaps across the
buildings. Place a dice or other
marker in the cenire of the
battlefield. Roll the Scatter dice
and move the marker ZIN in
the direction indicated. The
marker then scatters 216" again.

A single model within 37 of (his
linal point is hit by warp lightning and suffers
a hit with a Strength equal o the roll of a D6
(no armour saves allowed). If two or more
maodels are within 3", the one with the best
armour save is hit (randomise it there is still
more than one cligible targer).

Subplots

SIINSE WILE
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Dercenary Barbands

‘My  only
crime was

o get in a
brawl with
some g
Sarmer outside
of the Donkey's
Nut Tavern - the
next thing I knew
a dozen of bis
. 3 brothers were after
i ' my biood!”

Udo Verkonnen, Freesword

3 The principality of Ostland is the most sparsely
Q > inhabited of all of the Empire’s Electoral
a provinces. Its people have more ties with the
land of Kislev to the north than they do with
their countrymen o the south. This is because
the Forest of Shadows and the Middle
Mountains form rwo natural barriers between
Ostland and the rest of the Empire. Within the
a Forest of Shadows are vast amounts of wild
'm game but also darker creatures such as Chaos
Beastmen and Forest Goblins. The Middle
Mountains themselves are the highest point in
the Empire and their peaks are inhabited by a

large number of Ogres.

Ostland’s isolation has greatly shaped its
inhabitants and they are a poor but hardy folk.
village lives

Each small barely above

subsistence levels and is usually composed of
one large extended family. The men of Ostland
are tall and broad-shouldered while the
women tend to either be tall and whippet thin
or short and stout. Marned men are usually
dirt farmers who also gather roots, ubers and
nuts in the forests, while unmarricd men
spend their lives as trappers and hunters. The
worship of Taal, the god of Forests and Beasts,
is very popular in the region, although there is
also some worship of Taal's wife Ryha, and his
brother Ulric in the more westerly villages.

While not warlike by nature, Ostlanders are
never opposed to a good honest drunken
brawl and with their love of dark ales these
sorts of scraps are not uncommon. During the
Great War against Chaos, Ostlanders rallied in
great numbers o wield bow and spear in
defence of their Kislevite neighbours. More
than any other part of the Empire, Ostland has
tasted the lash of Chaos and their hatred of the
evil ones knows no bounds.

Special Rules

Self-Sufficient: The men of Ostland have no
desire to give their hard-earned gold to
outsiders. As a result they can never hire any
Mercenaries except for Ogres (who are not an
uncommon sight in Ostland).

CRoice of Warriors

An Ostlander warband is often made up of an
extended family of Ostlanders. Fathers, uncles,
brothers, cousins and even the occasion tough-
as-nails aunt all join together o form the
warband. The ‘family’ must include a
minimum of 3 models and a maximum of 15.
You have 300 Gold Crowns that you can use to
recruit your initial warband.

Beroes
Elder: Each Ostlander warband must have one
Elder, no more, no less!

Blood-Brothers: Your warband may include
up 0 2 Blood-Brothers.

Priest of Taal: Your warband may include up
to 1 Priest of Taal.



A tale of ve ruffians and dronken r

Bencfmen
Kin: You may have any number of Kin.

Ruffians: Your warband may include up to 5
Ruffians

-

Jaeger: Your warband may include up 1o
Jaeger.

Ogre: Your warband may include one Ogre,
There isn't enough food for more than one!

Starting Erperience

The Elder starts with 20 experience
Blood-Brothers start with 12 experience,
Priests of Taal start with 12 experience.

All Henchmen start with O experience,

Tew Equipment
Double-barrelled Pistol
{30 gc/60 ge for a brace / Av Rare 10)

Double-barrelled Hunting Rifle

(300 gc / Av Rare 12)
Knowing Ostlanders’ penchant for impressive
weaponry (and ready willingness to spend
excessive amounts of money) a weaponsmith
trom Hochland decided o weld two barrels
together on a pistol and sell it for twice the
price. The warband was so impressed with
their new weapon that they asked him o do
the same to their hunting rifle, Since then, the
weaponsmith has been flooded with orders
from some of the most powerful warbands in
Mordheim,

A double-barrelled gun (of any sort) is treated
exactly like a normal version with one
exception. Any enemy is hit by two blasts
rather than one (ie,
a pistol causes two
54 hits rather than -
one for each
successful hit}.
However, each
barrel takes a full
[urn to  reload
(although if wvou
reload  only  one
barrel you can fire it
like a normal
pistolrifle). If you
own a brace of

s of the northernmost lands of the Empire
By Brian Lang

double-barrelled pistols you may fire them
every other round (rather than every round
like a normal brace)

I faracteristic Ancrease

When warband members gain enough
experience for an Advance (see the Experience
section of the Mordheim rulebook), it is likely
that they will roll a characieristic
increase. Characteristics for members

of Ostlander warbands may not be
increased bevond the maximum
profile limits shown below, If a ¥
characteristic is ar its maximum, take the
other option or roll again if vou can only
increase one characteristic, If both are alreacdy
at their maximum, you may increase any other
by + 1 instead. Remember that Henchmen can
only add + 1 1o any characteristic.

Profile M WS BS § T W I A Id

Human - i 6 4 4 3 6 4 9
Ogre 0 5 i 6 O & 5 i

SN MBI
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The following lists are used by Ostlander warbands o pick their weapons:

Osilander Equipment List
Hand-to-hand Combat Weapons

Jaeger Equipment List
Hand-to-hand Combat Weapons

_______.-l-l_\—\-q_
_—-——_--_____-_____-——-——-l

Gstfander equipment fists

Dagger .......cvevnnnca dotiroeZec Dagger c.....oociavasas st eef2 po
Mace/BAMMEer ... o es e ianan 3 gc AR e s i e et S St 5 gc
PO oo n R e 5ec  Sword SERRe L ]
SN, v s e o MEE  SPERT .o 10 gc
Double-handed Weapon . ... ... .. 15 gc  Missile Weapons
BEEAP et st a s nnnsy tl ki L R 15 ge (30 for a brace)
Missile Weapons Double-Barrelled Pistol . ......... .30 gc
Bosw o m {60 for a brace)
Pistol ...........15gc (30 for a brace) W sramemleTdiedneindain R
At o Fin 1T e R e e e e 35 gc ,
Light armag:. oo smsereieissm 20 gc BRI i otk it e 30 ge |
Heavy armour . ccvwiiaevaves s 50 go SORING. o et A g |
Helmet .......................10ge Double-Barrelled Hunting rifle . .. 300 gc |
Shield ... ....._.......... G oA
Ruffian Equipment List Light ammour . .. ..ocevcensses =0 20 Q€ r
Hand-to-hand Combat Weapons OIIENE ks AR DA s e R A A I'
Dagger . ...........vne..1stfree/2pe Helmer ....................... 10 gc |
Mace/hammer .......:....00.... 3 ge Ogre Equipment List
L 5 ge Hand-to-hand Combai Weapons
il o s e 10 ge Gl vl s e 3 gc
Double-handed weapon . ......... 15 gc G ke kB
Missile Weapons Swiind s aasresrT R 10 gc
Wicis Double-handed weapon .. ... ... .. 15 ge
A Missile Weapons
Lightarmour .. ................. 20 gc i
Armour
BT a1 ] R M 20 gc
Ostlander s§iff tables
Combat Shooting  Academic  Strength Speed  Special r'

v v

e ———— T P
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1 Efver

60 Gold Crowns to hire

In Ostland, the oldest (or more often biggest)
man in the village is given the title ‘Elder’. His
word is greatly respected and only at his
urging would the manhood of an entire village
pack up and travel to Mordheim to seeck their
fortune,

Profile M WS BS S T W 1 A Id
i 4 4 3 3 1 4 1 8

Weapons and Armour: An Elder may be
equipped with weapons and armour chosen
from the Ostlander Equipmen list.

SPECIAL RULES

Leader: Any warrior within 6" of the Elder may
use his Leadership characteristic when taking
any Leadership tests.

02 Blood Brothers

35 Gold Crowns to hire

Ostland villages are usually composed of a
single extended family. Everyone is everyone
else’s uncle, cousin or brother (and
sometimes their own!). Rather than trying 1o
keep all of these relations straight, the most
respected men in the village (aside from the
Elder) are referred to simply as Blood-
Brothers.

Profile M WS BS § T W 1 A Id
3 3 1 3 1 7

i 4 3
Weapons and Armour: Blood-Brothers may
be equipped with weapons and armour
chosen from the Ostlander Equipment list.

01 Priest of Taafl

45 Gold Crowns to hire

It is said that every priest of Taal is born during
the darkest phase of the moon. Those who are
accepted into the service of Taal are loners by
nature and spend their time wandering the
untamed forests of the Northern Empire. It is
unclear why the priests of the forest have
begun 1o join bands of Ostlanders in their
delvings into the ruined city of Mordheim - for
the servants of Taal keep their own counsel.
Suffice to say that the Forest-God is clearly
building a strong presence both in and around
the darkened ruins as more animals begin o
fill the surrounding forests...

Profile M WS BS S T W 1 A Id
£ 2 % 33 1. 3% 1 7

Weapons and Armour: A Priest of Taal may be
equipped with weapons chosen from the
Ostlander Equipment list,

SPECIAL RULES

Prayers: A Priest of Taal may use the prayers of

Taal listed below.

Strictures: Priesis of Taal may never wear
heavy armour.

Ostlander Elder (below, left), Blood-
Brother (below, centre) and Priest of Taal
thelow, right).
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25 Gold Crowns to hire

Muost of the warriors in an Ostlander warband
are brothers and cousins of the Elder. Many are
married men with children to support and the
ruins of Mordheim are a lure that few poor
villagers can resist,

Profile M WS BS § T W I A Ld
% 3 3 5353 31 31 73

Weapons and Armour: Kin may be equipped
with weapons and armour chosen from the
Ostlander Equipment list.

07 Baeger

25 Gold Crowns to hire

Some Ostlander men choose not to marry but
instead spend their time alone in the foress of
the Old World, While these rangers do not
share the close family bonds of a wypical
Ostlander blood-kin they are well respected
for their knowledge of the woods and their
rugged determination. Poor Jaeger usually
wield a simple home-made bow but it is every
jaeger's dream o one day own a blackpowder
weapon and hunting rifle, especially double-
barrelled versions, as these are a sign of great
prestige amongst the hunters of the deep
winds.

Profile M WS BS S T W I A Ld
4 A 2 3 3 1 8 1 7

Weapons and Armour: Jacger may be
equipped with weapons and armour chosen
from the Jaeger Equipment list.

05 Ruffians

25 Gold Crowns to hire

Although every Ostlander loves his ale, a few
men in every village take this love 1o extremes.
Never sober and rarely conscious these
buffoons stagger their way through the sireers
of Mordheim velling slurred  insults  ar
whomever they meet, committing petty acts of
vandalism and generally making a mess of
things. This comic behaviour is  often
misconstrued into a false belief thar they are
harmless, a belief that many live w0 regret.
Fuelled by vast quantities of booze these are
very dangerous, unpredictable men indeed
who will shove a broken botle into your face
as soon as laugh heartily and burst into song!

Profile M WS BS § T W I A Id
4 2 2 33 1 2 1 10

Weapons and Armour: Ruflians may be
equipped with weapons and armour chosen
from the Ruffians Equipment list. Ruffians
never use missile weapons, as their depth
perception leaves a bit to be desired, even if
they gain an Advance roll which would
otherwise allow them o do so.

SPECIAL RULES

Drunk: Ruffians are blasted out of their tiny
minds on rotgut spirits and cheap ale. As such,
they automatically pass all Leadership based
tests they are required 1o take

No Respect: Ruflians are objects of a strange
mix of pity and abject fear for their fellows and
may never become a warband leader.

Ostlander Ruffian (below, left), Kin (below, centre) and
Jaeger tbelow, right).




o1 Ggre

160 Gold Crowns to hire

More than anywhere in the Empire Ogres are
most commonplace within the hilly, pine
forested landscape of Ostland. These brutish
creatures are very much sought after by the
rough mountain men of Ostland as muscle in
the warband. An Ogre's strength is near
legendary and their ability 1o sustain an awful
lon of punishment during a fight makes these

the perfect shock troops of any warband. Of

course, an Ogre's appetite is nearly as well-

renowned as their fighting abilities and so they

are rather expensive o keep,

Profile M WS BS § T W I A ILd
5 ¥ 3 4. 4 5 % 2 T

Weapons and Armour: Ogre may be
equipped with weapons and armour chosen
from the Ogre Equipment list

SPECIAL RULES

Fear: Ogres are large, threatening creatures
that cause Fear, See the Psychology section for
details,

Large: Opres are huge, lumbering creatures
and therefore make wmpting targets for

archers. Any model may shoot at an Ogre, even
if it is not the closest target.

Skills: An Ogre who becomes a Hero as a
result of The Lad’s Got Talent may choose
from the Combat and Strength skills,

Slow Witted: Although Ogres are capable of
carning experience and bettering themselves
they are not the smartest of creatures. Ogres
only gain advances at half the rate of everyone
else (ie, they must accrue twice as much
expericnce as normal w get an advance)
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Gstlander Speciafl SEiffs

Ostlander Heroes may use the following Skill table instead of any of the

Buff Rush.

This warrior is huge., even by Ostlander
standards, and can use his massive girth to
aoverpower his opponents. When he charges,
this Hero may attempt to knock down his
opponent rather than making his normal
amtacks. Roll to hit once with a +1 1o hir
modifier, though no ‘to wound' roll is
necessary. Instead, if the warrior hits

with this attack, the opposing

model is Knocked Down. (Models

with the Bull Rush skill should

have a suitably large beer-belly
modelled our of putty whenever possible!)

Houl SVour

Ostlanders are prodigious drinkers and none
too hygienic! This warrior rises head and
shoulders above the rest. After a lifetime of
drinking, liquor has little effect on him any
more... not that this stops him from
consuming massive quantities! His unwashed
clothes and sweat reek of

alcohol and  all  living
enemies (not Undead or
Possessed) are at -1

to hit him in
hand-to-hand

standard Skill tables available o them.
Il-l.—u.‘i.- o

combat. In addition, the warrior cannot carry
any open flames (torch, lantern, etc) and fire
attacks made against him are resobved at +1
Strength as his booze soaked clothing burns
readilv.

T aunt

After years of baiting opponents into drunken
brawls, this Ostlander has learned some of
most vile insults in the Empire. During the
Shooting phase, the warrior may choose to
taunt one enemy instead of shooting with a
missile weapon or casting a spell. The warrior
must be able to see the enemy and aunting
follows all the LOS rules for shooting (you
must taunt the nearest opponent, ew). The
player should insult the enemy model in some
manner whenever possible (perhaps his har
looks like a strangled parrot or his mother was
a Bretonnian!). The enemy then takes a
Leadership test. If he passes, nothing happens
but if he fails he must spend his next
Movement phase trying to get into close
combat with the warrior who taunted

him.

Animal FrienVsip

Having grown up amidst the

animals of the forest, this
warrior exudes a certain charm
to all ‘normal’ animals (ie,
warhorses, warhounds, erc).
Animals will never amack him
and up w wo wardogs (see
Mordheim book, page 54) that
the warrior owns do not count
against the maximum number
of models in the warband.

Blood Gath

The leader of an Ostlander
warband sometimes takes a
blood oath never to leave any of
his fallen ‘family’ members
behind. Such is his
determination to protect his
fallen blood-kin that it is
extremely difficult to cause him
to rout from the field. Only a
wirband's leader may have this
skill, which allows him o re-
roll a single Rout test once per

game.
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Averland lies in the south of the Empire,
hetween the rivers Aver and Upper Reik and
borders upon the Black Mountains and the
huge range that is the Worlds Edge Mountains.
It's a prosperous province, though it's neither
one of the largest or most influential in the
Empire. The Black Mountains and the World
Edge Mountains harbour plenty of mines and
many are in Dwarf possession. The metal ore
is sold at a good profit in Averheim, the
provincial capital, to merchants from Nuln,
who transport it on barges down the river
Aver, The mountains contain several ancient
Dwarf strongholds but Night Goblins or
Skaven have overrun several of them, while
others have been lost in violent volcanic
cruptions

The Black Fire Pass guards an important trade
route between the Borderlands and the
Empire, dividing the Worlds Edge Mountains
from the Black Mountains. The route is an old
Dwarf road and extends past Averheim and
further north into the Empire. Goods from the
Black Fire Pass are usually shipped along the
Aver River to Nuln. The pass is the only place
to cross the mountains, as the mountainsides
are extremely steep and almost impossible 1o
pass. Not to mention that the weather is
notoriously unpredictable and few dare risk
being caught in a blizzard or avalanche, As if
things weren't bad enough, the mountains are
home to fierce tribes of Night Goblins, Trolls,
Skaven and legendary monsters. Some daring
adventurers have made a living off stealing
cggs from the tallest peaks and selling them to
the Imperial Zoo. These beasts will be brought
up o become mounts for famous generals,

Averland is a rich province and as a result
exorbitant sums of money are spent on the
uniforms of the state soldiers. Seasoned
veterans prefer flamboyant uniforms o make
them stand out compared to the peasantry but

el e kS b v et Vet R R s -

j Averfaner mercendrp WarbanPs

s a1

also to reflect their seniority. This tradition has
seeped down through the ranks to a point
where even the militia and mercenary bands
strive 1o have as flamboyant clothing as they
can afford. The Averlander army is said w
employ enough tailors o supply a small cioy!
Outsiders joke that the Averlanders are such
great archers because they do not want o get
up close and personal in case they risk tearing
or bloodying their clothes. Such remarks are
hushed down in the presence of a veteran of
the Black Fire Pass though, or else the jester
will soon find himself in the gutter with a few
missing teeth. The practice of wearing
outrageous clothing has certainly appealed o
the diminutive race of Halllings and tailors are
constantly being asked to shorten sleeves and
add a livtle exvra width o the waist. Many
Young recruits are disheartened o learn thar
they are disallowed from wearing the
stunning uniform untl they have served ar
least a year in the army. These “Youngbloods'
are by no means reganded as professional
soldiers ver and have 1o make do with more
simple clothing.




The Bergjaeger are a special detachment of
the Black Fire Pass guard that is made up of
trappers and rangers from the surrounding
mountains. They are experts ar moving
silently through rocky terrain and are often
used as scouts. The background of a ranger is
as varied as there are rangers, and most ol
them have a story to tell. Some were
gamekeepers whao have lost their job or found
it o uninspiring. Some were poachers press-
ganged into the army w0 avoid scrving prison
time. Some might have been rustlers who
decided o flee to the militia when the angry
farmers came wo close to carching them.
Whatever their background, they are expert
marksmen and well suited to a life in the bleak
mountiin wilderness.

 Boice of Warriors

An Averlander warband must include a
minimum of three models. You have 500 gold
crowns available o spend. The maximum
number of warriors in the warband may never
exceed 15,
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Captain: Your warband must have one
Captain; no more, no less!

Sergeant: Your warband may include a single
Sergeant.

Bergjaegers: Your warband may include up 1o
rwo Bergjacgers.

Youngblood: Your warband mayv include a
single Youngblood.

Mountainguards: Your warband may include
any number of Mountainguards.

Marksman: Your warband may include any
number of Marksmen.

Halfling Scouts: Your warband may include
no more than three Halfling Scouts.

Starting Epperience

The Captain starts with 20 experience.
The Sergeant starts with 8 experience.
Bergjacgers start with 4 experience.

The Youngblood starts with () experience.
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YUverfaner equipment fists
The following lists are used by Averlander warbands to pick their weapons:
Scout Equipment List Blunderbuss ...................30gc
PSR T, SR Wapiog Huntingcfle . .......00c00i000 2000 e
ERARNER & oo v b Rt 1st free/2 go At
DNCPUIEE oty S 3 8¢ Lightarmour ..........c0000... 20 gc
i et o S e > Badder ocoius i aasi s 5 gc
ot s 10 g BTG | i B S 10 gc
MRl Weapone Mountainguard Equipment List
BRI it o e L B S 10 gc Hand-to-hand Combat Weapons
Longbow ....... 15 gc (Bergjaegeronly) Dagger . ................. 1st free/2 ge
Armour MICEMAMIET .vooni oiw o see s o s 3pe
Light armour . ..vcven v anesnnn. PEEE: BE s s R 5 ge
BUSIEE. ... i s S e A TP DR oescs s et A s S e 10 ge
RN e b A e IERE  BOE o csnecan e bam e iy 10 ge
Miscellaneous FRRed e e 10 gc
Hunting arrows . .35 gc (Bergjaeger only)  Double-handed weapon .. ... ... .. 15 gc
Marksman Equipment List MDSTIRD BERR. &5 s i s 15 gc
Hand-to-hand Combat Weapons Missile Weapons
[ eren— et S v o i
T e e | | e S e T LSS Duelling pistol . . . .25 gc (50 for a brace)
BEE sRsnmssnmesm ek HEE SRR ... oo st it B 25 ge
ot AR g T 10 gc BB ot e e 10 ge
Missile Weapons P——
EETOOMOORE: i e 23 EE Lightarmoiir ;. oc ol i doiin e s 20 gc
T R o 15 gec (30 for a brace) L 50 ge
sl bk e B B s e 5 gc
TS L fige !
s *"E“ T 10 gc
e e E—— o
S | = -
. = e e SIS RS S
AverfanDer s€iff tabfes
Combat Shooting Academic _ Strength Speed
i
'l Sergeant v 4 ..-"
Youngblood v s v i
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1 Captain

60 gold crowns to hire

The Captain of a mercenary warband is
typically a middle aged veteran soldier of the
Imperial army, most likely he was a sergeant or
other petty officer. The survival of a mercenary
warband relies more on the wit and experience
of its captain, than on how good a fighter he is,
It's all wo common that an inexperienced
captain will lead his men into an ambush, or
lead them on a long journey with no food or
supplies. Being a successful captain means that
your men will follow you to hell and back,
along with plenty of gold crowns and feasting,
A captain that fails in his duty to keep his men
alive and well fed will at best find himself
deserted and at worst end up with a knife in

his back.

Profile M WS BS § T W 1 A Id

4 4 4 3 31 4 1 B

Weapons/Armour: A Captain - may be
equipped with weapons and armour chosen
from the Mountainguard Equipment list,

SPECIAL RULES

Leader: Any warrior within 6" of the Captain
may use his Leadership characteristic when
taking a Leadership test,

01 Sergeant

35 gold crowns to hire

Some captains are merchants or nobles that
are looking for a chance at making some extra
money. The brighter captains hire the service
of a veteran as his sergeant, and leave all the
practical decisions w him. A veteran can be
recognised by his many battle-scars and the
cynicism that marks a soldier of the army.

Profile M W5 BS § T W 1 A ILd
4 4 & 8 8% 18 1 7
Weapons/Armour: A Sergeant may be

equipped with weapons and armour chosen
from the Mountainguard Equipment list,

02 Bergjaeger

35 gold crowns to hire

The Bergjacger are trappers and rangers from
the mountains that surround the Black Fire
Pass. They are experts at moving silently
through terrain and are used as scouts. In
addition they make good use of animal traps to
delay or divide a group of enemies. Bergjaeger
are not professional soldiers and rely more on

stealth and cunning than a strong sword-arm
[0 survive.

Profile M WS BS S T W I A Id
4 F & 5 35 1 3 ¥ 7
Weapons/Armour:  Bergjacger may be

equipped with weapons and armour chosen
from the Scout Equipment list,

SPECIAL RULES

Set Traps: Bergjaeger are expert trappers and
hunters and these skills can be put to great use
in the ruins of Mordheim. A Bergjacger may set
a trap if he spends a urn doing nothing else
(he may not set wtraps if he's just recovered
from being Knocked Down). Place a marker in
base contact with the Bergjaeger. When a
model, friend or foe, moves within 2° of the
marker he risks sewing off the trap - roll a D6.
On a score of 3+ he has triggered the trap and
sulffers a 54 hit (note that the Bergjaeger won'i
trigger his own traps). If the trap did not
wound the model or it didn't wigger, the
victim® may finish his move otherwise he is
placed Knocked Doun or Stunned 2 from the
marker. Regardless whether the wrap was
triggered or not, the marker is removed,

o1 Doungbfood

15 gold crowns to hire

Although Empire armies are comprised of
mature men, there are plenty of jobs for
vouths, for there is always a demand for extra
help in the kitchens or as feichers. Some of
these youths actually join a band of
mercenaries or regiment in pursuit of a
romantic dream of fame and adventure. Some
are herdsmen who hoped o find an easier way
of filling their belly than the hard and
uncertain business of looking after animals,
not o mention that it's guite dull?

Profile M WS HBS S T W I A Id
4 2 X 3 3 1% 1 6

Weapons/Armour: A Youngblood may be
equipped with weapons and armour chosen
from the Mounminguard Equipment list.




MperflanPers

4 Aeuntainguar?

% 30 gold crowns to hire

The Mountainguard is the famous garrison of
the Black Fire Pass that has repelled countless
greenskin invasion attempts. Their traditional
uniform is yellow and black and it's a merit in
the Averland army to have served a few vears at
the mountain-pass. The Mountainguard train
both with the rtraditional Imperial weapons,
the halberd and the sword, and with the
crosshbow  and bow. Veterans are often
employed by mercenary warbands who know
that their presence will certainly boost their
chances in the battles to come. Some of these
veterans advance to become sergeants or even
caprains themselves. There are a few warbands
thar consists solely of Mountainguard veterans,
often from the same regiment or who are the
survivors of a great bartle.

M WSBS § T W I A Id
% & 3 3 3 F:3F X 7

Profile

Weapons/Armour: Moungainguard may be
equipped with weapons and armour chosen
from the Mountainguard Equipment list.

Aarfsmen

25 gold crowns to hire

Being a Marksmen is not as simple as picking
up a bow and try to hit your cnemies. A
Marksman has wo train for vears to master his
chosen weapon, Imperial enlisters often visit
archery competitions to try to enlist a couple
of expert archers. Some Marksmen are trained
with black powder weapons instead of the
traditional bow or crossbow. Marksmen often
own their own weapons, as the cost of a

L ﬁEﬂCﬁmﬁn (Brought in groups of 15) J

handgun is as high as hiring the Marksman
himsell? Thus Marksmen are not forced o do
as much hard labour as the milicia.

Profile M WS BS § T W I A ILd
4 3 = F & ¥ & D F
Weapons/Armour: Marksmen  mav be

equipped with weapons and armour chosen
from the Marksman Equipment list

03 Bafflings Scouts

20 gold crowns to hire

Averland is a neighbour to the Moot the
Halfling province. In 1707, the Orc Warlord
Gorbad Ironclaw invaded through the Black
Fire Pass and the Moot was devastated. Ever
since then the Moot urge their gamekeepers o
serve at least a few vears in the garrison that
guard the pass. If another warlord tries
invade the Moot, they will meet the fierce
resistance of the Halflings in the mountain
Pass,
Profile M W5 BS 5§ T W I A Id

4 2 4 2 2 1 4 1 8

Weapons/Armour: Halfling Scouts may be
equipped with weapons and armour chosen
from the Scout Equipment list.

SPECIAL RULES

Promotion: A Halfling that is promoted w
hero through the “The lad’s got talent” advance
may not choose Strength skills as one of his
wo skill lists. Halflings are not known for their
great strength!
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A Pair of Rogues
Mever in the history of the Empire have
there been such a villainous pair of rogues
as Marquand Volker and Ulli Leitpold. Once
brigands in a mercenary regiment
responsible for a long list of crimes, they
wiere caught by bounty hunters and enlisted
inta the slave army of the Count of Stirland.
The pair escaped their captors on the
outskirts of Mordheim, City of the Damned,
a ruinous place where death and glory could
be found in equal measure. The infamous
bandits instantly recognised it as home

Listen well my brothers
to this, the truc story_,

Yes. behind those
twa villainous fogues

Ll and Marquand,

the bane of manmy

it who amongst these of
the Cursed City can be
counted among the wise?

U and Marquand quickly developed a strong
rapport with the scum of Mordheim, a place
Inhabired by the corrupt and immoral outcasis
of society. Their martial prowess and ruthless
guile soon earned the nefarious partners in
crime a high degree of notoriety. As a result,
the less noble wraders and prospectors of the
accursed city eagerly sought out the services ol
these alented scoundrels

But their assistance did not come without a
high price. Whilst the pair would consider any
task thrown their way for a mere handful of
gn!d coin, their l:'r'_l.'.l.|l1_. was as fickle as the
winds of Chaos, They built up a reputation ol
betraying employers and stabbing them in the
back for the sake of a single crown, They were
f_':,'rl:.lin!jl.' ot i']l,"'_lu'l el using foul and despicable
tricks to save their own worthless hides or line
their own pockets

What became of the despicable pair, none can
say but legends of their deeds can to this day
be heard in taverns throughout the Old World,
Each story is more outlindish than the next
but few ever doubt the truth behind these
fantastic tales.

Sramatis Personae

Both Ulli and Marquand are new Dramatis
Personae as described on page 152 of the
Mordheim rulebook and follow all of the
standard rules therein. Unlike the other
Dramatis Personae Ulli, and Marquand are
mercenaries hired as a pair for one batle only,
you cannot hire only one of them.

54




May be Hired: any warband except Sisters of
Sigmar and Witch Hunters may hire these
FOgUES,

Hire Fee: 30 Gold Crowns to hire as a pair.

Rating: Ulli and Marquand increase the
warband rating by +60 points.

Aarquan®d Voffer

Reputedly the son of wealthy Marienburg
merchants, what made Marquand embark on a
career as a gambler and then a mercenary and
assassin is unknown. What is known about this
apparent ‘fop’ is that his appearance belies his
true nature for he is quite deadly and entirely
devoid of any morals. Marquand personifies
Mordheim ‘The City of the Damned’ for he is
corrupt and rotten 1o the core - just like that
place he calls his ‘home’. An expert
swordsman and master of the throwing knife,
there are few who have crossed him and lived.
In the darkened corners of raverns, tales are
told in mervous whispers about this cold-
hearted killer's reputation: that he killed his
first victim before he was ten; that he cut the
heart out of the Duke of Suddenland while the
Duke’s wife slept on beside him. His deadliest
foe is the Witch Hunter captain Gottlich, “The
Flayer’, whose face Marquand horribly
disfigured whilst the erstwhile servant of
Sigmar was attempting to redeem Marquand
of his sins.

Profile M WSBS 8§ T W I A Id
Marquand 4 5 4 3 3 2 5 2 8

Weapons/Armour: Sword, Light armour,
throwing knives,

Skills: Step aside, Knife Fighter, Lightning
Reflexes.

Seei Seitpof®

Marquand's sidekick and partner in crime.
Little is known about this huge framed
Middenheimer, apart from it is unwise o be
caught anywhere near the business end of his
massive warhammer! The tales tell that Ulli
Leitpold started out as a mercenary soldier,
often in the service of the armies of the Count
of Stirland. and that he was present at the
slaughter that ensued at the third siege of
Nuln. Life as a mercenary is presumably where
he derives his unthinking greed and cold
nature, no doubt. Ulli spent some time as a
bandit and thief and teamed up with
Marquand when they were captured by bounty
hunters and sentenced to live out their days in
the penal bartalions of the Count of Stirland.
Neither as subtle or as flash as his Marienburg
colleague, Ulli prefers to use a combination of
brute force and low cunning o achieve his
goals.

Profile MWSBS S T WI A Ild
1l 4 4 4 43 Zz2 4 2 7

Weapons/Armour: Two-handed warhammer,
Light armour.

Skills: Strongman, Unstoppable charge,
Combat master.

SPECIAL RULES
These special rules apply to both Ulli and
Marguand.

Wanderers. Sce Aenur, the Sword of Twilight
Mordheim rulebook page 153.

A Fistful of Crowns: These guys will do
literally anything for money/wyrdstone and
have been known to change sides and stab
their former employers in the back for just a
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few crowns, To represent this, opposing
player(s) may attempt to bribe the pair into
betraying their employers and changing sides,
At the start of the game, any plaver(s) wishing
to dlo this must secretly write down how much

he is willing to bribe them by (this must of

course be more than the pair's starting hire
fee!y. The controllingemploving playver is
advised 1o secretly write down a counter bid at
the start ol the game also. The bribing plaver
may then choose at the start of any of his turns
to attempt to bribe them (even if they are in
close combat!). If he does so he must reveal
the amount he has written down and if this is
more than the hire fee plus the amount the
controlling plaver has for his counter-bid, then
he gains control of the pair until the end of the
game. Only the player who has control of the
pair is forced o pay the additional amount so
that if the original controlling player loses
control of them through a bribe he doesn't
have to pay the counter-bid.

Eg, Capiain Steiner of the Averland Avengers
Warband bas mancdged 1o find the duplicitous

petir when scouting the ruins. He pays them
their bire fee of 30 gold crouns and they agree
to join bis warband for the next day's
Wirdstone bunting. Because Steiner is well
aware of bis new ‘partners’ treacherous
reputation be keeps another 30 pold crowns
set aside in a pouch just in case

Later that day, Steiner comes dacross the
warband of bis arch rival, the Reiklander
Captain Albrecht “One Eye’. A fight enswes and
when Albrecht recognises U and Marguand
(cutting a swathe through bis men, no dowbi!)
be vells out to them that be will pay them fifty
ol crowns if they change sides. Ulll and
Marguand porder this for a moment and then
turn their weapons against the Averlanders.
At this point Steiner throws bis pouch of 30
crouns at their feet (making a total of 60
crouns and beating Albrecht’s offer of 50)
and, after counting the gold, our lovable
rogues again turn their weapons towards the
bapless Atbrecht, much to Steiner's relief ©f
conrse things conld bave been a lot different!
For if Albrecht bad bribed only 11 more
cronins, because with 61 be wonld bave
beaten Steiner's counter-bid and Ulli and
Marguand wonld bave stabbed bim in the
back (literally!) and changed sides

This bribing business can of course get quite
interesting in multi-player games with different
players attempting to bribe at different tmes.

Whichever player succeeds in bribing, or if the
controlling player maintains control, they must
pay this extra amount,

Where's the Money? These guys are not
likely o accept any poor excuses if a warband
cannot alford their extra pay. In the event that
a player cannot pay the extra either in crowns
or Wyrdstone (The warband should sell any
Wyrdstone necessary in order o pay the hire
or bribe) the pair will deprive the warband of
an equal amount in equipment (based on
market price). Failing this, they will ake our
their anger on the warband leader -
immediaely play a close combat with the pair
versus the warband leader on his own and o
the death!

Inseparable: These guys are like brothers
(very nasty, unpleasant brothers!) and are
totally inseparable. They must be hired as a
pair and must remain within 8" of cach other.
In the event that one is taken Ouwut of Action,
the other will attempt to drag him off of the
battlefield and o safery,

In a campaign, il one member of the
partnership retires then the other will retire.



Thr balt whistled mere inches I"u.*-1 1‘||I-‘1 car

Ducking back behind a pile of rubble he looked

scross to the other side of the street

"Marquand. those shots are getting too close for my
liking What did the wizard want that this madman
thinks is so worthwhile delending, and why did 1 have
to hide in the r'1|'.'|- whilst Vi 4rr.tn1.;r.|1 Iil.l: "i'.'ﬂ £

From the hraken lrame ol s window, the
‘IJrl1hll14r|1i\ "l!l."‘"\l:"l :".-furqllul'.l'l l.a|||.'l'| hll.k 10 hth

(riend

“It's a book Ull. pow do me a [avour and tell me

'I'hl_'n You Sce |I'||_' (4 |'\k|.'||i“'|1'|J|'I dgaim 5

Ulli ramsed his head cautiowsly above the cover of a
large chunk of stone

"It had better be a damn good story, that's all 1 cn
say, the broad chested Middenheimer shouted back
to his comrade, as another bolt [lew 1hl’ul]gh the air.
:-ll-.lnl.: 1|'|r-:u5|1. Ulli's 1-|er-ul harmlessly

"N you think I'm risking my ncck Dike thar again
Marquand you're sadly mastaken” Ulli growled at his
friend

“MNo peed Ul it's sale, you can stop cowering behind
that stonc mow.

Standing wp Ulli spied the marksman’s body draped
from a window on the second [loor of a2 mined
townhouse. Blood trickled down
wound in the man's side [rom where 1 small dagger

Frmrud:d

the wall from a

B & Aarguan®

“1 st needed 3 small distraction my [nend, thank
you for abliging You ksow | never miss my mark!
:‘-hn:'mnrl drew his line blsde [rom ns scabbard
“Wow if you'd be so kind a5 1o make good use ol
thai hammer of vours to bieak down the door. we'll
see oll the reimaiming Hlul"‘h and take that book to
the market.

A puziled look crossed Llli's face, "1 thowght we
were to give it 1o the wizard!” he shouted, charging
casily through the thick. but rotien door. and bringing
his hammer into the midnil of 4 surprised Averlander

MErcenary

."l.‘].lllll].nl'! qui L|'|.' lollowed his COMpanIon, I|'|rl.l-:-llrl|.:
'l"”l. hlﬂ!llnlﬂ“ '\'!"I'I,':-I al Iwo -'I‘"!“""':l".llh‘- “-1']'| hl." '~‘|lllr"|
We were, but think how much this 1|‘||:|1|.; will ferch
on the open market. Besides, Tl let the old man koow
of the sale of his precious tome and he is welcome
to try and bid for it But | have 3 smeaky SUsSpicion
that there will be some competition in the suction. |
foresee a mystery trader ramsing the bid a little before
letting the wizard buy his precious book.” A whirl of
stcel was the last
apponcnt
bl:;dlnH I’r-““:l |'“'||..I||r‘|‘.- “-"l:”"‘l"

sight Murquand’s unfortunate

witncssed  before  falling to  the [loor,

Ulli smiled as he [inished off the winded Averlander,

|_rl_||1h_||1'r: l'||'\- hku” "AL‘I'I ] I'|'|IF.|'|1'| I."'Ili'o’-' of hl‘-

warhammaer

“You know. my [ather alwayvs told me that books, not
to make my f[oriune

Perhaps he was right after all”

esl  way

lighting. was the




ShaYow Warrior Warbands

Nagarythe was once one of the most
prosperous and beautiful of the kingdoms of
the High Elven land of Ulthuan. When the
Witch King Malekith and his mother Morathi
led the kingdom of Nagarvthe astray into
worship of the Chaos gods, not all of their
people followed. When Malekith led his
people in a rebellion against the rightful
Phoenix King, those who had not been
converted to depravity remained loval o the
throne of Ulthuan and waged a secret war, a
war of shadows, against the Witch King and his
armies, When the Witch King was defeated and
forced to flee, most of these ‘shadow warriors’
were killed, drowned by the sea as their land
was torn asunder by the Witch King's foul
IMGEics.

The people of Nagarythe that survived became
a nation of wanderers, moving from place
place and never really welcomed by other High
Elves. For these Shadow Elves as they became
known had gained a reputation for being a
fierce and warlike people, full of crueley. This
reputation, while probably only partially true,
sets the Shadow Elves apart from other
members of their race. This, along with their
grim attitude and generally dark presence,
miakes other High Elves feel ill at ease around
them. In Ulthuan, they are misfits and outcasts,
and many of these proud people seck their
fortunes outside Ulthuan entirely. They truly
are @ race ‘in the shadows' between the cruel
darkness of the Dark Elves, and the beautiful
light of the other High Elves.

Some of the Elves of Magarythe have been
driven mad by this condition, but most have

accepted their existence, and are driven on by
a desire for revenge against their arch nemesis
the Witch King and his perverse mother. The
Shadow Elves form themselves into warbands
and travel the lands of Ulthuan and the Known
World, sometimes fighting Dark Elves (and
other forces of Chaos) when they find them,
and fighting just 1o survive the remainder of
the rime. Some still work in the service of the
Phoenix King, acting as scouts and trackers for
his armies. Sometimes, small units of these
warriors will be sent by their king 1o distan
lands on a special mission for Ulthuan -
assisting the recovery of ancient artifacts leh
behind when the High Elves abandoned the
Old World, or 1o sabotage a ramoured plot of
the Ixirk Elves. When sent on such a mission,
these bands bring their military trappings with
them = standards and war horns, unit insignia
ficrcely emblazoned on their shields = for the
Shadow Elves ke pride in their loyaloy 1o the
Phoenix King. Other warbands represent small
groups of warriors secking their lortune,
though stll loyal w Ulthuan, they may no
longer feel welcome in their island home, or
perhaps they represent a family pursuing a
personal vendeita against a particular Dark EIf
leader, Whatever the case, bands of Shadow
Warriors may occasionally b¢ seen roving the
lands of the Old World, exploring the steamy
jungles of Lustria or the desert sands of
Khempri.

Due 1o their wandering nature, it's not
uncommaon o see Shadow Warriors travelling
the lands of the Empire, so they should fir right
into your normal games of Mordheim,
However, the Empire is not the only land these
tireless warriors travel to in their quest to rid
the world of Dark Elves. As more settings are
introduced the game, you will be able to mke
vour Shadow Warriors to other lands, such as
the jungles of Lustria as introduced in Lustria -
Cities of Gold. You should not feel constrained
to keep the Shadow Warriors in one city, it is
their nature to wander.

Special Rules

Hate Dark Elves: All warriors in a Shadow
Warrior warband (excluding any Hired
Swords) have an unyiclding Hatred for Dark
Elves




A story of that ancienr and fey race. the Elves of Ulthuan, as translated here by
the renowned scholar and st Markus De Havener

Excellent Sight: Elves have eyesight
unmaiched by mere humans. All the Elves in a
Shadow Warrior warband can spot Hidden
encmics rom twice as far away as other
warriors (ic, twice their Initative in inches).

Distaste for Poison: The use of poisons and
varous drugs is a Dark |f|f!-|'h.1'i'.l|l'!. As such, i
is frowned upon hn.. Shadow Warriors, even
more so than by other High Elves. Warriors in
a Shadow Warrior warband may not use
poisons of any type

Unforgiving: In addition o their hared of
their corrupt kin, the folk of Nagarythe have a
long history of struggle against the forces ol
Chaos. In multiplayer games, a Shadow
Warrior warband may never forge an alliance
with any warband of a Chaotic nature (eg,
Possessed . Skaven, Beastmen, Dark Elves, ewc)

Tolerant: Due to their ousider status with
their own people, the Elves of Nagarythe have
learned o stifle their distaste or “lesser races’,
and have even been known o work alongside
them from time to time. A Shadow Warrior
warband may hire any Hired Sword that is not
of a4 Chaotic or evil bent (s0 no Skaven,
Possessed, Beastmen, Dark Elves, Unclead,
erc). They also shun the company of anyone
specialising in the use of poison (so no
Assassins!)

CBoice of Warriors
A Shadow Warrior warband must include a
minimum of 3 models. You have 500 Gold
Crowns which vou can use (o recruit your
imitial warband. Maximum number of warriors
in the warband is 12

Beroes

Shadow Master: Each Shadow Warrior
warband must have one Shadow Master: no
more, no less!

Shadow Walkers: Your warband may include

up to 3 Shadow Walkers

Shadow Weaver: Your warband may include
one Shadow Weaver.

Hencfmen
Shadow Warriors: Any number of models
may be Shadow Warriors

Shadow Novices: Any number of models
may be Shadow Novices

Starting Experience
Shadow Master starts with 20 experience

Shadow Walkers start with
12 experience.

Shadow Weavers st
with 12 experience
All Henchmen

sLart with i
experience
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ShaPowr Barriors
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SBhaPow Warrior equipment fists

The following lists are used by Shadow Warrior warbands to pick their WA S

SHADOW WARRIOR EQUIPMENT LIST Armour
Hand-to-hand Combat Weapons BRI, e ey gy e 10 g
BRI R Ist free/2 go T Ty 20 ge
Sword ..ceaviiiiiiisiees e 10BE gy 5 gc
Double-handed weapon ... ... 15BC  philmararmour® ... ..... ... ..., 60 go
BPEAE Lo o s e SRS 10 pc
Ithilmar weapon® .. ... .. ....... 2 x price MinorSancom
Standard of Nagarythe* ... . ... 75 ge
. Missilc Weapons War Horn of Nagarythe* .. ... . 25 gc
! ’ B o il e e R R L WS RSrCIORE oo v e s 75 go
i | Longbow ......... ... .0..ions, - 15 ge B T 3 g |
i | BB v csmaa i as Tai 35 go Elven Bunestones® . ... ... ........ 50 g

|| *® Heroes only. These special prices represent the lower rarity of these items in Ulthuan:
when attempting to purchase these items in Mordheim, Shadow Warriors pay the same

prices as other warbands, and must roll o find them as normal. No roll is NECEssary o

find these items when first starting a Shadow Warrior warband.

|
= e =

Sﬂaﬁom %amur sﬁlff tnbfes

J Combat__Shooting Academic _ Strength Speed Special
|

Few Eguipment

Elven Wine (30+3D6 gc / Rare 10):
High Elven wines are well knoun to be the
best in the world, and some are even
rumoured to bave magical qualities. A fine
Elvenr Wine can cast out doubt and fear and
leave a general feeling of well-being in a
warrior

A Shadow Warrior warband thar drinks Elven
Wine before a battle will be immune o Fear
for the whole of the bartle.

(Shadow Warriors Only/One use only).

Elven Runestones (50+2D6 ge / Rare 11):
High Elven mages are well known as the
masters of defensive magic. 1o aid them, they
bave developed several mystic runes of power.
They often inscribe these runes on semi-
Precious stones, which can belp strengthen an
Flven Mage's magical defenses.

'l v

A Mage with Elven Runestones may use them
o attempt o dispel a spell that has been
successfully cast against himself or another
member of his warband. To dispel such a spell,
the mage must roll equal o or above the
successful caster’s score. If he succeeds, the
spell fails to work. If the roll fails, the spell
works normally.

(Shadow Weavers Only).

Standard of Nagarythe (75 + 3D6 gc / Rare 9):
While many Shadow Warrior warbands are
simply wandering, some represent groups that
bave been sent from Ulthuan on a special
mission for the Phoenix King. Such bands are
really closer to military units than loose
bands of warriors. As such. they tend 1o retain
their unit insignia and otber trappings. Chief
arnong these is the unit standard. A unit’s
colours can bold a lot of meaning



particularly when the warriors in that unit
lack a true bome. A Shadow Warrior band
normally makes their standard by band; cost
and rarity represent the difficulty of finding
the proper materials (fine silles and thread of
gold, for example).

A Standard of Nagarythe can serve as a second
rallving point (the Shadow Master is the first,
represented by his Leader skill) for the unit
Any members of the Shadow Warrior warband
within 12" of their standard may
re-roll any failed Leadership tests, should the
standard be captured by the enemy (model
holding the standard is taken Owut of Action),
all members of the warband will be subject to
Hatred for the remainder of the game, and
may not voluntarily Rout. Note that these
effects do not affect any Hired Swords in the
warband, only acrmual Shadow Warriors
(including Shadow Warrior heroes) are
affected. A model carrying a standard requires
one¢ hand free w do so, s0 no weapons,
shields, ete, may be carried in this hand. and
no double-handed weapons may be used
while the standard is carried. A standard may
be used in close combat as a makeshift spear
{use the rules for a spear but with -1 on the 10
hit rolls). A standard may only ever be
purchased when the warband is created and
may never be added later o the warband.
(Shadow Warriors Only).

War Horn of Nagarythe (25+1D6 ge / Rare 6):
Similar to the Standard of Nagarytbe, units of
Shadow Warriors sent into Mordbeim often
bring with them a war born to rally aronnd,

The rules for the War Horn of Nagarythe are
the same as for a normal War Horn from Town
Cryer issue 7 (except for Rarity and price, see
above), and are restated here for your
CONVENIenee:

A War Horn of Nagarvthe may be sounded
once during the game at the start of any
Shadow Warrior murn. Until the starn of the
next turn, all members of the warband gain a
+1 o their Leadership (maximum Leadership
10). The War Horn may be used just before the
warband takes a Rout rest.
{Shadow Warriors Only).

Elven Cloak (75 + D6x10 gc / Rare 12):
Being from Ulthuan, Shadow Warriors have
access to items that are rarely scen by other
FACES.

Familiar (20+1D6 gc / Rare B):
Wizards are often solitary, usually sbunned
by those who can barely conceive of much
less understand, the power these individuals
wield. As such, they often share their lives
with animal companions, ratber than more
‘sentient’ beings. Sometimes a magical link
will develop between one of these animals
and the wizard, to the extent that the wizard
begins to see through the animal’s eyes, and
bear its thoughts. Wizards in different lands
favour different types of familiars, depending
on their environment: Shadow Weavers tend
to favour darkily-coloured animals that can
blend into the shadows easily; ravens or
darkly-coloured cats are most conimon.
Regardless of their form, familiars are
actually not normal members of their kind at
all, bur rather creatures that bave somebow
become atiuned to the Winds of Magic.

Familiars cannot actually be purchased as
normal equipment. The cost o ‘purchase’ a
familiar acrually represents the cost of
materials to cast the ritual o summon and
form a magical bond with it; the Rarity level
represents the chances of the ritual actually
working. As such, the cost of the familiar must
always be paid if the Rarity roll is attempted,
regardless of the success of the roll. Also, only
spell-casters can attempt to “find’ a familiar. 1f
a familiar is found, it should be modelled on
the spellcaster as with any other picce of
equipment. A familiar may be placed on a
separate base (in fact many of the familiars that
GW sells come this way), but if this is done the
familiar must always remain in base-to-base
contact with the wizard, and it is ignored ftor
game purposes (so it may not antack enemy
models or be attacked itself, may not intercept
attackers, does not increase the wizard's base
size, etc,), other than the effect below.

A Wizard with a familiar is allowed to re-roll
one failed roll o cast a spell each rn. The
result of this re-roll must be accepted, even if
ir fails, and remember that you may never re-
roll a re-roll. Spell-users only (does not
include users of Prayers). Note

that unlike many of the
items above, this item is

equipment that any
warband with a spell-
user may use, if he can
summon it successfully.

al
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1 Sfafow Aaster

70 Gold Crowns to hire

Shadow Master is a very honourable ritle
among the warriors of the Shadow Elves. It is
given to one who has fought in the Shadow
War for so long that he rules the darkness thart
he fights from. Often a member of the former
Nagarythe nobility, the captain of a Shadow
Warrior warband is known by the honourable
title “Shadow Master'. These proud and strong-
willed warriors often gather a small band of
their followers and seek a life away from the
hesitant charity and distasteful stares of
Ulthuan.

Profile M WS BS S T W 1 A Ld
5 5% 5 33 I 6 1 9

Weapons and Armouwr: A Shadow Master may
be equipped with weapons and armour
chosen from the Shadow Warrior equipment
list.

SPECIAL RULES

Leader: Any warrior within 6° of the Shadow
Master may use his Leadership characreristic
when taking any Leadership tests.

03 ShaYow Walfer

45 Gold Crowns to hire

One step down from the title of Shadow
Master is Shadow Walker. A walker in the
shadows is considered o have made friends
with the darkness, and while he does nm
command it, it gives him aid when asked.
Shadow Walkers are seasoned veterans in the
war against the Dark Elves. They are skilled
trackers and hunters, and the most trusted
licutenants of the warband's captain, the
Shadow Master.

Profile M WS BS S T W I A Id
5 5 4 3 31 6 1 8

Weapons and Armour: Shadow Walkers may
be equipped with weapons and armour
chosen from the Shadow Warrior Equipment
list.

0-1 SfaPow Heaver

55 Gold Crowns to hire

All High Elves have some aptitude for magic,
and those with the greatest aptitude are taught
how to bend the Winds of Magic to their will.
Shadow Weavers are the mages of Nagarythe.
Due w the nature of their unending war
against the Dark Elves, the mages of Nagarvthe
tend to specialise in magics that use shadows
o conceal their presence and confound their
enemies. In fact the title Shadow Weaver
comes from the natre of their magic... like a
talented tailor, the Shadow Weaver takes the
threads of shadow and fashions them into
shapes and forms of his choosing.

Profile M WS BS § T W I A Id
2 4 4 5 3 1 65 % 8

Weapons and Armour: Shadow Weavers may
be equipped with weapons and armour
chosen from the Shadow Warrior equipment
list, but they may not cast spells if wearing
ATIMOUE.

SPECIAL RULES
Wizard: The Shadow Weaver is a Wizard and
may usc the Shadow Magic list.
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ShaPow Warriors

35 Gold Crowns to hire

Most of the warriors in the Shadow Warrior
warband are veterans of at least one battle,
and all have lost loved ones to the depravity of
the Dark Elves.

Profile M WS BS S T W 1 A Id
5 4 4 33 1 6 1 B

Weapons and Armour: Shadow Warriors may
be equipped with weapons and armour
chosen from the Shadow Warrior equipment
list.

The racial maximums for Shadaow Warriors (s
the same as for all Elves as indicated on page
21 of the Mordbeim ruleboolk

SBaPow Warrior Novices

25 Gold Crowns to hire

These are untested Shadow Elves, newly
inducted into the warband. Often these
warriors are younger cousins who are setting
out from Ulthuan for the first time. Due 1o
their hard existence, it is often a quick
progression from novice to full warrior,
however.

Profile M WS BS 5 T W I A ILd
E 3 3 3 3 1 §5 1 7

Weapons and Armour: Shadow Novices may
be equipped with weapons and armour
chosen from the Shadow Warrior equipment
list.

ShaPow Warrior Special SEiffs

Shadow Warrior Heroes may use the following Skill table instead of any of the standard Skill

| tables available o them, i |

Anfiftration
This skill is exactly the same as the Skaven skill
of the same name.

See in SfaPows

The warrior's senses have become especially
keen from years spent walking the shadows, As
long as he has movement to reach them, the
warrior may always roll o charge opponents
he cannot see (instead of the normal 47).

bBive in ShaPows

Owver time, Shadow Warriors have learned how
to freeze in place and remain undetected, even
from the heightened senses of their Dark EIf
cousins, An enemy warrior attempting to
detect this warrior when he is Hidden must
halve his Initiative before measuring the
distance.

Sniper

Long years of guerrilla warfare against the Dark
Elves have taught Shadow Warriors how to
strike from the shadows without being seen. If
Hidden, a warrior with this skill may shoot or
cast spells and still remain Hidden. If his target
is not immediately taken out of action by the
Sniper they get to test against their Initiative in

an attempt to spot him. A successful test means
that the Sniper has been spotted and is no
longer hidden,

Powerful Buif®

The warrior is strongly built for an EIf and is
capable of feats of strength not often scen
among the people of Ulthuan. A warrior with
this skill may choose skills from the Strength
skills table from now on. This skill may not be
taken by Shadow Weavers. Only two members
of the warband may ever have this skill at any
one rime.

Master of Runes

The Shadow Weaver has learned to harness the
power of the High Elven runes of power (see
Elven Runestones) to a degree few mages
attain. When using Elven Runestones, the
mage is + 1 to his Dispel roll. In addition, the
Mage can inscribe the weapons and armour of
one of his fellow warriors with Elven runes.
One member of the warband may re-roll a
single failed armour save or Parry roll once per
battle. After a single battle, the runes lose their
glamour and must be redone. This skill may
only be taken by Shadow Weavers.
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SBhaPow Warvior Aagic ,

Shadow Weavers use a strange blend of magic that differs in many ways to the
traditional High Magic of their cousins of the Tower of Hoeth. L
Author's note: Several of the following spells mention that the target must be within
certain distance of a ‘wall’. This is not literally restricted to walls, but may include
piece of terrain that could be expected to cast a man-sized shadouw:

DG  Result

1 Pool of Shadow Difficulty 7 4
The area immediately surrounding the mage is suddenly filled with fwisting shadows
that muike it nearly fmpossible to see anytbing inside.

This spell allows the mage and all within 6" of him 1o Hide, exactly as if there were a wall
or other obstruction between them and their enemies. They may Hide even after
marching. Their Hiding is disrupted if any encmy cnters the area of effect. This spell Lasts
until the start of the Shadow Weaver's next turn.

b

-

2 The Living Shadows Difficulty 7
Shadows around the target suddenly writhe as if alive and move to strike the victin,

The Shadow Weaver may cast this spell at any enemy model within 12" of him and
within 2" of a wall. The target suffers a single Strength 4 hit with no armour saves.

3 wings of Night Difficulty 6 |
Wings of darkness unfurl from the Shadow Weaver's back and engulf bim. He <
disappears, only to reappear in nearby shadow.

This spell may only be cast if the Shadow Weaver is within 2" of a wall, He is instantly ¢
moved up to 12" 1o a place that is also within 2" of a wall. If moved into contact
with an enemy model, the Shadow Weaver counts as charging in the first round. L

4  Cloak of Darkness Difficulty 7
The shadow Weaver appears to be swallowed by shadows that even the sharpest seitses
cannol fierce,

The Shadow Weaver is effectively concealed from enemy sight. As long as he does not
attack (cast spells, shoot, or engage in close combar) any enemy models, he may not be
artacked. He may intercept as normal if the player controlling him wishes, but he does
not have o do so (and if he does not, enemy warriors may charge past him of course).
The spell lasts until the Shadow Weaver attacks an enemy model. Note that a model
engaged in close combat with an enemy warrior may never choose o not atiack. 1

5  Shadowbind Difficulty 9 ‘J
Tendrils of darkness rise from the shadows to engulf an enemy warrior, rendering bim
belpless to the whims of the Shadow Weaver.

The Shadow Weaver may cast this spell at any enemy model within 24" of him and 2" of
a wall. The target may not move unless it first passes a Strength test on 1D6+4 1 at the
start of his turn (before the Recovery phase). This spell lasts until the Shadow Weaver
suffers a Wound or attempts to cast another spell. If antacked while affected by this spell,
treat the target exactly as if he were Stunned

6 Shield of Shadow Difficulty 7
Shadows congeal and become a solid barrier in front of the Shadow Weaver, or one of
his comrades, protecting the target from enemy attacks.
The Shadow Weaver may cast this spell on himself or a member of his warband mthil:l

12%. The target receives an armour save of 5+ that is not modified by the anacker’s
Strength. The spell lasts until the start of the Shadow Weaver's next mrn. £
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Rules for Mounted Beasts in Mordheim
by Robert J. Walker and Roger Latham

Az well as being populated by the various bumanoid races, he
Warbammer world also containg many species of animals - some of
which bave been tamed and trained (o perform a useful funcrion. These
can be divided broadly into tio groups = animals that can be ridden (eg,
borses, giant wolves, Cold Cnes, etc) and those that can't feg, warbounds,
giant rats, efc). These rules are intended to flesh-out the rules for mounied
warriors from page 163 of the Maordbeim rulebook

AoPel Representation

If vou wish o include riding beasts or amed animals, you will need 10
have models w represent them. For mounted warriors you will need
Ioth a mounted minitaare and a model on oot I is advised not o
glue the rider on but 1o use bluetack or something similar so that he
may be removed when on oot and his mount is unridden.

Animal Handfing SEifls

Many warbands employ unridden, fightlllg animals, Often one

PR
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or more members of the warband is nominated o care for the
animals, feeding and training them

Beast Handler (cg. Dog Handler)
Ihis skill is highly beneficial if non-ridden animals are 1o be
included in a warband. This skill must be taken for specific
animals and may be taken multiple times for different
animals. It represents knowledge of the general care and
well being of the animal as well as wraining technigques

A warrior with this skill has a beneficial effect on the
animals under his care. If a warrior has the Animal
Hu.ruﬁh:g skill for a particular animal, any such
animals may use his Leadership provided he is
within 6", If the warband’s leader is also nearby, a
player may choose which of the warriors'
Leadership to use unless the animal is stufie, in
which case only the handler's Leadership may
be used. In addition, stubborn animals with a
handler in base contact, ignore the effects of
stubbornness. This counts as an academic skill

Riving Animafls

Most warriors in Mordheim can only dream of
owning a riding animal. Expensive o buy,
cxpensive to keep and requiring skill o ride,
they are a mark of status beyond the reach of
lowly henchmen. To those with the necessary
weidlth and skill, however, they are a priceless
possession, enabling their rider to move rapidly
across the battlefield. aiding him in combatr -
with an advantage of height and weight, and in
some cases, fighting in their own right.
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Mounting Animals. It requires half a warrior’s
move to mount or dismount a riding creature,
A mount or its rider may not run or charge in
the same turn that the warrior mounts or
dismounts unless the rider has a Special Riding
skill that allows this.

Not Indoors. Mounts cannot normally be
ridden indoors or wunderground, unless
playing a specially devised scenario thar allows
this.

Dense Terrain. Riding mounts are rare both
amongst the ruins of Mordheim and in the
claustrophobic jungles of Lustria. The dense
terrain makes riding  difficult and  large
numbers of riders are highly ineffective. Thus
in those sewings, a warband may only have a
maximum of two mounts (not including those
belonging 1o Hired Swords). In more open
serings, such as the open ficlds of the
countryside around Mordheim or the desers
of Khemrl, a warband may have as many
mounts as they can altord.

Controlling a Mount. The Special Riding
Skills may be used by warriors who have a
riding animal, but only after the skill Ride has
been gained; warriors which come provided

with a riding animal are assumed o
possess the Ride  skill
already

Warriors without this skill may still ride
animals, but must test against their Leadership
if hit by any missile, and ar the beginning of
any Combar phase when a standing enemy is
in base contact. If the wst is filed they lose
control of their mount and must roll on the
Whoa, Boy! Table. Nowe that if an enemy is not
standing, the mounted warrior is not
considered o be in combar and thus does not
need w test for loss of control,

Armour Bonus, All riding animals give their
ridders a + 1 armour save bonus,

Bolting Mounis. In cerain circumsiances, a
mount may bolt. A bolting mount must make a
Leadership west at the beginning of the owning
player's turn; if successful it stops running,
otherwise it continues flecing. The easiest way
to determine the direction a mount bolts is w
use an Artillery Scater dice. If vou do not have
one, then roll 2D6 and wse the clock-face
method, Taking the direction the horse s
Facing as 12 and directly behind as 6, the horse
will bolt in the appropriate direction on the
clock-face.

Leading Animals, On occasion, a warrior
«  may want to lead a riding animal rather
than rlllillj{ it. A warrior may only lead one
riding animal unless he has the Animal
Handling skill, for that partcular
animal, in which case he can lead as
many as he wishes, Groups of led
animals are wethered wopether and
must maintain base contact with
each other; at least one must be in
base contact with the warrior
leading them. Riding animals that
are being led do not roll for loss
of control. IF required o0 make a
Leadership test  (eg, when
; charged by a Fear-causing enemy)
' they use the Ld of the warrior
leading them. A warrior leading
riding animals may move and fght
as normal, but must maintain base
contact at all times.

Unled Amnimals. Riding animals
which are not being either led or
ridden will remain stationary bur

must make a Leadership test at the
beginning of their turn. IF this is failed,
they will bolt, using the rules above
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Skills may only be used one at a time. If two
are applicable 1o a given situation, the
controlling player must decide which o use.
All bonuses are cumulative with those gained
from a mount, unless otherwise stated.

Ride (eg. Ride Horse)

This skill is vital if a rider wishes 10 ride an
animal into combat. The skill is specific to a
particular type of animal and must be gained
again if the warrior wishes 1o be able o ride a
different kind of animal. For instance, a
warrior with Ride Horse would need to gain
the skill Ride Warhorse if he wanted to be able
to ride such a spirited mount.

SPECIAL RIDING SKILLS

Cavalry Commander. Mounted heroes are an
impressive sight. With a good vantage point,
they can see (and be seen) far more readily
than if they were on footr. If the warband's
leader has this skill and is mounted, he may
add an extra 6" to the distance within which
other warriors in the warband may use his
Leadership. This is in additdon o any other
bonuses that increase the range of the leader’s
influence.

Trick Riding. By athletically hanging off the
side of his mount, a rider makes himself
harder to hit. While a rider is trick riding all
missile attacks against him suffer -1 o hit in
addition o other modifiers. The rider must
declare that he is wrick riding before moving.
He must then make an Initiative test and, if
successful, may move full distance. If he fails
he loses control of his mount and must roll
immediately on the Whoa Boy! table. This skill
may not be used with heavy armour because of
the agility required. In addition, trick riding
requires both hands, so the model may not
use a shield or missile weapons whilst using
the skill. Warriors without Ride may not use
this skill.

Combat Riding. The rider has trained his
mount o use its bulk to rrample any un-
mounted enemy before him. A warrior with
this skill may make a single additional 54
attack when charging an unmounted
opponent. In subsequent rounds of combat,
or if charged by enemy warriors, the mounted
arrior fights as normal

Evade. The rider has trained his mount 1o
swerve from side to side in combat, wrong-
footing his opponent. A rider with this skill
always sirikes first in close combat against
dismounted opponents. When charged by an
opponent, or otherwise fighting an cnemy also

entitled ro strike first, artacks are carried out in
order of Initdative. If Initative is equal, the
model with greater experience strikes first.
Warriors without Ride may not use this skill,

Running Dismount. The rider is able o
dismount from his mount at speed. The rider
may ride up to the mount’s normal move
distance and then dismount immediately. No
further movement or shooting is possible. This
skill may be used o move into contact with
the enemy, counting as a Diving Charge from a
height of 2" - all the usual rules for diving
charges apply. Note that the rider then counts
as dismounted, gaining no further assistance
from his mount. Warriors withour Ride may
not use this skill.

Athletic Mount. Without breaking stride. the
warrior is able to leap onto the back of his
mount and immediately spur it into a full
gallop. Once the warrior is on board. the
mount may make a run or charge move as
normal. The warrior must be within half his
full move distance of his steed 1o use this skill.

Horse Archer. The rider has learned the skills
of the steppe nomads and can shoot from a
running mount. The rider may shoot in a 360
degree arc whilst mounted, and may shoot
while his mount is running; however the shot
suffers a -1 to hit penalty in addition to all
other normal modifiers. Warriors without Ride
may not use this skill.

Mounted Combat Master. The rider is
especially skilled at combat against a mounted
opponent. If the model is fighting mounted
against a mounted opponent and successfully
wounds the enemy, the wounded model must
add +1 w his roll on the Whoa Boy! table.
Warriors without Ride may not use this skill.
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Sosing Controf

If a mounted warrior has lost his last wound,
then the player must roll on the Whoa Boy!
table. This replaces the normal Injuries charr. If
critical hits are suffered, then roll as many
times as is required, taking the most serious
resulr.

Whoa Boy! Table

DG Result

1-2 The rider is temporarily disorientared
and his mount rears up. The rider
keeps his seat but must spend his next
turn stationary regaining control,
unable to move or shoot. If attacked,
treat the rider as fallen down.

3-4 The rider falls off his mount and is
stunned, taking an additional 52 hit in
the process with no armour save. In
addition, roll a DG: on a roll of 1-3, the
mount immediately bolts 3D6" in a
random direction and continues until
it has left the table - the mount may be
recovered after the batde: on a roll of
4-6, the mount remains stationary and
the warrior may remount once
recovered. Note: the mount does not
count as unridden or unled in this
instance.

5-0 The rider and his mount crash to the
ground together. The rider and mount
are automatically ent of action. In
addition, roll a DG: on a roll of 1-2 the
mount lands on top of its rider,
crushing him. If this happens, the
warrior must roll twice on the Serious
Injuries chart after the battle. In
addition, afier the battle roll a DG: on
a roll of 1-2 the mount was crippled or
killed by the fall and is removed from
the warband roster.

Animal Bestiarp

What follows is a summary of animals
commonly found in various parts of the world,
along with a few less common species. Note
that animals are not particularly bright and do
not gain experience. Note also thar ridden
animals can be ridden, but thar doesn't mean
that all of them want to be!

Attacf YUnimals

The most common atack animal in the Old
World is the faithful wardog, especially
favoured by Witch Hunters. Other warbands
have their favoured attack animals - Giant Rats
for Skaven, Dire Wolves for Vampires, Cold One
Beasthounds for the Druchii, Scorpions for
Khemrian Tomb Guardians. Whatever the
differences between the species, a warrior with
several sets of claws and jaws behind him is a
more dangerous opponent than a warrior on
his own.

For derails of the various amack animals
available to different races, see the Mordheim
rulebook or the relevant warband lists.

Rivven Animafls

Humans like their horses, Orcs their boars,
Goblins their wolves. All agree that two legs are
good, but four legs are better. =
War Boar o

Cost: 9gc

Availability: Rare 11 (Orcs only)

Large. ferocious and bad-tempered - a perfect
mount for an Orc Warlord. Orc warbands
occasionally make use of these noisome beasts
while exploring the ruins of Mordheim and
beyond. It isn't common though, as the bigger
and meaner Orcs tend to take the boars for
themselves,

Profile M WS BS 5§ T W I A Ld
7 3 0 3 4 1 3 1 3

SPECIAL RULES

Ferocious Charge: Orc war boars attack with
+25 when charging, due o their bulk. Note
that this applies only 1o the boar, not the rider.

Thick Skinned: The thick skin and mated fur
of the boar makes him very hard 10 wound.
Boars confer an additonal +1 bonus to the
rider's armour save (making +2 total).

Giant Wolf
Cost: 85gc
Availability: Rare 10 (Goblins only)

The giant wolf is common in most of the
mountiin ranges of the Known World.
However, caiching one of these nasty, fast-
moving beasts is another thing - especially if
you are a Goblin.

Profile M WS BS § T W I A Ld
2 3 0 3 3 1 4 1 4

Note: Giant Wolves cannot be used in a
wirband that already contains Giant Spiders.




Giant Spider

Cost: 100gc
Availability: Rare 11 (Goblins only)
The Giant Spider is the swff of nightmares.
Typically five to six feet long they are highly
prized by Forest Goblins as mounts.
Profile M WS BS S T W 1 A ILd

7 3 OHX4e)3 1 4 1 4
SPECIAL RULES
Poisoned Attack: Giant Spider aumacks are
poisoned — artacks are considered as Strength
4, but this will not modify any armour saves.

Wall Walk: Giant Spiders (and their riders)
may walk up and down walls without making
Initiative tests. They may only jump up w 2"
across or down, but this does count as a diving
charge. When a spider jumps, its rider must
make an Initiative test; if this test is failed,
something has gone wrong — roll on the Whoa
Boy! table. Note that even if the rider has the
Running Dismount skill, the maximum diving
charge is only 27,

Note: Giant Spiders cannot be used in a
warband that already contains Giant Wolves.

Mule

Cost: 30gc
Availability: Rare 7 (anv warband)
Their stubbornness is legendary, but even so,
these beasts of burden are occasionally ridden
by Halflings, Dwarfs and even overacight
clerics!
Profile M WS BS 8§ T W

& 2 0 3 3 1

SPECIAL RULES
Slow: Mules are not the fastest of mounes and
only bolt 2D6".

Stubborn: If a warrior is riding a mule, or is in
base contact with a mule, he must make a
Leadership test each round or the mule will
refuse o move,

Ornery: With no leader or rider, a mule
will wander in a random direction. Should
any close combat occur within 67, it will
automatically bolt directly away from the
combar.

Non-combatant: Mules will not fight in
combat and may not be used to charge
into combar — they will simply refuse
move. If an enemy warrior charges a
ridden mule, immediately roll on the
Whoa Boy! table. If an unridden mule is
charged, it will bolt directly away from the
charger.
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Riding Horse
Cost: 4lgc
Availability: Rare 8 (Humans only)

Riding horses are not wrained for baule and
will not normally attack an enemy. However,
they are useful for moving rapidly around the
field of barttle.

Profile M W5 BS § T W
8 L O 5 5

I A Id
3 0 5
Warhorse

Cost: B0gc
Availability: Rare 11 (Humans only)

Warhorses are large, well-trained horses, quite

at home in battle. They are primarily used by

human warbands.

Profile M WS BS § T W I A ILd
8 3 0 3 % 1 3 1 5

SPECIAL RULES

Battle Schooled: The mount has been

specially trained to fight on the baulefield. The

rider may re-roll any failed Loss of Control

tests. Only one re-roll is allowed per test.

Elven Steed

Cosi: 9gc

Awailability: Rare 10 (Elves only)

Elven steeds are graceful animals, but have a
vicious temperament when called upon to
fight. It is rumoured that even Dark Elves
breed these fine beasts. Typically, High EIf
steeds are grey and white, Wood EIf steeds are
tan and white, and Dark EIf steeds are
midnight black.

Profile M WS BS § T W I A Id

9 3 0 3 3 1 4 1 5

SPECIAL RULES

Battle Schooled: The mount has been

specially rained o fight on the

bartlefield. The rider

may re-roll any

failed Loss of
Control
tests. Only

one re-roll

is

i allowed

a per test.
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Nightmare

Cost: 95gc
Availability: Rare 11 (Vampires and
Necromancers only)
Vampire Counts occasionally need fell steeds
to carry them about their business. Who cares
if they're dead? They still have legs, don’t they?
Profile M WS BS § T W I A Ld

8 2 0 5% 5 1 2 1 5

SPECIAL RULES

May Not Run: As an Undead creature, a
MNightmare may not run, but may charge as
normal.

Immune to Poison: Nightmares are not
affected by poison,

Immune to Psychology: As an Undead
creature,  Nightmares  are  immune o
psychology, never have to take Leadership
tests, and will always stand sull if left
leaderless. However, if the rider suffers a
wound, he must roll on the Whoa Boy! able as
normeal.

Chaos Steed

Cost: 20gc
Availability: Bare 11 (Possessed warbaneds only)
Chaos steeds are malformed, debased parodies
of the magnificent warhorses of the Empire.
They are used by Possessed and other Chaos
wiarbands.

Profile M WS BS 5§ T W 1 A Ld
B a 04 3 1I F 1 5

SPECIAL RULES

May not be ridden by The Possessed. Even

Chaos Steeds are skittish around the abhorrent

Possessed and will not allow themselves o be

ridden by such a being.

Battle Schooled: The mount has been
specially trained to fight on the banlefield. The
ridler mayv re-roll any failed Loss of Control
tests. Only one ve-roll is allowed per test.

Cold One

Cost: 100gc

Availability: Rare 11 (Dark Elves and Skinks

only)

Scaly, mean and stupid, these native creatures

of the New World make excellent mounts

upon which to fight.

Profile M WS BS S T W I A I1d
7 3 0 4 4 1 3 1 3

SPECIAL RULES
Fear: Cold Ones cause fear,

Stupid: Roll against the rider's Leadership
each turn; if the rider fails the test then usual
stupidity applics, otherwise move as normal,

Scaly: Cold Ones give an additional +1
armour save bonus (making +2 in votal).

g5 Son,
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Aufe Shinner ____ﬂ,___q‘ﬂf}

A Hired Sword for Mordbeim
35 gold crowns to hire + 15GC upkeep

Mule Skinners are gquite common wherever
teams of animal are wsed. They are
experienced warriors, accustomed o
bandling teams of draft and pack animals
such as borses and (strangely enough) mules,
as well as more exotic animals such as Cold
(nes. Most are freelance, offering their
services In  the .luf.rr.l"l_'i'ﬂh.‘('l' Hfr.i”ﬁa‘irﬁ*
traditional traders. They are widely travelled
and bave comtacts in most major clties,
especially among the animal merchants.

May be hired: Any warband, except Possessed
Skaven, or any Undead warband, may hire a
Mule Skinner.

Rating: A Mule Skinner increases the

wirband's rating by +20 points, plus 1 point

for cach Experience point he has

Profile M WS BS 5§ T W 1 A 1d
4 3 3 53 53 1 3 1 7

Weapons/Armour: The Mule Skinner starts
with a whip and a dagger.

Skills: A Mule Skinner may choose from
Combat and Strength skills. In addition he
may learn Streefwise and Hagele (both
Academic skills)

SPECIAL RULES

Animal Handler: A Mule Skinner starts with
one Animal Handling skill (player's choice of
which animal).

The following are based on the Adventurer's
Whip rules by Jo-Herman Haugholt from the
Mordheim Khemri Discussion Group (used
with PErmMission)

NEW SKILL

Whip Master: The Hero is so skilled with his
whip that he may re-roll all to hit rolls when
using the whip. Only one re-roll is allowed per
attempt and you must accept the second roll,
even if it is worse.

NEW EQUIPMENT

Whip

Cost: 15 Gold Crowns

Weapon Range Str
Whip i As user -1
Special

Cannot be parried, reach, disarm, + 1 armour
save.

Diisarm: Instead of striking to injure, a warrior
with a whip may try to strike his opponent’s
weapon, making him drop it. Roll to hit as
normal, but instead of rolling 1o wound, the
apponent gets a single Parry attempt; if the
Parry attempt is failed, he has dropped his
weapon. He must now fight with whatever
back-up weapon he has in his equipment for
the rest of this combat {or fight unarmed il he
has no other weapons). At the end of the
combat, the model is assumed o rerrieve the
dropped weapon as long as he is not put o
af action. Disarmed opponents put ol of
action lose the weapon permanently

Note: The Parry attempt represents the model
trying to hold on o the weapon; he is always
allowed one (and only one) Parrey, irrespective
of the equipment he is carrving

71
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h Scenario: Linders Keepers ﬂ

A scenario by Roger Latham

Whilst the richest pickings in Mordheim are o
he found within the shattered remains of the
city itsell, it sometimes happens that treasures
arc to be found elsewhere. A stray word in a
tavern or around the camplire may let slip

where a rival warband has hidden its stash of

wyrdstone. In such situations there is usually a
mad scramble as every warrior within earshot
takes 1o his steed (il he's lucky enough to have
one) in order o beat the others o the easy
loot. After all, Chaos takes the hindmost and
last one there's a Halfling's dishrag!

This scenario is written with the new animal
rules in mind, and therefore assumes that
wirbands will have some riding and possibly
pack animals, but it will work just as well for
dismounted warbands = especially Skaven

T errain
The scenario mkes place on the outskins of
Mordheim. Set up ruined buildings as normal
along one table edge, extending no further
than 12" onto the mble. At a distance of 8" in
from the opposite able edge, place a small
ruined building on a hill. This is an isolated
building where a rival warband has hidden s
stash, Inside the building place D3 Wyrdstone
counters. The rest of the table should be lightly
covered with suitable rural terrain (low hills,
hedges, fences, abandoned carts, craters from
comet fragments, eic), If vour warbands are
dismounted you will want o use more terrain

Lo give cover, less if you are using mounts and
riders. A standard 4'x4’ table will be large
enough, but o make it more interesting you
could have a 4'x6' or even 4'xH with the
objective building at the far end from the edge
of the city.

Setup
Both players roll a 16 and the highest scoring
player seits up within 8" of one corner of the
edge opposite the objective building. The
other player then sets up within 8" of the
opposite corner on the same edge.

Starting (fe Game

Roll a D6. The highest scoring player goes first,

Special Rufes

The objective of the game is 1o capture the
stash of wyrdstone and exit the mable within 8"
of the warband’s starting corner. One warrior
from the first warband 1o reach the stash must
spend one full turn searching for it before the
wyrdstone can be moved, after which it can be
picked up simply by moving into contact with
it. A single warrior can carry any amount, but
wyrdstone cannot be transferred between
warriors. If the warrior carrying a counter is
taken omt of action, place the counter on the
table where he fell

En%ing tfe Game
The game ends when one warband succeeds in
taking at least half of the stash off the table
within 8" of its starting corner, thereby winning
the game, or when one warband Fails a Rout
test. Routing warbands lose automarically.

€ rperience
+1 Survives. If a Hero or Henchman group
survives the battle they gain + 1 experience.

+1 Winning Leader. The leader of the
winning warband gains + 1 experience

+1 Per Wyrdstone Counter. If a Hero or
Henchman is carrving a Wyrdstone counter at
the end of the batle he receives +1
experience.

+1 Per Enemy Out of Action. Any Hero earns
+1 experience for any enemy he puts onr of
action.

Wprdstone
Your warriors earn one shard of wyrdstone for
cach counter still in their possession at the end
of the baule
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Q—‘m Scenario: ufe Train M

A Mordbeim scenario by Robert | Walker

They come from far and wide; mule trains are
still the most economical way of transporting
goods o Mordheim. The hardy mules make
excellent time over the gorse-laden hills
surrounding the Damned City. This route has
the additional advantage of avoiding the many
handits that roam the roads leading to
Mordheim, at least until recently...

Now, traders have to hire warbands 1o defend
their mule trains, to run the gauntlet against
the increasingly  bold  thieves  and
opportunistic warbands.

'C errain

Set up ruined buildings as normal along one
table edge, extending no further than 12" onto
the table, 8" in from the opposite table edge.
The rest of the ble should be covered by
hills, woods and hedges with a road down the
centre. Each player takes it in urn o place a
piece of terrain in a 44’ playing area.

Warban®s

The warband with the lowest rating is
automatically defending the mule train. If both
sides are equal, the warband with the fewer
warriors is the defender.

The mule-train should consist of between
three and six mules and no more than one
mule for every two defending warriors (use
normal horse maodels if vou have no maodels of
mules). The mules should be set up within 4"
of the road, up 1o 12" onto the ble. The
attackers can sct up anywhere more than 24"
away from the closest enemy model.

Starting tfe Game

The attacker has the first tarn.,

En%ing the Game
The game ends when all the mules have left
the opposite table edge from where they
started. Alvernatively, the game ends when one
of the warbands fails its Rout west. Mote: Any
maodel that leaves the table cannot return,

{Epperience

+1 Survives. If a Hero or Henchmen group
survives the battle, they gain +1 Experience.
+1 Winning Leader. The leader of the
winning warband gains + 1 extra Experience.

+ 1 Per Enemy Out of Action. Any Hero gains
+1 Experience for each enemy he puts onut of
dction.

+1 Led Mule off the Table. If a Hero leads
one or more mules off the wable, he gains +1
Experience.

Special Rules
Riding
In this scenario, the mules are laden with
goods and cannot be ridden. There are
otherwise no restrictions on riding animals.

Rewards

If the atackers recover one or more mules,
they may keep it or it may be sold. In addition,
the goods on the back of the mule(s) should
be determined as if the warband found a
Slaughtered warband in the Exploration phase
(4444 44) Add +1 1o the dice roll for every
mule recovered after the first. Recovered
mounts are those being led by a member of
the attacking warband as they leave the wable.

The defenders gain 2D6 GC for each mule they
lead off the wble,

Routing

If a warband routs, it abandons any mules in
its possession. The opposing warband can
only lead mules off the table it has in s
possession as the enemy routs; abandoned
mules are assumed o wander off and get
caten (probably).

Exploration.
At the end of this scenario, both warbands may
explore as normal.
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The Warbamener range admirably supports mounted troops for all the animals and creatures
mentioned in this article. Mail Order bave stocks for all the races. Here's a selection...
"l

\ HIGH ELF ELLYRIAN REAVER CHAMPION

FRAEELANCE KNIGHT MOUNTED AND ON FOOT
(Mnciudes hath modals)

BUGMAN'S CART
TAATANE = Pany

DARK ELF LEADER ON COLD ONE

ORC BOAR RIDER

GIOELIN WOLF RIDER
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The San9 of the Great Vear

The land of Kislev lies 1o the north and east of
the Empire. The further east one travels. the
dense forests give way to open steppes
stretching to the foothills of the Worlds Edge
Mountains. The winters of Kislev are harsh and
cruelly long and for months the land is gripped
by snow blizzards and ice. The townships of
Kislev are mainly built of timber for stone is
rare and only the most important of the cities
have stone buildings and walls. In the ancient
capital city of Kislev, the massive white
buildings are topped by vast gilded domes and
decorated with golden statues and gargoyles.
It has been said that Kislev is a poor country
filled with rich people. It is certainly true thar
the people thar live in this beleaguered land
have an outlook on life that strangers often
find surprisingly positive - for Kislev is a
country under constant threat of invasion.
Armics of savage MNorse often venture into
Kislev, raiding and pillaging, and to make
matters worse Kislev lies right on the border of
the Chaos Wastes, so that any Chaos incursion
passes through the land (and its people) first.

To aid them in their struggle against these
murderous foes, the Tezars of Kislev have
forged strong ties with the Empire. This
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alliance benefits both countries, as the rulers
of the Empire have long understood the
benefit of a northern bulwark against the tides
of Chaos. Both countries have a tradition of
sending troops to aid the other in times of
necd, and in fact the Gryphon Legion, pride of
the Kislevite nobility, was formed as a symbol
of the unity berween the rwo countries. This
knightly order is made up entirely of Kislevite
nobles, but is garrisoned and trained in the
Empire.

Diespite the constant threar of invading armies,
the people of Kislev sing and dance and play as
much as or perhaps more than the people of
any other country in the Old World. Some say
thar their relative happiness derives from their
love of strong drink. Whether this is true or
not, Kislevites certainly do enjoy their spirits,
and in fact many of their people attribute
almost magical gualities to that most famous of
Kislevite drinks - vodka.

A Kislevite warband represents a group of
individuals from this unique northern realm.
Kislevites tend 1o be quiet in the face of
strangers, but they hold much joy in their
hearnts. In fact they are loud and boisterous
when amongst their own people. Kislevites are
known o be extremely brave warriors, and
they hold a loathing for Chaos that is much
stronger than most of the peoples of the Old
World. While many citizens of the Empire may
remain ignorant to the initial signs of a Chaos
cult, Kislevite citizens will immediately seek
out any signs of depravity and cleanse the
infected individuals with sword and fame.
Keep these rthings in mind when you play a
Kislev warband. Most citizens of Kislev have
lost homes or loved ones 1o the warriors of
Chaos, and they realise that anything less than
constant vigilance could lead to their downfall,
They are therefore unrelenting in their resolve
against their ancient enemies. Give the forces
of Chaos no quarter, and expect none in
return!

Special Rules

May Hire: A Kislevite warband is allowed the
same selection of Hired Swords as the Human
Mercenary warbands from the Mordheim
rulebook.

Ancient Enemies: Kislevite warbands may
never ally (see the “Multiplaver Rules for
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Mordheim’ article from Town Cryer for more
details on warband alliances) with any type of
Chaos warband. This restriction pertains to
the following warbands: Possessed, Beastman,
Skaven, Dark EIf Chaos Dwarf, and any other
warbands the players judge o be sufficiently
‘Chaotic’.

Cfoice of Warriors
A Kislevite warband must include a minimum
of three models. You have 500 gold crowns
which you can use o recruit and cquip your
warband., The maximum number of warriors
in the warband is 15.

BHeroes

Druzhina Captain: Each Kislevite warband
must have one Druzhina Captain, no more, no
less!

Bear Tamer: Your warband may include a
single Bear Tamer.

Esaul: Your warband may include a single
Esaul.

Youths: Your warband may include up to 2
Youths.

Bencfmen

Warriors: Your warband may include any
number of Warriors.

Cossacks: Your warband may include any
number of Cossacks.

Streltsi: Your warband may include up 1o 3
streltsi.

Trained Bear: Your warband may include up
to 1 Trained Bear. Note however, that a
Kislevite warband may not include a Trained
Bear if it does not first include a Bear Tamer!

Starting Erperience

Druzhina Captain starts with 20 experience.
Bear Tamer starts with 8 experience.

Esaul starts with 8 expericnce.

All Henchmen start with 0 experience.
Special Equipment

Voudka

(35+2D6 gc / Rare 8)

Kislevites live in a harsh land under constant

by roving s

7 /e
threat of invasion. While this has instilled a
seriousness in these people, it has not diluted
their love of celebration one bit. If anything
their love of revelry has increased with the
hardships they have had to endure, as they
have learned that life is flecting, and any
excuse 1o enjoy what they have been given is
not to be squandered. One of the products of
this love of life and celebration is a strong
alcoholic spirit called vodka. It is also one of
the country’s most famous exports, though
most inhabitants of the Old World find it oo
harsh for their palates. Kislevites take such
enjoyment in this drink and regard it as
something almost magical. Mothers give vodka
to their families o ward off sickness and 1o
keep them warm in the long winter months
and warriors indulge both for luck and
courage. Outsiders often scoff at the reputed
properties of this liquor, but it must be said
that a Kislevite army that is well supplied with
vodka cerainly fights better and in higher
spirits than one without.

In game terms, vodka is a one-use item of
equipment that a Kislevite Hero may give 1o
the warband before the start of the game.
Every warrior in the warband receives +1
Leadership {up o a maximum of 10) for that
game. In addition, because of its nullifying
alcoholic effects, every warband member must
test against their Toughness before the start of
the game — a failure resulting in -1 Initiative for
the duration of the game

Kislevite Heroes Only

Bear-Claw Necklace
{75+ 30D6 ges [ Rare 9)
Bears are widely regarded as
sacred in Kislev, and a
necklace made of their
claws (or sometimes
their teeth) is
considered  magical
and reputed o have
magical powers.

A warrior wearing a bear-

claw necklace receives

some of the strength and wild

ferocity of the bear it came from. A warrior

wearing 4 bearclaw necklace becomes subject
to Frenzy.

Kislevite Heroes Only




Risfevite Lquipment 3Sist
The: following lists are used by Kislevite warbands to pick their weapons:
KISLEV WARRIOR EQUIPMENT LIST STRELTSI EQUIPMENT LIST
Hand-to-hand Combat Weapons Hand-to-hand Combat Weapons
DR ot s o M A R st free/2 go IR . oyt R 1st free/2 po
MASE. oncuroin s 3pc MIAPE st e 3pc
HERRIET "« o pebinre brn o S b e, 3 3 ec BT oo = o o v o e e e 3 go
Bt o R s S e 5 BC e e P P e e R e e S A 5 g
T Ry T R S 10 gc Ly T 10 go
Morping SEr ..o s s e 15 gc Morning Star . g 15 gc
Double-handed weapon ... ... 0L L 15 gc Double-handed weapon ... ... ... L. 15 pc
AR oo mviis s ey woiam s s 10 g Halbemd oo oausn s mimeib g iems 10 gc
B e R 10 pc RN i wel b e A o e S s 10 g
I! Missile Weapons Missile Weapons
I Throwing Knives ................. 15 gc BRI o L e e S S 10 go
m VTN . i i P 1} Crosshow .. .. ..... R R R 25 gc
m | i: P e e T s S 10 ge Pistol v e-. .. 15 ge (30 ge for a brace)
h CERAINIIN 2 o 25 go Duelling Pistol . . . . . 25 ge (50 ge for a brace)
: | 11 e A 15 ge (30 ge for a brace) FRRADRIRNERY: - s i S s 35 g
& I Duelling Pistol . . . . . 25 ge (50 go for a brace) T
Armour R e s b e e 5 g
R T I T TN 5 g 7 11T 1 R 10 gc
B | BRCRRET s e R e 3 gc LIpht Armeondr: o cdi wied e media et 20 pc
Qo - T I PO e 10 ge
Light ATmour . ...cunviiwes oo 20 ge
i‘l_ Heavy Armour .. ... ... e P - -
!_ ___.»' - 4
— : i e
Kisfevite sBiff tables
Combat Shooting Academic Strength Specd
v v <
o i “
-:*.'_.' e = e — - 2 e — e e




1 Dmgfina Captain

60 gold crowns to hire

Druzhina are the minor nobles of Kislev.
During times of war these nobles form their
own regiments in a Kislevite army, and they
look most impressive with their ancient
armour and weapons, as most of these prized
artefacts are handed down from father o son.
Druzhina are rich enough o afford their own
horse and battlegear, and they must be ready
tr fight tor the Tzar when called upon. In
return for this, they are allowed o own land
and are given a break on their annual taxes.

Profile M WSBS ST Wil A Ld
4 4 4 3% 3 1 4 1 B

Weapons and Armour: A Druzhina Captain
may be equipped with weapons and armour
chosen from the Kislevite Warrior equipment
list.

SPECIAL RULES

Leader: Any warrior within 67 of the Druzhina
Captain may use his Leadership characteristic
when taking any Leadership tests,

Inheritance: When the Kislevite warband is
first creaved, the Druzhina Caprain is allowed
to purchase one item from the Kislevite
Warrior equipment list ar half the normal cost.
This item represents a treasured family
heirloom that has been passed down through
the generations. Losing an ancestral item s
considered very disrespectful and if the item is
ever lost (eg, from a Robbed result on the
Serious Injury chart), the Captain MUST
replace it with a finely-made substitute as
quickly as possible or risk being haunted by
the angry spirits of his ancestors. To replace an
ancestral item, the Captain must purchase the
same item of equipment at 150% of its normal
price. This higher cost represents the fine
detail and valuable materials used in the item’s
manufacture. Until the item is replaced, the
Captain sulfers a -1 penalty to all tests and rolls
oy hit.

01 Bear T amer

35 gold crowns to hire

Since ancient times, bears have featured in
Kislevite myths and legends. Kislevites have a
deep respect for these mighty beasts, and
gather to see the trained specimens that
accompany travelling circuses. The powerful
mien that train these bears are known simply as
Bear Tamers, and the best of them are widely

== eroes

renowned amongst the people of Kislev. Bears
can be wained for martial purposes as well,
and Bear Tamers are often recruited inwo the
armies of Kislev, where they enjoy a special
starus among the soldiery.

Profile MWSBS 5 T W1 A Id
= % 5 ¢« 3 1 % X 7
Weapons and Armour: A Bear Tamer may be

armed with weapons chosen from Kislevite
Warrior equipment list.

SPECIAL RULES

Bear Handler: A Kislevite warband thart
includes a Bear Tamer is allowed o purchase a
Bear as a henchman, This Bear has been
trained o follow the Tamer's commands, and
so will amomatically pass its Swupidivy rests
when within 6" of the Bear Tamer {(even if the
Tamer has been Knocked Down or Stunned).

o1 Esauf

35 gold crowns to hire

Esaul is an ancient Cossack term that means
‘Best Warrior', and was traditionally given to
the most powerful fighter in the tribe. The
word has survived the generations, and woday
it is an honourary title given by a chicftain 1o
his personal champion, though it is also used
by Gospodar warriors as a more familiar term
for an experienced veteran, Most Kislevite
towns contain at least one grizzled veweran
amongst the ranks of their professional
soldiery who has been affectionately labelled
‘Esaul’ by his men.

Profile MWSHBS S T W1 A Id
4 4 3 3 3 1 3 17 7

Weapons and Armour: An Esaul may be
cquipped with weapons chosen from the
Kislevite Warrior Equipment list

02 Doutfs

15 gold crowns to hire

Strong, strapping lads from the countryside
often join a band of daring adveniurers o
make their fortune.

Profile MWSBS S T W I A 1d
& 2 2 5 F 1 5 7 o

Weapons and Armour: Youths may be
equipped with weapons chosen from the
Kislevite Warrior Equipment list.




Kislepites
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Warriors

25 gold crowns to hire

The Gospodar tribe make up the bulk of the
people of Kislev, and they are generally
considered the most civilised of the peoples of
this harsh realm. Gospodars are large of
stature with blonde or red hair. Their women
are well known throughour the Old World for
their fair-skinned beauty. Gospodar women
have the same rights as men, and are allowed
o rise o positions of power; infact the most
powerful of the legendary lce Mages of Kislev
are all female!

Profile M WSBS §S T W I A ILd
4 3 3 5% 1 3 1 7

Weapons and Armour: Warriors may be
equipped with weapons and armour chosen
from the Kislevite Warrior equipment list,

Cossacks

30 gold crowns to hire

Cossacks are nomadic tribesmen who live in
the far north of Kislev. They are always the first
w encounter any Chaos invaders from the
north, and so have long fostered a biner
cnmity with the servants of Chaos. Cossacks
are renowned for their riding skills, and their
favoured weapons are the scimitar (sword)
and spear.

Profile

MWSES 5 T W1 A Id
4 & 33 1 3 1

-

Weapons and Armour: Cossacks may be
armed with weapons and armour chosen from
the Kislevite Warrior equipment list,

SPECIAL RULES

Hate Chaos: Years of bitter struggle against
the forces of Chaos have left their mark on the
Cossack people. Cossacks are subject 1o
Hatred against all forces of Chaos (eg.
members of any warband the players would
apply the Ancient Enemies special rule to).

03 Streftsi

25 gold crowns to hire

Fircarms were first introduced to Kislev by
Prince Boydinov of Erengrad. Though very
popular among his people, the prince was
considered quite eccentric (it was he that
invented the mad game called Kislevite
Roulete). Despite initial superstition, as time
passed handguns have been accepted as
essential weapons of war. In his legacy the
prince had a large portion of his wealth set
aside for the establishment and upkeep of a
regiment of handgunners. The regiment
continues 1o this day and its members are
Enown as Streltsi. Soldiers from other cities in
Kislev, most notably the capital, are sent here
to train in the use of firearms with the Streltsi.

In addition o their knowledge of handguns,
Streltsi are also trained to use a small halberd
called the berdiche. Infact the berdiche and
handgun are the most widely recognised
symbols of the Streltsi. In combat, Streltsi are
able to use their berdiches as rests for their
handguns, increasing their accuracy and
making for a deadly weapons combination.

Profile M WSBS § T W1 A Id
& 3 3 0% 0 F L7

Weapons and Armour: Strelisi may be armed
with weapons and armour chosen from the
streltsi equipment list. Note that Streltsi are
the only Kislevite warriors trained in the use of
handguns.

SPECIAL RULES

Gun-Rest: A Streltsi warrior armed with both
halberd and handgun may use the halberd as a
gun-rest. The warrior receives a +1 on his ‘1o
hit' roll with the handgun, as long as he did
not move that wrn (this applies even if the
warrior has a skill that allows him o move &
shoot with his handgun — he must not move if
he is to rest the gun).




01 Train®® BVear

125 gold crowns to hire

Bear Tamers often bring one of their sacred
bears with them when they prepare to enter
battle. These grear beasts respect little, and it
takes years for a human o win their trust and
obedience., The effort to train one of these
creatures is well worth it however, as one can
not hope for a more loval friend or useful ally
when things urn bad.

Profile MWSBS S T W1 A Id
5 3 0 55 2 2 2 b

Weapons and Armour: None, other than
their claws and teeth!

SPECIAL RULES

Trained: A bear doesn't care about the
warband’'s mission or enmity for other
warbands - it's just following the orders of its
trainer. Sometimes it gets bored waiting for
orders; for this reason Trained Bears are
subject o the rules for Stupidity. If given
‘special anention” by its trainer, it will mind a
bit betrer, so a bear is not required to take
these Stupidity tests if the warband's Bear
Tamer is within 6". Infact, this is the only
member of the warband the bear will listen to;
a Trained Bear will never use the warband
leader's Leadership for any tests it is required
to take. It may wuse the Bear Tamer's
Leadership if within 6" of him however. Note
that the warband cannot control the bear
without a Bear Tamer. The Trained Bear may
not be used in any game in which the
warband’s Bear Tamer does not take part (and
this means that if the warband does not
include a Bear Tamer at all, the warband must
keep the bear staked back at camp until they
hire a new one!).

Fearsome: A charging bear is a very scary sight
indeed! A Trained Bear causes Fear.

Bear Hug: If the Bear hits the same enemy
warrior with both of his anacks in the same
round of combar, the player may choose to
make a single ‘Bear Hug' amack instead of
resolving the attacks normally. If this option is
chosen, each player must roll a D6 and add his
maodel’s Strength 1o the roll. If the Bear's total
is higher or the torals are equal, the opposing
warrior takes a single automatic wound with
no armour save allowed. If the enemy
warrior's total is higher, the warrior has
broken the Bear's hold and suffers no damage
from the attack.

Fiercely Loyal: Such dedication is built into
the relationship berween Bear Tamer and bear
that if his trainer is injured, a bear will ofien
stand over the body to protect it, or even drag
the trainer's body to safety. As long as his bear
is not mken Owt of Actfon during a game, a
Bear Tamer ignores the following results on
the Serious Injury table: ‘Sold w the Pis',
‘Robbed’, and ‘Capwured’ {(and ignore
equivalent results in semings such as Lustria
that have their own special Serious Injury
table). If any of these results are rolled for the
Bear Tamer, treat the result as a “Full Recovery’
instead.

Animal: Trained Bears are animals and do not
gain expericnce.

Sample Warband

When creating a warband | normally start with
the models | place the highest priority on. |
always purchase a leader first, as the warband
has to have a leader and this is the Agure that
will most closely represent me as the warband
combats others for wealth and glory. After this
I purchase any henchmen that 1 really want to
try out, and then I look at filling out my heroes
and the rest of my warband. S0 Andrei was
purchased first, and | gave him some ancestral
armour, a pistol and sword. 1 figured the bulk
of my warband would have wvery little
cquipment, s0 the Druzhina should have a
couple expensive items to really make him
stand out. The ‘Inheritance’ special rule really
helps here!

After Andrei was purchased, my next priority
wis 4 Trained Bear. Bears feawure prominently
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in the history and religion of Kislev, and it just
wouldn’t be right not 1o include one. Besides,
if you want to strike fear into your opponents,
there are few models better suited o do this!

Mext, | focused on filling our my heroes, |
normally try to purchase as many heroes as
possible when 1 start a warband, as this gives
me the best chance w get good Exploration
rolls. However, this time 1 had allowed myself
a linle extravagance in the purchase of a bear,
and this, along with the expensive warband
leader, severely limited the amount of gold 1'd
have to fill out the warband. So 1 left the Esaul
in Kislev and purchased a Bear Tamer and two
Youths. The Bear Tamer is a requirement if |
want to use the bear, and the Youths are
cheaper than any of my henchmen!

On o the henchmen, and by this time 1 was
starting to run pretty low on funds, With this in

mind I decided 1o purchase Warriors instead of

Cossacks, Warriors lack the Hate Chaos special
rule of the Cossacks, but they are still decent
henchmen and the 5 gold crown savings each
would help me o possibly buy another
warrior. | included four with clubs and
daggers, but looking at the gold 1 had left and
how many warriors were in my band, [ figured
I could do some shuffling and sdll ger the
warband to a good starting size, 1 normally like
to start out a new wirrband with ar least nine
members, as having one more than a multiple
of four gives you one more that has to be taken

Out of Action before you start testing for Rout.
50 1 dropped one of the Warriors and added a
Streltsi with his special equipment (handgun
and halberd) in his place, and upgraded the
remaining Warriors 1o swords instead of clubs,

As the warhand progresses | plan to add in the
final hero, and add some Cossacks as well. If1
earn sufficient gold, | would like 1o purchase
the maximum number of Strelsi, as their
unique skills can make for a fearsome support
of my close combat troops.

Kisley Warban?

Andrei Padinoy, Druzhina Captain =~ 110 g
Heavy Armouwr (Ancestral ltem), Sword, Pistol,
Dagger.

Boris Schaunov, Bear Tamer 45 ge
Sword, Dagger,

Tvan, Youth 25 go
Sword, Dagger.

Stepban, Youth I8 pe
Club, Dagger.

{gor, Trained Bear 125 gc
Valery, Josef and Alexi, Gospodar Warriors
Sword, Dagger. 105 gc
Anaroly, Strelsi 70 g

Handgun, Halberd, Dagger.
Total: 498 ge
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Equipment
Sist

equipment for use in
the ruins of Mordheim, It is
broken down into Weapons,
Armour  and Miscellaneous

euipment.

WEAPONS

All of the new weapons are uncommaon
specialist  ftems  wrought by a  master
wieaponsmith

'|'|IL'1-' are not available 1w starting warbands
and can only be used by heroes with the
combat skill Weapons Training

L IR U114 S ¢

The rapier is a long thin blade commonly
risedd h_}' duellists, It is a f.r'r.r{.r.i'fr, :.'h.r.fr.l'.l wedfon
capable of delivering a multitude of blows
but lacks the power of a broadsword

Range: Close combar; Strength: As user;
Special Rules: Parry, Barrage, armour save

SPECIAL RULES

Parry: Like all swords, you may use a rapier to

parry in hand-to-hand combat. When your

opponent scores a hit you must roll a D6, I

you can score greater than the highest “to hic'

roll you have parried the blow and the atack
is eliscarded.

Barrage: A rapicr is light and Aexible, and

24

lhere follows a list of

while this makes it less powerful
than a broadsword or an axe it means that a
warrior using a rapicr can make a barrage of
quick artacks belore his opponent has time o
react. A well trained swordsman could inflict a
multitude of light wounds in mere seconds,
aften enough to incapacitate the hardiest of
foes. A warrior armed with a rapier rolls o hit
and o wound as normal. However, if vou
manage to hit vour opponent but fail o
wound, you may attack again just as il you had
another attack but at -1 w hit (down w0 a
maximum of needing a 6 w hit). You may
continue artacking as long as vou hit and i is
possible o strike your opponent many tmes,
particularly if yvour warrior has more than one
attack on his profile

Armour Save: Because a rapier is a very light
sword that lacks the thick, armour breaking
blade of the broadsword, armour saves are
made at +1 (ie, if the opponent  has no
armour at all he sl receieves a 64+ save)

P S0017 Breafer ey

The sword breaker is a specialist weapon
wrought by  only the most  lalented
swordsmiths. Next to the bilt are two prongs
contcedled within the blade that can be used
ten drafy an ofponent’s blade, twisting and
sngpping (o with a single, well timed
rrcrerrent,

Range: Close combat; Strength: As user;
Special Rules: Parry, Trap Blade

SPECIAL RULES

Parry: The sword breaker allows the wielder
to parry the attacks of his opponent’s in close
combat. When your opponent scores a hit roll

FRdr 'ii." I il
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Being a perusal of the quality equipment and learn'd skills available to the

discerning adventurer in the City of the Damned by the master scribe of

a D6, If vou can roll greater than the highest
‘“to hit" roll of your opponent, you have
parried the anack and the blow is wasted.

Trap Blade: The two prongs used to trap an
opponent’s weapon are snapped out when
the warrior parries. Whenever you make a
successful parey attempr roll a D6, I you score
a4+, yvou break the weapon your opponent
was using., The weapon is now useless and
they must use another one, or if they have no
['l-[hl."r “Q‘QII'H;II'I_ FESOrT [ III'I;.U'I'I!I;_'II l.'ll”!h:".
P'—T-I mf“i‘lﬂ 3"'#“ ll‘.‘..l._'_fll
Ihe brazier iron is a weapon commonly used
by witch bunters. It consists of a long beft
tepped by an iron cup filled with burning bot
codls. In combai, the weapon takes on an
eldritch guality as the burning embers sear
the air as it is swung, opponents are sent
recling in [Taming agony as they are sel on
fire,

Range: Close combart; Strength: As user + 1,
Special Rules: Two handed, Fire

SPECIAL RULES

Two handed: A warrior armed with a brazier
iron requires two hands to wield it effectively
and so may not use a shield with it or another
hand weapon or buckler in close combar. The
warrior may still use a shield for the purposes
of missile fire though,

Fire: The burning brazier of coals atop the
staff is deadly, capable of setting an opponent
ablaze with even the slightest glancing blow.
Whenever vou score a successful hit with the
brazier staff roll a D6, If vou roll a 5+ the
victim is set on fire. If the warrior
survives the attack they must score a 4+
in the Recovery phase or suffer a
Strength 4 hit each turn they are on
fire and will be unable 1o do anything
other than move. Other warriors
from the same warband may help o
put the lames burning the warrior
out if they wish, They
must move into
base-to-base
contact and
score a 4+

in the
Recovery
phase.

Altdorf Nicodemus Kyme esq

ARMOUR

There are many types of armour available in
the trader's outposts which encircle
Mordheim. Some are more unusual than
others, many warriors using unorthodox
methods of prowection but then such is the
eclectic nature of those who join the
adventuring warbands of the City of the

Diamned!
D Pavise —ﬂb

A paivise s a .I"J'H‘ul" shield commonly wsed by
regiments of warriors in battle to defend
themselves from the arrows of their enemies.
I is a weighty ftem and fittle use in a long
protracied combat but excellent against
shooting

SPECIAL RULES
Cover/Save: A Warrior using a pavise counts
as if he is in cover against
missile attacks (-1 1o
hit). In close combart,
the pavise counts as a
shield (+1 armour
save) but only il the
warrior was charged 1o
his front. Because the
pavise is so heavy and
cumbersome, the
bearer moves at

half pace




De GFe Curiosity SBoppe

MISCELLANEOUS EQUIPMENT

The following miscellaneous equipment can
be added to that found on page 52 in the
Mordheim rulebook. It follows all of the usual
rules for miscellaneous equipment as given in
that section,

T efescope

Common to the great astronomers in the
observatories at Nuln, telescopes are a useful,
if highly rare, item to have in the City of the
Damned. The keen view offered by these
instruments makes shooting easier and gives
an unparalleled awareness of a warrior's
surroundings.

Any Hero wusing a relescope may increase the
range of any missile weapon he is using by DG
each turn. Furthermore, he triples the distance
at which he can spot bidden enemies.

Caftrops

Originally used on the battlefield w impede
cavalry charges, a caltrop is a small spiked iron
ball. In the City of the Damned, a pouch of
these small items can be enough to deter any
attacker who risks serious injury should they
try 1o charge over them.

There are enough caltrops to last for one use
only. They may be used when an opponent
decides to charge. The defender simply throws
the caltrops into the path of his atacker and
they reduce his charge range by DO inches. If
this means that the attacker cannot reach his
target then it is a failed charge.

Hire Bomb

Designed by the dwarf engineers of the Worlds
Edge Mountains, fire bombs are a rare and
deadly weapon. A small batch of gunpowder is
sealed within an iron casing with a shont fuse
fed into it. When lit, the thrower has only
seconds before the gunpowder ignites and
cxplodes. This can often prove 1w be
dangerous, as if the fire bomb is fused
incorrectly it could be the thrower who finds
himself amidst the explosion...

The fire bomb may be thrown in the Shooting
phase in the same way as blessed water (see
P53 Mordheim rulebook). If the bomb lands
on target, the warrior hit takes D3 Strength 4
hits with no saves for armour and all warriors,
friend or foe, within 1" of him take 1 Strength
3 hit with saves as normal. If the throwing
warrior rolls a 1 when rolling to hit, the bomb
misfires and explodes just as if the throwing
warrior had been hit by his own fire bomb!

#lash Pouder

An ancient Dwarl creation, flash powder is
used in mines o illuminate darkened fissures
in the search for gold and other precious
minerals. In Mordheim, small bags of this
substance can be used w blind enemies,
throwing them into disarray as vou launch
vour attack.

Flash powder can be thrown as an enemy
charges the wielder (as an interrupr). The
charger must take an immediate Initiative test
in order to cover their eyes. If he fails, he is
temporarily blinded and it counts as a failed
charge. There is only enough flash powder for
one use during the baule,




Hire Arrows

Fire arrows are tied with rags soaked in oil
bunched up in a tght pouch that explodes
when hiting the arget, seuwing clothes and
equipment alight.

If you hit with a fire arrow roll a D6. If you
score a 44 your opponent has been set on fire.
They must roll a D6 in the Recovery phase and
score a 4+ 1o put themselves out or they will
suffer a Strength 4 hit and will be unable 1o do
anything other than move for each mrn they
are on fire. Allies may also attempt to put the
warrior out. They must be in base contact and
need a 44 o be successful. The fire arrows last
for one battle only.

War Horn

The blaring sound of a war horn can be
enough to stir the hearts of any warband which
it is awempting w0 bolster. It grants men
courage and gives them the will to fight on
defiantly.

De e Curiosity Sfoppe

A war horn may be used once per battle at the
beginning of any turn. It allows the warband o
increase its Leadership by +1. The effect will
last from the start of one turn to the start of the
next. The war horn can be used just before a
warband is abour to take a Rout test.

Rabbit's Foot

The rabbit’s foot is a symbol of good luck and
often worn about the neck on a thin cord of
leather by superstitious warriors,

A rabbit’s foor allows the warrior wearing it to
re-roll one dice during the battle. If not used in
the barttle, it can be used

to re-roll one dice
during the
Exploration
phase, providing
the hero is able
to search through
the ruins.
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Caff to Arms — Scenario Binner

“CBe Carapan’

: _ BHear Ne! Gear Del
e et 3 Our small office on the outskirts of thrice-cursed
' Mordheim where this splendiforous tome is made has
recently been bombarded with correspondence. This loyal
response o his excellency —= Ye Grand Duke of
Ostermark’s “Call to Arms’ has been most overwhelming
and we have received over sixty submissions. Fear ye not
faithful servants for if ye failed 1o win the grand prize of
our most generous lord, your hard work will not go
unnoticed, for the best of your submissions will no doubi
make the pages of a future issue and other treasures are
sure o be yours.

Our Kislev friends have even downloaded their winning
scenario on, that accursed magical device 1o the interner.
See it and much more here:

http://www.espace.cz/ People/Honza/Gaming Mordh
eim/Caravan.zip.

Seenario: T e Carapan

Mordheim is a dark and cruel place, where only the
strongest survive, Most of the surviving inhabitants have
already left the cursed city, although some of them who
are o0 weak, mutated or stupid still remain amongst the
ruins. This scenario represents the amempt of one such
family to leave the city or an attempt by greedy merchant
to escape from the city with all the goods he can carry.

The small caravan consists of three wagons and is escorted
by the defender’s warband. Defenders may only be
Human Mercenaries, Witch Hunters, Sisters of Sigmar or
Bretonnians. Attackers may belong 1o any warband.
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‘C errain _

Each player takes it in turn to place a piece of |, i

terrain, either a ruined building, tower or other

similar item. Note that playvers must place the | ‘%?

terniin pieces in a manner to create at least three

" wide streets leading from one table edge to an other,

crossing each other at will. Do not clutter the able with

00 many ruins as there needs o be enough room for the
g wagons o move. We suggest that the terrain is set up
within an area at least 4' x 4",




A fype report on an ambush of heavily layden wagons by bandit chiel Honza Skypala

Setup

Place three wagons in a column roughly to the
middle of the table edge. The Defender sets up
first, within 8" of the caravan, The Attacker sets
up second within 207 of the opposite table
edge. All the Attacker's models start the game
Hidden.

Special Rules

Wagons: Each wagon is crewed by one man
and is pulled by two horses. The wagon has
the following profile:

Profile M WS BS § T W I A ILd
Wagon - . - « & 3

Horse H . . 3 3 1 2 - .
Iriver i 2 2 35 1 2 1 g

Wagons are moved during the Compulsory
Move phase. Each of them must move their full
movement allowance of 8" wowards the
opposite table edge. Note that this does not
mean that the wagons must move in a straight
line, they may try to avoid conflict by choosing
a different street and so on, but they cannot
move towards their own table edge. Their
only aim is to leave the city as fast as
possible via the opposite table edge o

the edge where they started the game.

Wagons cannot charge, climb, hide, run or
flee. In the case thar cither anackers or
defenders block the way of a wagon and it
cinnot move around them then the wagon
will move through the models, even if they
are from the defending warband. All of the
maodels touched by a wagon that is forced
to move through them must roll lower or
equal their Initiative or suffer a 53 hit with
all of the consequences.

If a wagon is charged, then it must stop
until all of the foes are Knocked Down,
Stunned or Taken Owt-of-Action or it is
destroyved. A wagon cannot be Knocked
Down or Stunned although the driver or
the horses may be. If a wagon loses its last
Wound, then it is desroved, looted,
overturned and removed from the table,
followed by the war cries of the attacking
warband.

If the driver fails a Fear west he must do
exactly as is ecxplained in the rules.

apnd F;r:n-_'r In Crnmc -Hll.':f"sli h-f-:r-lll-:'-

However, he does not need o take a Man
Alone and never breaks from the combat or
flees.

Wagons are counted as large targets for the
purpose of shooting

Wagons never suffer from critical hits,

Wagons that move through their opponent’s
table edge are removed and count as escaped.

Rout Tests

The Defender does not need o take Rout
tests, but he can Rowst voluntarily if he wishes
to alter suffering enough casualties. Atver all,
he will receive his payment only after his
escort duty is done,

The Atacker is pumped up with greed and
anger seeing his prey is leaving the ciry, He
must take Rout tests only after sulfering S0%
casualties, If the Anacking warband is routed,
then all of the survived wagons successfully

ealipo
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The Carapan

Papment and Sooting

The Defender receives SD6ge as a starting
payment and 5D6ge for each wagon that
escapes. IF all three wagons escape, the
defender receives an additional bonus of
SD6gc,

The Amacker receives 3D6ge for cach wagon
that he loots, The Defender receives more
money for each wagon because he receives his
payment from the merchant or the family
members after the battle and not all of the
goods can be looted immediately or can be
sold (some of them have personal meaning for
the owner, but nobody else will be willing to
pay a single gold crown for them).

Banditrp

The Defender may treacherously attack the
caravan he was hired o protect. In this case
the wagons stll wry to escape through the
opponent’s table edge but are moved by the
attacker, For each wagon looted, the Defender
receives 3D6ge. If the Defender deliberately
artacks the caravan, then continue to play the
scenario as a Skirmish with normal Rout tests.

In addition, the traitorous Defender can never
escort a caravan again (in this campaign),
nobody will trust them enough to feel in need
of their service, The warband suffers a -1
maodifier when attempting o find rare items
for the next D6 games - nobody likes o wrade
with one who is so untrustworthy.

Starting the Game
The Defender takes the first
urn.

Ending the Game

The bartle continues until all of the wagons
escape, are destroyed or one of the warbands
is routed.

Erperience
+1 Survives. If a Hero or a Henchman group
survives the bartle they gain + 1 Experience.

+1 Per Enemy or Wagon Out of Action. Any
Hero earns + 1 Experience for each enemy he
puts ot of action.

+1 Winning Leader. If at least two wagons
escape, then the Defender wins the game
otherwise the Atacker wins, Note that the
bonus does not depend on routing from the

game.

This scenario requires three wagon models to
represent the caravan itself - so there is

something that can be looted on the table! |
decided o make the caravan look like those
wagon rains from western movies.

The Wagon Chassis

I made the wagon chassis out of balsa wood.
First cut out of balsa a rectangle to make the
bottom of the wagon chassis. 1 made it slightly
narrower than the axle so it would fit in
between. | have found in the past that by
adding the sides and ribs it wouldn't fit in
between the wheels and the wagon chassis has
0 be positioned over the wheels,

Ok, as I said, cut out the bottom of the wagon
chassis. Now yvou have to cut the sides and
glue it to the bottom so it makes a nice bottom
of a box. To make it look bewer, make the front
and back side a trapezium - bottom edge
slightly smaller than the top one.

For gluing | used PVA glue, as it glues balsa
nicely. S0 now we have the botom of the
wagon and we want to make it look cool! If
you wiatch any Western movie, take a good
look at the wagons! Yes, they have nice ribs on
their side to hold up the canvass roof So w
make the ribs 1 have bought thin sprue sticks
(they sell them in hobby shops). 1 bought one
that is 2x2mm thin, Im long. | cut out lengths
that would make good ribs on the sides of the
wagon body and glued it (using PVA glue).

Now we need to put the chassis on the wheels!
Glue the wheels to the axle and the shaft to the
axle. Now glue the front wheels o the chassis
of the wagon. Well, you will realise that it
doesn’t touch as there is space inberween. So
you have to put something there — cut small



rectangles out of balsa and
glue the front wheels to the
bondy:

Now we want to glue the back
wheels to the chassis. We need to

make the part holding the wheels
from balsa - cut out two small
trapeziums and a few rectangles (that you
will put inberween the rapeziums) and glue
it all together. Then glue it to the body and the
wheels to it. Take the saddle from the Black

Coach model and glue it to the front side of *4 [\

wagon so that the coachman has something
Lo Sit on.

Now we want to0 make the upper ribs holding
the canvas roof. We'll make it from wire — cut
picces (measure the chassis o see how long).
hend them and glue them o the wagon. OK,
that’s it, you have a wagon now ready for
painting.

The Horses

[ used standard unbarded GW horses but |
didn't want them to have saddles. So [ took
the needle file and a knife and removed the
saddles from the horses. Then 1 modelled a
simple yoke from Green Stuff and added the

rest of the harness, so the wagon gets more of

a realistic look.

Driver

For the driver | used Mercenaries miniatures
from Mordheim. They are perfect for doing
such a conversion — they are made of several
parts that you can glue together in different
ways and because they are made from plastic
they are easy o cut.

I cut the legs at the knees and bent the plastic
here and there o gert the correct sitting
position. 1 tried 1o choose the hands that
would hold the reins after curnting off the
weapons first. 1 filled the holes with Green
Smuff, glued the model 1o a
base (just for painting),
painted i, cut off the
bases and glued the
maodel to the wagon

The Canvas Roof

For the canvas roof, go to
a shop where they sell
cloth and ask for a linen
that would do the job.
Then measure {(on your
model) how large a piece
you need, add 1.5cm on
both front and end side

) - :
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cut ir. Now comes
the needlewark! On the

front and end side of the
linen picce, stretch thread
through several points.
Glue the canvass o the wires
that form the ribs on the
wagon. Now pull the ends of
the thread so the sail will wrap
around the front and end wire.

Finishing

OK, we're near the end. Make a base, paint the
base, glue the wagon and horses on the base,
optionally add a rein and there you have it
And of course, if vou didn’t work on all three
models at once, now you have to repeat this
for rwo more Wagons.

Sesigner Totes

As dedicated gamers of Necromunda, we loved
the Caravan scenario that is in the
Mecromunda campaign rules. We just missed
something that would represent the caravan
itself. When Mordheim came ourt, we expected

Models used fnr the driver conversion

T e Carasan
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The Carapan

to find a similar scenario but there wasn't one
S50 we had the impulse to creare one.

But. we were still missing something that
would represent the caravan itself In
Mordheim, we immediately thought of wagons
like the ones from Western movies. These
would be excellent for the caravan in our
scenario. But how many wagons? With whar
profiles?

After a few days of brainstorming, Stepan
started 1o plavtest the scenario in our club
{using proxies for the wagons temporarily)
and Honza started 1o plan on how to build the
wagon models. It ok wo weeks 1o make
them, at which point we had the scenario
finely tuncd.

We used the scenario as choose-only option in
our campaign (ie, if the scenario roll ends in 2
or 12 and one of the players is permined o

q |
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The Caravan

choose the scenario, he
can choose the Caravan
scenario in addition o
other scenarios).

From playing the scenario
you'll discover that there
is a slightly higher chance
of the apacker winning,
which is compensated by
the fact that the auwacker
usually has higher losses.
We think that this makes
up for the advantage.

S0 take care and enjoy the

sCenario. ot
- I W

Wagons roll.

—
“ P LONDON t:'

Delusions of grandewnr, Honea?

e

Stepan, a true Kislevite!
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This article was originally published in WI159
as an Advanced Heroquest adventure and was
written by Carl Sargent. It has been modified
for WHQ by Paul Smith. 1 have converted it
and changed some parts o use in my
‘MordheimQuest” (bad name I know) type
scenario. | hope you enjoy it

HntreDuction
Following the death of his estranged uncle,
Count Rutger, Johannes Von Bleistift has
inherited his uncle's title and the family sear,
Bluttraum Manor, an ancient, rambling
building on the edge of the former Merchant
district in Mordheim. Since the old couni's
burial in the vaults deep beneath the manor,
his nephew has been having troubled
nightmares. In the early hours of the
morning horrid sounds and
noises echo through the rooms
of the house...

AT 0 LR vl
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Desperate 1o put an end to his nightmare,
Johannes has employed a warband of
adventurers to investigate the cellars beneath
the house. Unknown to him there is another
warband searching the manor for Uncle
Rurger’'s legendary treasure.

Unbeknown to either of the warbands the old
Count is not infact dead but an evil Vampire
and the ramshackle manor is his lair,

[READ TO COUNT'S WARBAND
PLAYER]

Your warband reaches the Manor at dusk, it is
a long, low building made out of local stone,
its walls are covered in moss and ivy. The
dark windows reflect the full moon just before
the clouds in the sky cover itl. The bouse looks
deserted and the front door stands slightly
apen. Inside the Manor, the atmospbere is
dark and oppressive. Slowly, you make your
way to a beavy, iron bound trapdoor down to
the cellars.

[READ TO OPPOSING PLAYER]

Your warband reaches the Manor at dusk, it is
a long, low building made out of local stone,
its walls are covered in moss and vy, The
dark windows reflect the full moon just before
the clouds in the sky cover it. The bouse looks
deserted and you can bear strange noises
near the front door. Quickly, you make your
way to the back of the building where you can
see a beavy, ironbound trapdoor down to the
cellars. The idea of the legendary treasure
and Wyrdstone drives you onwards into the
dark bouse

What is * AorPfeimBuest’

Because this battle takes place exclusively
inside one large building there is no ‘normal’
battlefield as described in the rulebook.
Players move through the ruined manor with

| the use of tiles or floorplans — the floorplans

from Warhammer Quest are spot on for this.
If you have a Gamesmaster, he can create
his own map of the manor and should
place each new tle
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y trom an Advanced 1leroguest a

vack in WIX 139 which was writicn by Ca

as it is discovered by members of each
warband. If you don’t have a Gamesmaster,
then use the Random Dungeontile generator
from Warhammer Quest or the rules below It
is also possible o include my Catacombs
Below rules for some eeric random
occurrences and objective rooms.

Tile Generator by Steve (Grafix)

These rules can be used in any
MordheimQuest scenarins. Each player starts
with 2 small room al one corner of the table.
From here they will build the dungeon/manor
as they go, unless a scenario states otherwise.

A large room is placed in the cenire as the
objective, unless stated otherwise in the
scenario. Each player (this is great for
multiplayer games) starts each turn by rolling
to see which vpe of tile is placed on the board
and then rolls a 196 o find out where to place
it. When adding a tile it must:

1. Be placed next 1o a tile edge that is not
conmected to any other tile,

2. Connect to the tile the player most recently
placed.

3. Not go off the wable.

#
Roll 2 D6 to determine onto which edge of the | ) &

last tile the new tile is placed (ie: the last tile
you placed was a hall. Select each side to be a
different value: 1-2 left side, 3-4 right side,
5-6 immediately ahead. After you roll for the
edge place the tile connecting 1o thar edge)

You may interconnect o other previously
placed halls, rooms, cte. should the path of
tiles take you into contact with them.

Roll 2D6 to find ont what type of tile vou
may place on the board.

2-6 large Room (Objective Room)
T=8 Tunction

9-11 Small room

12 Your choice

Starting the Game

Both players roll one dice, the highest scoring
plaver deploys his warband first on his starting
tile (A) and has the first turn. The other plaver
then deploys his warband on his starting tile
(K).

Special Rules

In this scenario, hoth warbands must attempt
to find the Vampire, Count Butgar, and slay
him, then afterwards get away with the
treasure. Therefore, neither warband will rout
during the batile, no matter how many
warriors they lose. If and when the warbands
meet and fight with each other (of coursc they
can choonse to work together provided they do
not hate each other), they may wse the
Voluntarily Rout rules. Only, instead of
automatically losing the game, the routing
warband will reform in a previously visited
room {chosen by that player and it must be on
the same level).

1241
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Omnce both
witrbands have
cnrered the

dark brooding
ITEATLOT

catacombs, they
are trapped as

the Count close
the cnirance
bhehind  hem,
Oh, and
because they are
locked in, there
is NO fleeing
nor routing, so
no wirband can
Rout voluniarily
nor  do  they
have tw make a
FOUL Test ar 25%
(A T|||.-_'3.'
gither kill the
Count, or die
trying. Cruel |
know, but it forces them to find his hidden lair
and il raises the wension! Needless o say, this
scenario is suggested for fairly experienced
warhands,

All of the monsters/cncounters use their
normal characteristics from the Mordheim
rulchook, unless otherwise noted,

Catacombs - Ypper Sevel

Location A: The Young Count's entrance,
When the last warband advances beyond the
first two squares of the passage, the trapdoor
slams shut., There is nothing that anyone can
do 1o open it from here as it has been hblocked,
A disembodicd, evil laugh can be heard
Hoating down the corridor,

Lacation B: The coal bole

This room was once used for storing coal and
timber. Because of the dust from the coal, all
missile attacks are ai -2 (o hit ‘causc you cant
see very much. There are four Zombies in this
toom and they have no treasure [or the
warband to find. As the warband exits this
room, they will be charged by a group of four
(zhouls and these o have no treasure.

Location C: Trapped dead end.

Il anyone steps into the two end squares they
will be hit once with Strength 4 damage by a
firchall.

Location I); Storage chamber

This room has a trap door which is also
locked. A hero may ory to pick it, or bash it in.

the minions of

If a Hero atiacks it, it has a Toughness of 5 and
6 wounds, Il the door is opened without it
being destroyed it will swing back in the Ece
of whoever goes through it first, causing a
Strength 3 hil.

There are live Zombics in here, When the
monsters are all dead, the players may search
through all the junk, One random Hero will be
atiacked by a Giant Bar. Once the rat is dead
the players will find a Rope and Hook and two
Wooden Stakes (double Surength against
Yampires).

Location H: Swivelling passage

As soom as Lhis passage has two models
standing on it, it will drop them into location
F and then scal itself back up. It will not do it
a second tme. I ihe wurband is split up by this
trap they will have to find ecach other again,
Luckily, there are fire brands along this scetion
of wall for the remaining members of the party
o take.
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Location F> My s tomb
The models that have fallen through the trap
will take 23 53 hits from the impact with the
floor. This room houses one Mummy and
three Ghouls. There is a passageway that will
lead the players back up to Location L in the
corner. There is treasure in the rtomb,
unfortunately the player that opens the tomb
releases some spores and is at -1 T for the rest
of the battde.

MWsH5BS 5§ T W I ALD

3 22 210

Mummy 3 3 1 4

Location G: Tombs of the servants.

This room contains 4 Dregs with clubs. Once
they are destroyed you will find a Lucky Charm
anud a silver skeleton key.

Location H: The death crypt

The door to this room is locked and may only
be opencd with the skeleton key Inside the
tomb are two heavy, black coffins covered in
glowing runes. They are obviously magical.
When one coffin is opened, the other opens
automatically and two Vampire Thralls charge
the warband. As long as the Vampires remain
within one square of the coffin they are treared
as having the Regeneration skill (see the Troll
description in the Ore & Goblin warband list).
There is aa Map of Mordheim and a Lantern in
the coffins.

MWSBS S T WI1I Ald

3 33 &£ 25 27

Vampire Thrall 5

Location I: Sven Wilderich

The door to this room is hidden from corridor
A. Within the room vou see a Necromancer
standing inside a magic circle holding a rather
menacing looking sword., The circle protects
Sven (the Necromancer) from magical and
missile attacks. Once Sven is killed, the
warband will find a Holy Tome and Garlic.
These are assumed to have been carried by
Sven, but as he was an evil Necromancer he
was unable to utilise them.

FLocation J- Shrine of Morr

This room has a feeling of security about it
Something tells you thar you can safely rest
here to heal without being disturbed by
anything. If the room is searched, the warband
will find rwo vials of Blessed Water and a two
batches of Healing Herbs. A note is also found
with the vials.

“To whom may come dfter,

The fiend is close by now and I bave little time
left. If I bad been able to banish bim to bis
great silvered coffin, Iwonld be able to drive

a stake through bis dark beart and destroy
bim forever. Bur be is loo sirong, and now |
must meet my fate. May Morr protect you!”

Location K: The opposing warband's
enfrance. When all the warband are beyond
the first two squares of the passage the
trapdoor slams shut. There is nothing thar
anyone can do o open it from here as it has
been blocked. A disembodied, evil laugh can
be heard floating down the corridor.

Location [: Tunnel
This leads o location F

Location M: Count Rurgar's study

In this room, the warbands discover the count
(use standard Vampire), two Dregs with clubs
and four Ghouls. The Count may not be killed
in this room, if he suffers any wounds or
would otherwise die, he rns into a bat and
flies off into a pit located in the comer of the
OO,

The room may be searched afterwards but all
the players will find is a note from the old
Count.

“My dear fools,

There is no treasure bere, only your death.
You bave walked to your doom, lured by your
greed for gold. I look forward to sampling
your warm, spicy blood! By the way, if you
believe all those iales about garlic, boly water
and mirrors being the bane of my kind then
think dagain. I for one, quite like garlic. it
must be my Bretonnian upbringing. One of
my power bas no such weaknesses!”

Down the pit. The plavers must somechow get
down a 20 pit to the next level. Jumping will
cause 203 Strength 3 hits whereas a rope
would be handier.
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Location N: Guard daogs

This room is where you appear after climbing
down the pit from the study and is guarded by
o Direwolves

Location 0: Fake tomb

This room contains four Ghouls. In the corner
is what looks like a silver coffin, in reality it is
made of iron and has a very thin silver coating
on it. When it is opened there is a faint laugh
s A gas rrap is sprung. Everyone in the room
must make a test against their Toughness. If
they fail, they are gassed and are at -1 T for the
rest of the battle. Inside the tomb is a bag of
what looks like 100 gold coins. Whoever tries
ta buy anything with Coins  S00n
discovers that they are fake coins. Whoever
was receiving the coins is so offended that
they raise their price by 30%.

these

Location P: Corridor of Pits
Whenever anyone tries to cross one of these
pits they are hit by a Strength 4 fireball.

Rivers of Blood

Locatfon O The Old Armoury

The old armoury is guarded six Aombies.
When searched, the room contains a set of
Heavy Armour.

Location R: Second false tomb

This room is guarded by three Mummies
These Mummies are immune o magic, If a
Wizard casts a spell against them, roll for
damage as normal but instead add this onto
the Mummy's wounds, even if it takes them
above the starting total. Do not el the |1|iljl.'i'r-
what the Mummy’'s special defence is! The
silver tomb here akes two Heroes two murns
to lift the top off. Once it is opened, it will
reveal a seething mass of tentacles. These
tentacles expand and fill the room stopping all
movement and attack the warband. It is: WS 2
% 3 T 2 with 3 wounds. There is one vial of
Blessed Water in the room.

MWSBS 5 T W 1 Ald
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Rivers of Blood

find 6D10 Gold Crowns
and D6 Wyrdstone shards. A
hidden stairway will be found in the
corner that will lead up to safety.

En%ing tfe Game

As soon as the Count is killed, all of his
remaining minions will either be destroyed or
flee o dark places. If one of the warbands has
still not managed w discover the Count's
tomb, it is assumed that they will do eventually
and make their way back home although
without the Count’s treasure,

Location S: Statue guardian.

The only way into this room is
via a secret door opposite the
exit from M. In the room is the
completely regenerated Count
{who will flee again if he akes any
damage and cannot be killed here),
and a magical animated statue

MWSBS 5§ T W I Ald

Stone Golem 2 4 1 4 4 31 210

The warband can find two Wooden Stakes in
this room

Location T: The trwe tomb
This is the true womb of the Count. Here the
wiarband must fght the {(again) fully healed
Count, one Yampire Thrall and two Ghouls.
When the Count reaches 0 wounds, he will
urn o mist and start o re-form within
his coffin. The lid takes one turn to
remove, A stake must be driven :
thmugh the count's heart, EFF"‘IH“E
it is the ONLY way w
stop him. The
warband
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+1 Survives. II a Hero or a Henchman group
survives the battle they gain + 1 experience,

+1 Winning Leader. The leader of the
winning warband gains + 1 experience

+ 1 Per enemy out of action. Any Hero earns
+1 expericnce for each enemy (warband or
the Count’s minions) he puts out of action,

+3 Killing the Count. If a Hero kills the
Count they gain + 1 experience.

100



Rivers of BVfood suitabfe Ainiatures

The Trolls bave picked out some suitable Undead miniatures to use when playing this scenario.
Unfortunately, the Warbammer Quest floorplans used in this scenario are no longer available
Sfrom Mail Order but it is easy enough to make your own out of card if you do not bave any.

Remember that there are
loads of other Undead
models available from
Mail Order and that this
is fust a small selection
of them — why not call
the Trolls and ask!

Vampire with cloak Mummy 1 Mummy 5
e ) Q20T

BAT 1 BAT 2 BAT 3 BAT 4
020703101 20r0a02 OOTHIN03 OE0TOG 104
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Questions & Answers

Here are some of the most common
quiestions that have been rased about
the cursed City of Mordheim. We have
unm]:u]:d these (2 & A from 2 number
ol different sources including the
internct. The answers prim:d here may
be considered official rules apd
interpretations and il you don't like
them - cast voursell into the ]'ILT'.'

Errata

Mordheim Rulebook (English, 1st Printing)

p-42 “Sirike First” rule. Add: “If the model is
armed with a spear and another weapon,
resolve any strikes with the other weapon
according to when it would normally strike.”

p.46 under Crosshow Pistol “Shoot in hand-to-
hand combat” rule. Add, “This bonus attack is
in addition to any close combat weapon
artacks.”

pp-47 & 48 “Hand-to-Hand” rule. Add: “These
dtlatkh are resolved with a model’'s Weapon
Skill like any normal close combat attack and
likewise may be parried.”

p.48 “Accuracy” rule. Change the last sentence
to read: "All shots and close combat aracks
from a duelling pistol have a +1 bonus o hit.”

p.52 “Bugman’s Ale”. Add: “There is only

enough ale to supply the warband for one
battle.”

p.53 “Tome of Magic™. Add: “The benefits from
vach tome of Magic apply o only one model ™

P-53 "Animals”. Change: “Only Humans can
buy horses and warhorses.” to: “Only Humans
can buy or us¢ horses and warhorses.”

p.57 “Hearts of Steel”. Add: “The effects of this
spell last until the caster is knocked down,
stunned or put out of action. If cast again the
effects are not cumulative, ie, the maximum
bonus to Rout Tests remains +1.7

p.58 “Spell of Awakening”. Add: “The new
Zombie follows all the normal Zombie rules
{(iImmune to POISON, CAUSEs ﬁ,*.:.rr] except for
retaining his profile, weapons and armour.”

p.65 “Calculate the Warband Rating”. Delete
the reference o “Ogres” since they are Hired
Swords and add o the warband rating based
on their description, not this general rule,

p.69 The entry for marksmen should read:
“Your warband may include no more than
seven Marksmen.” in line with p.71.

p-921 The cost for a Blowpipe should be 25gc,
in line with p.92.

p-93 The entry on the skill chart Ii;;r
“Warlock Engineer” should
read “Eshin Sorcerer”. 1(“' b

=
p.lﬁl._ “The lad’s gor ‘@g«ﬁg—

talent entry in  the

Henchmen advance rtable.

Replace the last sentence with: “The
remaining members of the henchmen group, if
any, roll again for the advance that they have
carncd, re-rolling any resulits of 10-12."

p-121 Add the following missing maximum
characteristic profiles:

M WSBS S T W I A Id
Ogre 5 6 55 5 5 6 5 9
M WSBS S T w 1 A ILd
Halfing 4 5 7 3 3 3 8 4 10

p.134 2nd paragraph. Replace the sentence: “If
vou won your last game. vou may re-roll any
one dice but you must accept the second
resule.” with: “If yvou won your last game, you
may roll one extra dice.”
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Mew official rules clariflications collated by our revered panel of scers

Space McQuirk, Donato Ranzato, Steph

p.155 “Hire Fee”. Add: A request for Bertha wo
aid the warband must be made for each barttle
you wish her to help the warband.”

p.-163 Add: “Armour may be purchased for a
warhorse, called barding (refer to the Trading
chart). It adds a further +1 bonus w the
model’s armour save, but subtracts one from
his movement. A normal horse may not wear
barding. A barded warhorse is only killed on a
serious injury roll of “17 if the model goes owd
af action.”

Town Crper 7

Beastmen Raiders — Beastman warband,
Change the price of swords and spears in the
equipment lists to 10ge each.

Racial maximum profile for Ungors.
M WSBS S T W 1 A Ld
6 54 5 3 6 4 8

Ungor 4

Add “Immune to All Alone tests” under the
Fearless skill.

Town Crper 8

Bretonnian warbard

The cost and rarity of
Bretonnian barding differs
radically from that listed

on the trading chart. This is
special Bretonnian blessed
horse armour not normally
available except to Bretonnian
knights. 50 change the cost of Bretonnian
swords from Sgec o 10ge. Add to the Knight's
Equipment list: “Axe...5gc”.

The Bretonnian Special Skills list has the
further line “Bretonnian Questing Knights may
use the following skills..” Since all of the skills
are Knight's Virtues, references to any Hero
being able to take them should be deleted and
the list redefined as “Knight ViFmues™,

At the Mouth of Madness — Rules for Insanity
Under “Going Insane” replace the sentence:
“For each Hero the normal experience track is
used” with: “For each Hero the normal
experience track is used, but marked off from
the opposite end.”

In the Insanity table:

; Harburgh and his dark majesty Tuomas Pirinen

“Criminal Psychosis™: Replace the reference to
Animosity with Hatred.

“Fear of Heights™: The warrior must make an
All Alone test not a Fear test.,

“Panzaism/Quixotism”: Delete the reference o
failing a Leadership test for Frenzy.

“1 hate you all!": Replace: “...and Animosity to
friendly warriors™ with: “._.and must roll for
Animosity just like an Orc henchman at the
start of each urn”

Town Cryer 9

Shiver me Timbers! — Pirare Warband
“Kidnapped!™: Delete the reference to being
captured on a Serious Injury roll of 62, that is
a result of ‘Hardened'.

The Pirate Captain should have an Initiative of
4 and not 3

Change the cost of Cat O Nine Tails on the
price chart to 8ge, the same as on p.30.

Toughened Leathers should cost Pirates Sge
and not Tgc.

The cost for a Spy Glass should be 20gc and
not 206gc! It's obviously a typo.

€ Baracteristics

How do multiple Wounds work? When a
guy has a Wounds attribute of 2 or more how
does it work? | understand that he can't get
Knocked Down/Stunned/Out of Action until
his wounds are reduced to zero. But when (if
ever) does he regain both Wounds?

A model will regain all wounds
automatically after the battle, be starts bis
new battle with bis full wounds. During a
battle if be bas bealing berbs, be may use
them to regain
wounds.
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@h(:an a model run past an enemy model
without engaging in HTH? (presuming of
course that the enemy model was more than 8
away at the start of the wrn). I would presume
not for the same reasons as the intercept rule
but unless I am blind the rule book does not
specify and 1 was wondering how you played
i

No, it's guite legal 1o do so. But since the
moving model bas to start more than 8" away
Srom all enemy models (even ones be can't
see) chances are be will be setting bimself up
to be charged by the enemy. He can't run so
close to the enemy that be would be in base-
to-base, though, as that would be a charge.

If you can see an enemy through the
windows of a house, can you then charge him
by: a) going through the windows? b) going
around the house?

a) Yes, i window is big enough. (things

* Rat Ogres won't fit through maost!); b) If
the window is too small, yes. Remember you
charge via the MOST DIRECT ROUTE.

If a warrior declares a charge and an
opposing model can intercept him, does the
model that can intercept actually move or does
the fact that my charge could be intercepted
simply prevent me from charging?

In bare essence it means that you cannot
charge THAT model rie, check before moving
the charger whether be can charge or not).
However, many players move the intercepting
model and let the charge be targeted against
that moddel

Can you really climb up a wall and then
charge someone? We made a house rule that
said you can't, but is there something official?

Youe can, as otberivise buildings wounld be
toa good positions,

Can a model climb up a wall and slip into
a window or hole in the wall rather than
continue onto the next
floor/roof?

2‘ Yes.

Biving
If an enemy model moves so that he can

see a hidden warrior, the model is no longer
hidden and the counter is removed. How
much must he see 1w end the other model
hiding? In Necromunda he had o see the
whole model. In Mordheim it is not specified.
Does he need o see all the model, or is any
part of the model (even a finger) enough?

If the players don't agree on a reasonable
result, be must see the whole model,

Q-Iﬁh(mid hidden models and models our of
sight of the firer be able o be hit by a
blunderbuss?

a N,

T errain

ﬁ Given the dramatic, yet unfortunately
static, poses of the models, what is the rule
regarding moving  through doors  and
windows? Can it be assumed:

a) Any model may pass through any portal

{door, window, hole, crc)?
b) The model must be able to reasonably fit
through the portal?

¢} It's really up to those playing to agree on
how that is 1o be handled,

C is the only sensible answer, it's not
frossible to foresve every single conversion
done by players. B is also a good guideline.

In regards to ladders (and other small
terrain, actually), is it within reason o assume
that they can be knocked down or pulled up or
even carried around by models?

Strictly speaking by rules no, but what a
great article that wouwld make! 1 bave to
scribble something down...

SBooting

Dwuring the Shooting phase you have
several models armed with missile weapons
and all targering the same enemy model. The
first shot knocks the enemy model out of line
of sight 1o your other missile weapon-armed
troops. Can you still fire on them with other
moelels?

%I Yes, bust you don't bave io.



It doesn’t state whether a Troll (Ork
warband, Town Cryer 6) or Minotaur
{Beastmen warband) are large targets. Are
they? Also, is a rider on horse large targer?

The rules say: Any model bigher than 2"
or longer than 2° is large target, so yes, all of
them, Troll, Minotaur and rider mounted on
barse are large targels.

Does the Eagle Eye skill increase the
range of a blunderbuss? This seems silly, since
the weapon is not affected by Ballistic Skill.

g:( No.

On the other hand, does the Dwarf
Engineer increase the range of any
blunderbusses in his warband? This makes
more sense, since it is the weapon being
improved.

ﬂ{ Yes.

Peapons & Armour

Can captured race specific weapons be
used by models not of that race? If so, do they
gain any of the special rules of said weapons?

Yes, but obviously you need a suitable
skilf to use the weapon.

Does the ‘free dagger” count as a close
combat weapon against the ‘No more than two
Close Combat Weapons” limit?

We play that it doesn’t. Models are
supposed to bave the dagger no matter what.

If a warrior armed with a spear and a
sword (or any other one-handed weapon) gets
charged by an enemy model, does the spear-
wielder get both of his attacks to strike first or
does he get an anack with the spear, the
enemy strikes and then an artack with his
sword?

%{ Refer to page 35 of the rulebook.

Can a model armed with two spears
‘sirike  first’ twice (ger 2 attacks) against a
charging enemy?

gj Technically yes. I'd punch anyone who
tried to pull that one, though - Tuomas.

Is it legal 1o arm warriors with a longhow
and a crossbow, so they can fire the heavy
crosshbow when they didn’t move and fire the
longbow whenever they did move... is that

legal?

Yes, it is legal, but it is expensive. If you
ose a Marksman and be leaves the warband
dfter the battle, it will cost you the cost of the
Marksman (25gc) plus the cost of the
Longhow and the Crossbow (15gc + 25 go).
This is 65 gec plus twice the Henchmen group's
experience to replace that Marksman. You'd
be better off just buying extra Marksman,
equipping all of them with crossbows, moving
them into position and pounding your enemy.

How do you define a brace of pistols?
Must | purchase a brace or can | buy one pistol
and later buy a second one and use them as
brace?

You can buy one now and the second one
ater and use them as brace.

Does the crossbow pistol count as a pistol
in the case of the Pistolier skill?

% Yes. All weapons with name pistol
arplock, duelling, Crossbow) are pistols.

The rulebook states that vou can arm a
warrior ‘with up w wo close combat
weapons, up to two different missile weapons
and any armour chosen from the appropriare
list.” How do pistols coant?

Pistols are listed under blackpowder
weapons (which is a special kind of shooting
weapon), in the price list they are listed under
miissile weapons. According to rules, pistol is
a missile weapon, brace of pistols counis as
two missile weapons (although some clubs
play it that a brace counts as one missile
weapon only). It doesn't take 'slots’ for your
band-to-hand weapons,

Can a pistol be parried in hand-to-hand
combat?

Yes. Do not imagine it as stopping the
ullet, but as pushing the pistol out of
direction at the lasi moment.

Can 1 reload a pistol {or handgun or
whatever else) while running? Is it possible 1o
fire from it one turn, next to run, and the third
turn o fire it again?

(>
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Yes, this is permitted. Yon reload it no
matter what else you do that second turn.

Does a helmet count as armour for
preventing spell casting? Shields and bucklers
are listed separately as doing so, but not
helmers.

a‘ Yes, they are armour

Aisceflaneous Lquipment

With regards 1o blessed weapons which
wound Undead and Possessed on a 2+. Do the
list members here think that this would refer
o all members of an Undead or Possessed
warhand (excluding Hired Swords) or just
Undead like Vampires, Zombies, Dire Wolves,
and maybe Ghouls but not Necromancers and
Dregs? And with Possessed, just Possessed
models, not Beastmen, Mutants, or Magisters
ete, (which would seem odd)?

a Blessed water and weapons only affect
‘ndead that are dead! Since Dregs and
Necromancers are buman, they are not
affected. The manual actually states that
Zombies and Dire Wolves are undead, and
therefore can be wounded, However it doesn't
say in the book that Vampires are Undead but
naturally they are. As for Possessed - Magister,
The Possessed, Dark Souls and Mutants are all
dffected

When you buy Hunting Arrows, are they
or one battle, for a campaign or are there a
number of arrows (like say 20,

ﬁ They last for the whole campaign.

If I buy a Tome of Magic and my Wizard
learns a spell from it, can 1 give it then o
another model so he can learn magic later
using the Arcane Lore skill? 1| mean will my
wizard forget the spell he learned from Tome
of Magic or not?

The Tome of Magic gives a one-off effect
when it is found - you may transfer it to
anather character but it will bave no addecd
effect.

Who can wear the Toughened Leathers
rom the Opulent Goods chart in White Dwarf
#2397

%! Since they are purchased as equipment,
ail Heroes can wear them, Henchmen cannot
weer Toughened Leathers,

% Can each Hero have a Halfling Cookbook
and thus have six more Henchman?

No, you can only get a single extra
member,  multiple  cookbooks are not
cumulative. However, it does prevent you
from losing that extra member when the Hero
carrying a cookbook dies,

Magic

Regarding spells which have a range, is
the ‘area of affect’ a plane or a sphere? (eg,
does Soulfire affect enemy models above the
caster (or below) if they fall within the spell's
radius).

%}‘ affects models above and below
wording is WITHIN the range).

Can spells be cast on a model out of line
ol sight w the caster or which are hidden?
What about spells which simply affect all
models within a certain radius of the caster?

Spells cannot be targeted ar models which
are oul of sight. However, models which are
out of sight may still be affected by spells with
an area effect provided anothber model is
targeted and they fall within the spell’s
ratedins.

If in the spell description there is written
nothing about how long the spell lasts, well,
how long does it last? To the end of game?

The spell lasts until the model that cast
it is taken out of action. Taking bim out of
action removes all effects of all spells be cast
in the game.

Is it possible to cast Hearts of Steel
several times to add several + 15 o a Rout test?
If yes, what's the maximum for Rout test.

No, even when cast several times, the
bonus for Rout test is only +1. Rulebook
erraia: Hearts of Steel, remaove reference to
Terror tesis.

ﬁﬁpﬂlf- do not cause critical hits, bur what
ut spells that simply boost the target such
as ‘Hammer of Sigmar’, ‘Black Fury’, ‘Eye of
Goxd' and ‘Sword of Rezhebel'?

%{ Nao, they do not.

Do spells (and prayers) that create a
magical weapon allow the use of an additional



hand weapon, buckler or shicld in the other
hand? Is it possible o cast such a spell twice to
get an additional magical weapon?

Yes an additional weapon

may be used. No the spell may
naot be cast maintained twice.

Warbands

The Wolf Priest for

iddenheimers from Town Cryer #8 = is he an

additional Hero to your warband, is he Hired
Sword or what?

On page 10 of TC 8 it states that the Wolf
est replaces one of the Champions.

Can you take a multiple of the same
mutation so that each one gives you a benelit?
For example: Tentacle twice for -1 Attack per
tentacle.

‘.’E_ Yes.

Can the Steel Whip be used o atack an
enemy model in close combat from a distance?

g Yes. Also, there is no need to randomise the
bit, only the enemy model is attacked.

If a model has Righteous Fury, does he
have a batred of Orcs? The skill was made
before Ores were added = 1 just figured U'd run
it by you guys.

The fluff says that the fury is toweard
‘evil that pollutes the soil of the boly Emjrire’,
so I agree yes as well. You can adled Beastmen,
Dark Elves and any other ‘evil’ race as well.
Non-Chaos bumans who fust like to kill, loot,
ete, should not be included.

@ If a model has steel whips and is Frenzied
Des she have to charge into base-to-base
contact, or can she stop within 4" and whip o
her crazy heart's content?

Yes, she bas to charge, as
per the Frenzy rules (Give the crazy bitch
somne banmers).

Under the Henchmen
listing for Ghouls, it says that
they can never  carry
equipment. However, if your
Ghoul gets the “That Lad’s
Got Talent' advancement and
you make him a Ghoul Hero, he

can get Combai Skills for one of his choices. If
he gets the chance to learn a new skill, can you
give him Weapons Training to allow him to use
weapons or is the listing about Ghoul
Henchmen never using weapons final?

The letter of the rule is that Gbouls can
ve NO equipment. However, so many
people enjoy equipping their Ghouls that |
(Tuamas) rarely point this out. I bate seeing
all of those Ghoul conversions going to waste!

1@ The Blowpipe is 30 ge in the Skaven
Zquipment list and 25gc in its description on
the next page. Which one is it?

a( 25gc.

Under Giant Rats (p.95) "Pack Size; You
can recruit as many Giant Rats as you wish.’
What does this mean? Can 1 have more than
207 No other answer secems 1o make sense.
Since rats cannot get experience, there is no
special benefit to having large groups of them.
If it really just means that the Henchmen
group does not have to be 1-5 models, then
why make this a special rule at all? Is there a
benefit, beyond experience, to having large
Henchmen groups?

It takes up less room on the warband
roster sheet, Pragmatic and simple!

The Master Map result of the Mordheim
ap item gives a permanent re-roll in
exploration, but unlike the other results does
not say, “the re-roll may not be re-rolled”. Is
this a deliberate exception to the normal
convention that a re-roll may not be re-rolled,
or an omission?

You may never re-roll a re-roll under any
circumstances.

Should Possessed warriors count as large
creatures for the purpose of warband rating?
We have noticed that Possessed warbands can
end up with quite low warband ratings for
their power level.

3{ No,

@ I have noticed in the Town Cryers that you
haven't printed any maximum racial
characteristics for Shadow Elves or Lizardmen,
what should we use?

o
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Shadow Elves is simple -

Just use the Elven racial g

characteristic from page 121 of the
rule book. Lizardmen, now that was an

oversight so bere you go:
M WSBS S T W I A LD
Skinks 6 5 6 4 3 3 7 4 8
M WS5BS 58 T W I A LD
Saurus 4 6 0 5 5 3 4 4+110

Which equipment lists do Skaven

ightrunners use? Heroes or Henchmen? The
problem is that the White Dwarf battle report
clearly has both Night Runners armed with
throwing stars — weapons only available on the
Heroes list, Also the article by Gareth
Hamilton also has a Night Runner armed with
fighting claws = also only available on the
Heroes list. So is it a misprint or is the
Henchmen list wrong?

Misprint. Gareth was using playtest rufes,
and Mark Bedford only plays ocassionally
and sometimes makes litile mistakes - don't
be too bard on them! Therefore Nightrunners
showld vuse the Henclhen list,

ﬁ Do the Hand-to-Hand rules for Black
wder pistols apply to Warplock pistols?

a’[ Yes. A pistol is a pistol,

Can Skaven use equipment
normally forbidden to them if
they find it through Exploration?

ﬂl‘ Yes, they can

My friend and I had a discussion about the
skill ‘Art of silent death’. It concerned the
ability to make a critical on 5+ instead of a 6.
On high T creatures he meant that it should be
raised to a 6, as you cannot make a critical hit
on a creature that you need a 6 o wound in
normal cases. Hence you shouldn’t be able 1o
make a critical hit on a 5 if you needed a 5 o
wound it. I meant the rule was quite clear and
it only matered vs. high T creatures, which
probably would be a pain in the ass anyway.
And this one skill might actually prove much
more dangerous to this particularly type of
creatures. What do vou think?

As you can’t make a critical bit on a 6 if
you require a 6 to wound, play it the way that
if a model with Art of Silent Death skill
requires 5+ to wound, then the critical bit
can be scored only when dice rolls 6. If you
required 6+ to bit and score 5 you cause
neither bit nor critical bit.

Does a Tilean Marksman gain the benefit
of the extra 6" range in a Dwarf Warband if the
warband has an Engineer?

No, only Drwarfs in the warband will
benefit and not Hired Swords or Dramatis
Personncte.

As Squigs do not have o declare charge
(they move 214" each wrn and if they come
into base-to-base contact they automartically
charge) do they have 1o roll for the fear wst
when charging a fear-causing enemy?

A Squedg’s movement is not voluntary. A
Sguig who ends up in base to base with a
Sfearsome opponent must make a test and bits
on Gs if it fails as all charging rules apply.

@ Can an Ore warband purchase another
Big "Un if his first Big 'Un became the leader
and he has one other Big 'Un?

%‘m The new Leader is still a Big ‘Un,
albeit with the Leader ability. You can fill the
empty Hero spot with promoted Ores, but you
maty never bave more than 2 Big 'Uns.

Skill Massive Strength. A Beastman Hero
is titanic in size and may use a double-handed
weapon in one hand, Now, read literally, the
means ONLY double-handed weapons (+2 Str,
Strike Last) can be used one-handed. But, is it
intended that other two-handed weapons
{Halberd, Flail, ew) can be used one-handed
with this skill?

No, thuse weapons rely more on skill,
is skill simply represents the brutish
strength of the aforesaid Beastman.

I have a henchman group with 3
members. One dies after the battle. Does the
rest of the group gain +1 experience for
surviving (ic, does the whole group have w
survive to gain + 1 Experience point for
surviving the bartle)?



Yies, if et least one member from
enchman group survived, the group gets +1
experience for surviving.

Can a Sister of Sigmar use a sling in the
shooting phase and then attack with a Steel
Whip in the Close Combar phase?

No! Just because you can attack from a
range of 4" with a Steel Whip you must still
declare a charge in order to attack with it
during the Close Combat pbase. Therefore all
charging rules apply and you may not attack
in the Shooting phase as well as fight in close
combal,

When the Undead gain an enemy Hero as
a Zombie (1 can't recall the spell name) it says
they get no other skills or equipment. Do they
get to keep the skills they already have?

%{ N, Zombies bave no skills.

When choosing the Third Arm mutation
on my mutant it says that, using this arm | can
choose any one-arm weapon... does that
include the Sisters of Sigmar Steel Whip? |
know it is only available to the Sisters of
Sigmar but does the mutation void
this rule?

As long as ibe Muiant
in question bas Weapons
Training, be can use a Steel
Whip, Dwarf Axe, or other
one banded close combat
weapon in  the arm. Of
course, the only possibility to
get this weapon is if an enemy
Hero is captured by you at the end of a battle
and you sell bim into slavery (some
warbands get other options too). In this case
you get their equipment, to dispose of as you
see fit, including giving it 1o Weapons
Trainees o use.

@ A Mutant has Str 3/ A 1, an extra arm (+]
A}, a great claw (+1 A at +1 Str), and a double-
handed weapon (+2 Str). He gers 1 atack at
Str 4, 2 at Str 5, or 1 5tr5 and 2 Str 4. Is this
correct? Does it matter if the claw is on an
original, or a third arm (especially a gift of the
Shadowlord arm)?

This is not correct. The Greal Claw
replaces an arm. The text reads “One of the

mutant's arms ends in a great, crab-like
claw”, The extra attack represents the ability
to attack once with the claw and once with a
band weapon in the non-mutated arm. On
your mutant above you start out with nwo
arms. You get the extra arm muidlion so you
bave three arms. One of those arms mulates
into a claw, so now you bave one claw and
fwo arms. The extra arm may be wsed to
wield an additional band weapon or a shield
or a buckler but not a two-banded weapon
(this arm may be growing out of bis bead!).
This gives you 1 Str 4 attack with the claw
cind two ai Sir 3 attacks witl the darms.

Gseneral questions

Can 1 take a Lucky Charm or another
item before my first battle in a campaign,
when I'm starting a new band?

% No, you can't take Lucky Charms from
the start. You can’t take anytbing that isn't in
your equipment list from the start.

Rulebook, page 144 says: As with other
new Henchmen, you must pay for all their
weapons and armour.. OK, 1 just found a
Fletcher with two bows, Does it mean that |
can hire new a Marksman and give him one of
the bows | have found?

ﬂ Yirs,

%IFI recruit a new warrior in the
middle of campaign, what price of
equipment do I pay for him? The price
that is listed at my gang rules (he brought
the equipment with him from his
homeland)? Or the price in the Trading
section of rulebook (he came without
equipment, I hired him, bought equipment in
local trading post and gave it to him)? Or can
[ freely choose?

You must always equip any newly bired
warriors using the equipment list from your
warband.

o
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A Wation OiDe...

“Beyond the great walls of our fair and prosperous cities, beyond the
fertile fields of the open plains that surround them lie the barren moors,
the cold forbidding mountains and the dark, sinister forests of the Empire.
What borrors lie within these malignant, desolate places? What foul,
twisted creatures lie in wait for unwary travellers, driven on by evil,
bestial instincts? These are the dark shadows of the Empire where bonest
Sigmar fearing folk dare not to tread and only desperate or foolbardy men
are lured by the dark secrets that they barbour...”

This new setting for Mordheim is intended to take the fighting from the
narrow, cramped streets of the ruined city and out into the untamed and
dangerous wilderness of the Empire. The Empire is a deadly place outside
of the reasonably safe environment of its towns and cities where the law of
man prevails. The deep, dark forests harbour bands of Chaos worshipping
Beastmen, bandits, mutants and much worse. Over eight issues of Town
Cryer we will cover new rules for playing games of skirmish in the
wilderness of the Empire along with new scenarios, warbands, equipment,
Hired Swords and modelling articles detailing the entirely different terrain
needed. In the first instalment, we will set the scene detailing the
geography, history and politics of the Empire.

—

"Heed well my words traveller. for these are dark and suspicious
times. Our great nation, our Empire of Men 15 divided.

Three hold the trappings of powcr Tis a dark F-:J.r:-,uil:,
their tied ambir wrought through with politics and
intrigue and at rs¢ 4 time could such dmvisio

¢ to be Sooth sayers linc the streets: -
prophets ol doom that :-i'.'LE; thear litanies to ouwr all Ta
but forgotten Lord Sigmar and foretell of encroaching .--:3
doom... There is division within as well as without: the lf L
struggling mass of the poor grows daily. as docs their ':
rancour towards the perfumed courtiers of the Imperial
aristocracy. 115 the scotiment of a secret war. a class
war, a8 it has alway d the lords arc winping
There is widespread dissent within the walled
settlements ol this land -:|'1L|PJ|:I‘J with a Hr.a‘.rjng dread at
those things that lic beyond. that, with such intrigue and

Corruption within, roam wachecked thru‘.-"l_h-:}ut the mysterious
wilds_.”
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New wilderness setting for Mordheim
By scribes Marcus Havener, Nicodemus Kyme & Stephanus Harburgh
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iy The first part of Empire in
M Flames is available in issue
g SON> . 23 of Town Cryer.
= Town Cryer 23

Released 21.12.02 (UK)
available in selected stores
and through GW Mail Order
(see page 112 for order
. details).
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These pages comprise a complete listing of all the models and printed material available
[for Mordbeim. Just get in touch with your local GW Mail Order department or visit the
GW website: T -workshop com to find out prices and bow to order.

Boxed Sets & Mags
Mordheim boxed game
Mordheim 2002 annual
Town Cryer magazing
Blood on the Streers (building pack)
Human Mercenaries (8 figures)
Skaven Warphunwers (10 figures)
Undead warband (9 fgures)
Witch Hunter warband (8 figures)
Possessed warband (7 ligures)
Sisters of Sigmar warband (8 lgures)

Amarons
Priestess (1 figures + weapon sprue)
Champion (2 ligures + weapon speuc)
Totem Warriors (3 figures + weapon sprue)
Warriors (3 fgures + weapon sproc)

Averlanders
Human Mercenarics (3 figures)

Dramatis Personae
Acnur, Sword of Twlight
Vieskin, High Execunioner
Bertha Bestraufrung
MNicodemus
Uil & Marguand (2 lgures)
Johann the Knife
Marianna Chevaux, Vampiress Assassin
The Town Cryer

Hired Swords
Warlock
Halfling Cook
Dt Trollslayer
Freelance Knight (2 figures)
Opre bodyguard
Pit Fighter
Elf Ranger
Merchant

Kislevites
Young Bloods (3 igures + weapon blister)
Henchmen (3 figures + weapon blister)
Caprain or Champion
i1 figure + weapon blister)
Bear + Handler (2 Rgures)

Marienburgers
Captain
Champion
Younghloods (2 figures)
Middenheimers
Laptain
Champion

Youngbloods (2 figures)

UK 0115 91-40-000

Ostlanders
Human Mercenaries with double-handed
weapons (3 figures)
Human Mercenaries with missile weapons
(3 figures)

The Possessed
Beastmen (3 lgures)
Possessed
Magister
Dark Soul
Brethren (3 ligures)

Reiklanders
Caprain
Champion
Youngbloods (2 Agures)

Shadow Warriors
Shadow Master
Warriors with bows (3 figures)
Warriors Command (2 figures)
Warriors with swords (2 figures)

Sisters of Sigmar
Sisters (3 figures)
Augur
Matriarch
SISlEr Superion
Mowices (2 figures)

Skaven Warphunters
Assassin Master
Black Skaven
Might Runners (2 figures)
Clan Eshin Sorcerer
Rat Oygre

Undead

Vampire
Necromancer
Human Dregs (2 ﬁgun‘hi

Witch Hunters
Sigmarive Warrior Priest
Witch Hunter
Caprain
Zealots (2 figures)
Flagellants (2 figures)
Warhounds (3 figures)

USA 1-800-394-GAME

CANADA 1-800-GW- TROLL AUS 02982 960606
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NEW RULES

Rules vpdates o Random Happenings, Opulene Goods, Show me the Money
Chaos on the Soreers, Subplots and Ye Odde Curiosity Shoppe.

NEW WARBANDS
'he updated Ores, Dt Tecasuce Hunters, Ostlanders, Averlanders, Shadow
Warriors and Kislevite warbands

NEW DRAMATIS PERSONAE

The upilated rules lor the wardock Nicodemus and the machless mercenary scuim
LT Leirpodd & Marguand Yolker
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BEST OF TOWN CRYER
The best articles from the last vear of Town  Crver Magavine
inwcludingg the Carnvan scenario competition winner from issuc 11 and Rivers ol
[Mowed seesnario fromm issue 12,

Q&A

All of the ollicial rules clarilications and Q & A from Town Cover magazine

CATALOGUE

The full range calalogue ol Mordheim miniatures

PRODUCT CODE
80711199011

ISEM 1 84154 377 2




