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®n the fast pear of the second
mifferntium, five BunDred pears before
tBe rufe of the most Henevofent Emperor
Rarfefrang, there feff a time unfife any
otBer. Wust as tBep BaP before tfe bivth
of Pivine Sigmar, tBe wings of fire in
tBe sfp again feraf®ed (fe coming of
great things — the coming of YIfague,
tBe coming of War, tfe coming of
Pestifence an® Hunger.

T Bough its unfofy name is now stricfen
from tBe records of the Great Sibrarp of
AltDorf, an its ruins razed by Aagnus
tBe Saviour of the Empire, I woufd teff
pout tBe tale of the cursed city, brougft
fow by tBe wrath of goPs.
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Sisten now to my tune: af, Bow my
ffute sings! Heed® my caff mortals, and
Do not thinf of the thing that waits pou
in the sBaDows wheve myp siven's caff
fures pou. Come men, come vats, come
tBe creatuves of the Parf. Hear not tfe
cries of tBose who Bave gone before pou,
see tot the brinf of the abpss where pour
Dancing steps tafe pou. -

Dance to the tune of my flute, even if
pour feet are raw an9 Heeding. Smife
with me, even if it is tBe smife of sfuffs
and pour sfin peefs away. SaugB with
me, though pour throats may cBofe with
bife. 2Lor pou are aff my puppets, an® I
sBaff fea® pou in a merry Pance.

T e merrp Pance of DeatB.
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1t is almost fwenty centuries since Sigmar Heldenbammer
purged from our lands the monstrous bordes that dwelt theve, 5o
was founded the greatest of all the realms of men - the Empire.
w Today our thoughts turn once more lo Sigmar, the God of Batiles:
- Sigmar, the Father of Men, as the millennium turns and the time of bis
second coming approaches. In temples throughont our land the
multitudes gather to bear of the many and wondrous events that will
surely unfold upon the return to bis people of the Hiving god,

The Chronicler of Ostermark — entry for the year 19050

ever is the Father of Men more sorely needed
ta.hzm in the dyving veur of the last contury of

the second millennium, For the Empire, once
as mighty in arms as it was bold in spirit, is now a
realm rent by war and weakened by corruption, No
Emperor rules in these dark and terrible days, instead
the Empire is riven into many lands, from Ostermark
in the cold north to Wissenland in the distant south,
from Marienburg by the Western Ocean o Svbvania
thar lies under the shadow of the Worlds Fdge
Mountains. Bach lord flights his brothers within his
borders and his neighbours without. Thus the lords of
the Empire squabble over the crown whilst bandits
and rogues roam at will.

None suffer as greatly as the dispossessed, so it is
scarce wonder that the poor give themselves
(o wantonness, drunkenness and  all
manner of vice. Theirs is 3 wieiched
existence: slain by blade and fire,
squeczed dry by tax gatherers, and
robbed by bloated merchants
who grow ever richer upon the
profits of disorder.

It was in the city of
Mordheim, in the land of
Ostermark, on the first
day of the year
ningieen

hundred and ninety nine of the era of Sigmar that the
Seeress of the Sisters of Sigmar first observed in the
night sky the long wwaited sign. 1t was as the prophet
Macadamnus of Greill had predicted more than fve
hundred years before when he wrote:

In the city of bis sisters be will return fo us
on wings of fire.

From bis throne be shall reipon in
incorruptible ffosh forever

No death shall there be for those that
gather to bim there,

And the northern lords shall rule the lands
of the world together.

Fhe Cantos of Macadaninis — Verse XXV

nly then was it clear that the city relerred w was
@nunu other than Mordheim. This city was home
1o the Toly Order of the Sisters of Sigmar, the ‘sisters’
of the prophesy, and alsa the most northerly of the
lands of the Empire. As to the ‘wings of fire’. this
meaning too was plain for all wo see. Overhead in the
night sky was Sigmar's own holy sign, the douhle-
twiled comet whose appearance two thousand vears
before was held o have foretold of his birth, Night
after night the comet grew brighter. Day alier day
people looded into Mordheim as news spread
through the Empire of Sigmar’s impending descent
upon wings of fire,

As that last year of the ewendeth centery wore on, the
comet swelled until the night was altogether banished
from the sireers of Mordheim: Its fires raged in the
heavens so that the sun itself seemed a dull eold thing
in compariscn. Beneath that portentous orb the
prople of Mordheim seemed o forger any sense of
modesty and gave themselves up 1o a ceaseless orgy of
depravity. Who knows how many souls were crammed
into that city? How many hundreds of thousands had
gathered there from all over the Empire so thar every



street of every district overflowed with the unceasing
music of merrvmaking. Outside the city walls the
newcomers heaved and crushed and danced, None
sought rest or shelter — for in those endless davs no-
one stopped o sleep but danced, feasted, drank and
gave themselves up to indecent pleasures. Later, it is
spid that Duemons crept from the shadows and
mingled with the throng. crving joyously and
cavorting with man and woman alike, But who can be
sure of anything thut happened, their minds clouded
ever alterwards by the horror of those tmes.

Thus was gathered into Mordbeim on the
eve af its destruction all the sins of men
together, as a boil gathers the poisons of
the Body ready to be lanced by the
surgeon’s Bnife.

Bernpardt Hal — Witch Hunter General

t was not Sigmar but his judgement that fell upon
%thu city oof Mordheim on the first moment of the
first day of the new cra. As the cavaleade of
wickedness reached its zenith the Hammer of Sigmar
Fell to earth and ended forever the lives of every man.
woman and child within the city. With a roar wn
thousand tmes louder than thunder the ground
seemed o rise o omeet the fire, casting down
buildings, toppling walls and atening wees in a
flamming blast. In the distant city of Aldoef temples
shuddered and falling masonry plummered o the
streets below: Far bevond the Empire’s borders the
underground [ortresses of the Dwarts, that had stood
for generations, cracked and lell,

Nothing remained of Mordheim but burned and
charred ruins. The city was so crowded that not
everyone could enter, and a few of the revellers thai
massed outside the city walls did avoid the cataclysm,
These survivors fled as far as they could, carrying the
tale of Sigmar's divine punishment throughour the
Empire. But even these did not escape unharmed —
tor many subscouently died, their bodies twisted and
distorted from within by mutation and their minds
torfured by the memories of what they had witnessed,

A pall of smolze bung over the vain for
seven doays and seven nights, and a great
beat burned as a glowing coal from the
Jurnace of the netherworid,

The Chronicler of Ostermark
~ entry for the Year 20N

swirling vapour cnshrouded the city for many
g. days after its destruction. This miasma was lit from
within by an uncarthly green glow and was so hot that
none could approach. Eventually, this vapour
dispersed somewhat and the ruins cooled. A few of
the dispossessed drified back 1o make a search for
valuables abandoned in haste or such reasures as
might have cscaped the wrath of Sigmar.

In the new year strange stores began (o circulate of a
wondrous stone discovered in the ruins — a glowing
dark shard capable of working miracles. Soon other
stones were discoversd, of all shapes and  sizes,
credited with powers of the most extraordinary kind.
If such tales are o be believed the sick were cured,
the blind could be made to see, tall trees would grow
from the ground in a single day, and the very dead
could be raised and made to speak again.

Maost telling of all was the successful transmutation of
lead to gold - o feat undertaken at the behest of
Sicglricd., Count of Reikland, by his personal
alchemist van Hoffman, Bumours of this discovery
spread like wildfire throughout the Empire and
bevond as all manner of men focked to the ruins of
Mordheim o search for werdstone, as the strange
stones were now called.

S0 it was that the mins of Mordheim drew the
attention of the lords of the Empire and many more
besides — [or power and wealth was surely there for
the taking! TFor some there was the promise of wealth
in the form of gold which would pay their armies and
advance their imperial ambitions, for others there was
the lure of magical power, yet others were drawn by
simple greed or else by more sinister reasons that
lowval and goodly men could but hardly imagine.

Then cume the reports of monsters that lurked in the
ruins, gigantic ruts the size of men, the walking-dead,
Daemons and mutant creatures that might once have
heen men. O such things nothing more is 1o be said
here. All came to Mordheim with their dreams —
though few scarce imagined that by their actions the
destiny of the world would soon be decided.

Heaven, Farth and Hell the three
shall be indivisible,

From the seventh toll of the Seven
Emperors’ bell

When the land of Sfgmar
burns in flame,

And the dead walk
beside Daenion, beast
e micin,

The Cantos af
Macadanmnis
— Verse COXXT



During the year of madness before Mordbeing's destruction, Ostermark fell

inlo ever gredter ruin as all matters of governance were neglected. Farmilands were
abandoneed as peopde flocked to the city, smiths deserted their forges, and even merchants
artel money fenders gave up all attempt at commerce. Thus even before the devastation, the
fand of Ostermark bad fallen into anarchy and its raler, Count Steinbardt, bad long since
entbraced the unbealthy pledsures so prevalent in those final days. He, together with most of
the nobility of the land, perished in the cleansing fires of Sigmear and sorvowfully theve were

Jew who monrned the passing of the ancienl and boronrable firne of Steinberdt.

‘T hep et o morDPeim

;Cndﬂy the land of Ostermark exists in nume ooly,
Wild reavers roam fieely over lands that are now
neglected and ruinous. Foreign  armies march
through its territory without heed and such honest
men who remain, a pitfol few, must endure the
constant marauding of thicves and bandits. Yet men
still come to Ostermark, indeed they flock there from
all over the Empire like carrion o a corpse. They are
drawn by the mysterious lure of wvrdstone, for the
magical powers of this stone have made it valuable
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bevond s weight in gold, Though the rewards for
their endeavours may be grear, and many a fortune
has been carned in a day, the dangers are greater seill.

When treasure seckers first entered Mordheim they
did so without care and often singly or in pairs, for
little did they imagine the terrors that lurked in the
grim ruins af the citv. Many vanished without trace,
Orthers returned maimed in body or unseated in
mind, babbling uncontrollably of owtlandish  and
hestial creatures, Some alked endlessly of Daemons
and creamures from the pit. A few emerged emply-
handed from the ruins o laugh insanely and
unceasingly to this very dayv, Soon it was only the most
foclbardy who ventured alone into the Citgy of the
Dammed. Fortune seekers chose instead o gather into
armed groups ar warbands; all the bewer lor their
murual protection.

Nor was it only monstrous things that were to take the
lives of fortune hunters. For the very air of Mordheim
was found o be poisonous o those who lingered
there too long. Even the wyrdstone they sought was
tr prove the death of many — for its raw magical
power proved capable of burning flesh and wreaking
horritic changes of mind and form. Many who entered
Mordheim as comrades were soon driven to discord
and murder by the vapours of the air and sorcerous
energies of the wyrdstone, Others needed no magical
influcnce before they ser upon their fellows, the very
discovery of the valuable stone was enough to make
them turn upon cach other like savages who dispurte
a glittering trinker whilst all around them lie even
preater reasures. Many more were o emerge from
their sortics apparently unharmed, vet they soon
sickened and dicd. or else developed such monstrous
detormitics of the flesh  that  their comrades
abandoned them to die or else slew them ouarright oo
spare their shame,

To enter the gargoyle-guarded gales of
that place iz to pass through the very
getes of death!

Last Words of an Unkrown Adventurer






‘Thep mafe
tBeir encampment

ecause of the pestilence within the city there

have prown up beyond its tumbled walls
numerous shabby settlements of tents and such rode
encampments as partics of hunters build o pass a
week in the mountains. Needless o sav the grea
rivalry of men from different lands of the Empice has
meant that these are set apart [rom each other and
fortified  with  crude  earthworks  against  their
neighbours’ attack, Some, such as Sigmarhaven, are
siale enough for all their disorder, mounting paid
walchmen 1o keep the peace, and providing a market
place for the arms sellers, sutlers and many victuallers
whose shoddy wares fetch inflated prices in the
treasure-tever camps that gicd the ruins, Others, like
Cutthroat’s Den, are little wore than nesis of
murderers where mutanis walk freely and hooded
men barter corpses 0o Necromancers in remrn for
tainted gold.

These refuges, vile as they are, are safe compared with
the ruins of Mordheim itself where even to tarry for
an idle hour can spell death or worse. The bands of
men that dare to venture within are brave indecd or
clse filled with a desperate kind of madness,
Merceniary adventurers find employment guickly in
the warbands that sally through the gares of
Movdheim each day Once through that gare, though,
all common laws of human conduct cease

k tor have any meaning, One may
injure and murder at will and
every rivil becomes a deadly
enemy. Men that might
dice and drink together
ol an evening may
find themselves at
each athers’
throats with
daggers and
swiords the
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next morning. Such is the law of Mordheim where
there are no rules but the natural rale of kill or be
killed, for only the strongest are destined to win the
greatest prize of all,

Ihe Count of Middenland offers this much
gold! The Count of Reidldland offers thal
much more! The Grand Theogonist offers
the blessing of Sigmar — though I'd sooner
bave bis gold! Every power in the Fmpire
wands wyrdstone and will do anything to
gel i, anything except come bere and
{ake it for themselves! So — dvink up my
lads for romorrow we do their dirty work
Sor ‘em and then... we'll make ‘em pay!

Fernando Pavaroli, Mercenary Caplain

T Bey seef to
gaint great power

o One emperor reigns over the Empire and none

has done so undisputed for four hundred years
ot more. Amongst the counts of the Empire there are
many who would wear the crown had they but the
strengrth 1o impose their will upon their neighbours.
By ancient tradition the Emperor is clected from
amongst the rulers of the land, who are known as
Electors, so that the aspirant must seck the support of
his fellows o abtain the majority. Tn addidon there
are other authorities who, whilst not eligible for the
crown are also Flectors, and these must be courted
ty for their influence is very great. Most notable is
the Grand Theogonist of Sigmar, the leader in spirit of
the people of Sigmar, whose temples stand in cach
toven in every part of the Empirc.

The discovery of wyrdstone in Mordheim has thrown
all into confusion - for it offers an opportunity to
break the deadlock between rival claimants, Each
count has sponsored mercenary adventurers (o
recover what wyrdstone they can. OF these the rulers
of Reikland, Middenland and Sylvania press hardest
for the throne whilst Lady Magrita, the common
choice amongst the lesser states and champion of the
merchant guilds, has been disqualificd by the Grand
Theogonist of Sigmar according to the doctrine of
male ascent by which no woman may wear Sigmar's
crown. Thus it is that the eyves of these preat rivals
turn towards Mordheim and its uncanny wyrdstone
that has the power to tarn base metals to gold.

Who is lord in Ostermark? Who is not lord
nor Emperor beside for every villain is
prince in a land where power Hes as
eagerly af the fool of rogue, noble & becst.

The Chrondeler of Ostermark
— enlry for Midsummer's Day 2000



he counrs are not alone in their greed for

power. The Empire has suffered disacray for
many hundreds of years and during that time the
influence of the merchants and temples has grown
greatly. In the ity of Marienburg, the largest and most
prosperous port in the Old World, merchants have
flourished  as  nowhere  clse, and  today  the
Burgomeisters of that city wicld powers of patronage
greater than that of many noble born men. Most
influcntial of all are the Frectraders, a seenet ciccle of
the most wealthy guildsmen whose ambition is o
raise the Lady Magritta of Madenburg to the throne of
the Empire. The citizens of Marienburg are so well
known tor their dehness of dress, love of jewellery
and preening ways that there are many who make fun
of them and call them popinjays’, In truth, there are
many more who envy the wealth and security of
Marienburg in a time of unrest. As the power of the
counts has declined so the power of the merchant
guilds has grown apace, Now there are plenty of rich
commoners who would like (o see an end (o the old
ways and a new ruling assembly that would give the
mercantile classes polidcal authorty o march their
wealth.

Ssuch is the peneral discontent that there are some
amongst the wealthy who seck to gain power by
means most foul! They turn to sorcery, that darkest of
arts, recognised by all right-thinking folk as the very
embodiment of evil, and whose practice has long
since been punished with wrture and death,
Though few dare say so it is common knowledpe
that wizards walk abroad in the Empire, mecting
secretly o worship dark pods, and creeping
amongst the charnel houses to steal the dead. In
hidden cellars these agents of corruption
summaon Dacmons 1o do their bidding whilst
Necromancers send undead agents into the
night to murder and steal. Now it is believed
sorcerers walk openly in the City of the
Damned, secking that same wyrdstone
whose powers may muoltiply the viality of
their own dark arts many times over. In
consequence the Templars of Sigmar gather
to Mordheim, their carts laden with cages,
brazicrs, irons and ingenious instruments of
torture, to do the work of Sigmar where it is
maost sorely needed, Witch Hunters are

they called, most commaonly by those that
fear them and those that hate them, and

by themselves too, for they tuke pride in
their persecution of heretics,

The stumps and greasy ashbes of the
Pyres covered the common field as
Jar as the eye conld see and the
swroke from the witch-fives drifted
through the sireeis. Iis stench filled
anr mouths for days aftevieards.

¥iary of selesticn Bran

chind the Wiwh Hunters stands the greatest
%ﬁpjrituu] authority in the Empire, the Grand
Theogonist of Sigmar. TTe oo dreams of temporal
power, having denied the crown o Magritta of
Marienburg, he is said o secretly eovet it for himsclf
The destruction of Mordheim has created an
atmosphere of religious terror, for who can deny that
Sigmar’s judgement has come to pass and his peaple
have been found wanting? Since the new vear
thousands huve gathered to the holy places 10 make
peace with their god and accepr his punishment,
Muny supplicants have pledged their goods 1o the
temples and taken w the roads as penance. Greal
crowds of beggars travel the lands, scourging
themselves and each other to atone for the sins of all
men. Now the Grand Theogonist has scnt his Witch
Hunters into Morndheim, ostensibly to cleanse it of the
evil that undoubtedly dwells there, but also, i is said,
to guther up wyrdsione for his own purposes,

Crow the black Dacmon’s Brother, ﬁ
As carrion o corpses gatber. )
Greed, ambition, guile and bate,

AH crowd through flery gaie.

Who now wedrs Sigmar’s croun,

Save be who wowld be overthrown,

Prophes) of Cassandora
% — Seeress of the Sisters of Sigrear




What manner of men
comée o Mordheim? What
mannet of men do not! To the
tattered encampments that lie
around Mordheim come men from
every state in the Empire, from
Middenheim and the city of Ulric to
Marienburz by the Western Ocean, from

Svlvania and Wissenland and every stale between,
Some come for obtuse reasons of their own, but mosi
come for one purpose only — to make their formine.
The largest portion of these mercenary adventurers
arc hired by the pretenders to the Imperial throne,
the Counts of Middenheim, Maricnburg and the
Reikland. three patrons who are by far the richest and
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most ambitious contenders for power, Indecd, these
three are such bitter rivals that it is rare w find men
rom different places even encamped together, und
practically unheard of o find men fom one land
Aghring 10 the same warband as men fom anather,

As we trod that well beaten track into the
City of the Damned we passed them 5
bhanging from the crosses to which they P"ﬁ
had been nailed in long procession by the
roadside. We walked then that avenue of
broken corpses whose eyes yet followed us,
whose beaeds turned ax they addressed us
fhus in thin, dead words, “Turn back. ..
furn back... furn back’

f the other claimants 1o the throne the Count of

Sylvania, Count von Carstein, is the maos;
powerful but such is his repuration few are tempred
by his gold. For he is said to practice occult heresices
of the most abominable nature, drinking the blood of
men and raising the dead with (oul necromancy, His
mindcas are strange and sly, and though they skulk in
shadow and hide from honest davlight they oo can
b found in Mordheim. Few suspect the true nature of
his, save perhaps the Witch Hunters who orust no one,
and for the moment, at least, he remains just another
contender for the throne of Sigmar

Who knows what ambitions the Grand Theogonist of
Sigmar nurtares for himself? Having refused to crowmn
the Lady Magritta of Maricnburg he has set himself
against the merchant guilds and most notably the
Freetraders of Marienburg whose secret membership
occupies positdons of authority throughout the
Empire. Whilst proclaiming a holy crusade against
mutants and sorcerers the Grand Theogonist has sent
the Order of Templars, better known as Witch
Hunters, to scour Mordheim for svrdstone. His
sermaons preach redemption, the vengeance of
Sigmar, and the love of the cemple, but many suspect
it is carthly rather than spiritual power that he craves.

And what of the thwarted ambitions of the Freetraders
and all those like them to whom the old order and old
wavs are shackles and chains binding their desioey
Many have murned to the secret cults of the dark gods
whose worship is the most dire of heresies and 1o the
practices of sorcery which all namree abhors as the
viery stulf of Chaos, Their ambitions drive them




secretly o Mordheim where they gather up the
wyrdstone. There they have found a leader, a Dark
Emperor, though whether man or Dacmon none can
suy. He is known as the Shadowlornd, Muaster of the
Possessed, and is said w dwell within the pit of
Mordheim deep inside the crater where the fires of
Sigmar's fury still burn hot and foul smoke
hillows from gaping fissures. From  this
realm within 2 realm come  dacmonic LT\
creatures of twisted and malign appearance, Iy
things of hideous aspect and preat strength, which
have come to infest the rins of the City of the
Damned.

Within the city rothing remained as it was
bt all was utterly devastated, chavred
and riinous. Where the bammer blow fell
there now stretched a pit the edges of
which remained bot to the touch and lis
sides were as clear and smooth as glass
where the very rock bad ran molten in the
Surnace of Sigmar’s fury. When the pall
lifted from the pit, which took many weeks
&0 thick and noxious were the vapours
that rose from if, the curions could discern
here and there, as insects trapped in
amber, the faces of the dead peering in
terror from their glassy tomb, arvayed stifl
ax on that fateful nighl of wantonness and
merrymaking.

hat too of the Sisters of Sigmar, ancient cnemies

of the Order of Templars whose fanatical creed
denies the divinity of women in Sigmar’s temple?
Stern and unbending in thelr views and deaf o
reason, the Witch Tlunters openly curse them for
being heretics and an affront 1o Sigmar. The
Sisterhood themselves are not without power. Their
mambers are drawn from the daughrers of the noblest
houses throughout the Empire. Their cloisters have
provided a refuge for many who would otherwise
have proven troublesome or embarrassing to their
familics. These mwo agencies of Sigmar's will fight
side-by-side in Mordheim vet are also the most deadly
ol enemies, for their rivaley 15 of an implacable and
holy nature which no words of forgiveness can end.

The Sisters of Sigmar hold a unique position in
Mordheim for their convent, the Temple of Sigmar's
Rock, sits upon a tall and rocky island midstream in
the River Stir which flows through Mordheim dividing
it in rwo. Though the destruction of Mordheim lefi
few buildings standing it is an undoubted miracle that
the Temple of Sigmar's Hock and ity inhabitants
survived unblemished. Indeed, whilse all those about
them  fell into depravity  and  wantonness  the
Sisterhood maintained thetr holy vigil and raised
unending prayer to Sigmar and by this means they
escaped his judgement — or so they say, for certainky
there are no witnesses to dispute their claims, The

Witch Hunters sneer at these pious cluims and
maintain instcad that a daemonic pact allowed the
Sisterhood  to betray  Mordheim  vel  escape
destruction itsell, Bven today the Sisters seem hlessed,
orelse favoured Iy some diabolic power, for the great
height of their refuge raises them above the
poisonous vapours and they claim o be able o resist
the contagion without suffering harm,

And what of those other denizens, the monstrous and
the muimed, the mutant and the daemonic. In whar
holes do they dwell and o what ends do they come?
These things remain a mystery 1o this day, ver in fime,
all mysteries must be revealed. The strange vat-shaped
creatures that skitter in the ruins we will cast from our
minds for now, as many a bold mercenary adventurer
would gladly do if he could, for their story is their
own, and for the most part men deny their very
existence or else place them amongst the other
monstrous and deformed creamures of which there is
no shortage in the City of the Damned.

Thus are sct the principle players upon the stage of
destruction: the mercenary. adventurers of Keikland,
Middenheim and Maricoburg, the undead minions of
the .vampiric Count von Carstein, the Cult of the
Master of the Possessed, the Grand Theogonist's
Witch Hunters, the holy Sigmarite Sisters, and most
mysterious of all, the creatures ol the ruins,

1%



g{nﬁ tBougf thou waff with the sBadow of
fear befove thine epes, an® tBe bittey

taste of Death upon By tongue, vet each Dap
tBou sBaft Bear the calf of thy Yoom and
wage war upon thy Destruction.

AnD tBough Bou sfeep beneath the HfinPed
paff of night, and the taste of Darfness is
eper sweetened by victorp, vet the grasp of
Death is Daify Vefeated, an the glow of
immortafity grows ever brighter.

2An9 though thou fapest now in the cof® grip
of earth, an® worms spawn sifentfy upon
tBy pafate, pet tBy prison of moufPed flesh
gives succour stiff to the maggots that fed
it unseeing, untBinfing an® uncertain Sope.
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flere was a time when it seemed

that tBe Empire itseff was
ping. ‘Torn apart by a texnbfe civil
war the reafm of Sigmar fa® faffen
to anarcBy an® facs. Come now to
those Darf and tervibfe Davs when the
strugafe for the tBrone of the Empive
DiniPes brotfer from brotfer.

%ires burn in e Comb-cof® night, as
bounty  funters an®  rutBfess
mercenaries search for ¢Be stones of
power ami®st tBe ruins of Aordfeim.
§88at s feft of a once proud citp is
now bfacfened tuins, Pevastated by the
feff-stone from the €y,

So now it is the time of Chaos, of
war, of sfaugfiter an® Parfest DecVs,
when tBe courage of men fas been
suffied bp the Yarf Saemons of greed
an® fust for eartBfy powes.

Come with me, Jescend into .
the arfness. ‘?f




eleome w Mordheim, City of the Damned!

Mordheim is 4 game of combat that takes place

during the short but intense period when
scores of warhands fought hundreds of hitter
skirmishes throughout the city

This book contains all the information you will need
in order 1o play Mordheim, as well as background
information, advice on staring a warband, running a
campaign, collecting and painting your own warband,

£

tabfetop conffict ﬂ
In Mordheim, the opposing factions — warbands — are
represented by models, assembled and painted by
you, each representing a single warior,

Your tabletop becomes part of the Ciry of the
Damned: the scene of the action, with ruined
buildings. overhangs and walkways where the battles
take place.

The aim of the game is to outfight vour opponent,
which requires a misture of skill and uck. You'll soon
learn how to arm and equip vour warband effectively,
and how to exploit the mins and other terrain oo your
best advantage.

You'll probuably want o expand vour basic warband as
vou and they gain experience. This is casy as there are
lois of models available {or the warbands and new
miniatures will be coming out all the tme. With these
vou can expand vour warband, equip vour warriors
with different weapons and armour, and  hire
mercenaries to join them.

buifing a warban?

At first vou will probably want to play individuoal
games (see the Warbands section for more details)
rather than a campaign. This will allow you o learn
the rules, and also give you the opportunity to decide
which type of warband is most suited to your
particular stvle of play,

If you are plaving in a campaign, you will have the
chance to expand and improve your warband after
each gume, By winning battles your warband will gain
riches and wyrdstone, discover magical artetacts and
may also have the opportunity to recruit mercenarics.

In a campaign, every Ume your warband fights, its
warriors gain in skill and experience. Raw recruits
quickly progress 1o become [ully ledged warriors,
and vour Meroes will learn new skills which will make
them even better in combart.

Each warband has its own objective and motivation
tor fighting in Mordheim: be it riches or political
influence. Through countless battles and street
skirmishes you can try 1o achicve vour ambition and
emerge victorious from the ciry|

HntroPuction

new pfapers
If vou're new to Games Workshop games vou’ll be
reassurcd to know that finding other players is net
normally a problem — vou'll be surprised how many
there are!

There may be a Games Workshop store near to you
where vou can buy models, paint and games
supplements, However Games Workshop stores are
not just shops, they are hobby centres, where the staff
will happily help you to learn the rules, show you
how to paint, and suggest wayvs o develop your
warband,

warfammer plapers
Il you already play Warhammer, the basic rules of
Mordheim will be familiar 1o you. Remember though,
Warhammer is designed for fighting battles herween
entire armics, whilst Mordheim represents individual
action between a dozen or so warriors.

As a resull, some of the rules developed bor mass
combat in Warhammer do not apply o Mordheim,
such as unil Break tests and rank bonuses. On the
ather hand, there are new rules (or wounded
warriors, climbing, paryving and other aspects of
individual combar.

1%



Antrebuction

e what pou wiff need

Az well us this book, you will need the following items
1o play Mordheim.

citaPel models
You will need enough miniatures of the appropriate
racefype o represent the warriors in yvour warband,
It is a good idea to work oot your warband on paper
first and then purchase the miniatures that vou
require. Almost all possible weapon variations can be
added using the Mordheim equipment sprues.

As you will see in the Warbands section, each warband
lights in a particular way — some are expert bowmen
while others are better in hand-to-hand  combat.
When choosing which warband vou want to lead you
could choose one that reflects your preferred playing
style, or vou could read the background section and
choose one that really capiures your imagination. A
good way of picking a warband is simply to pick the
one with the models you like the best.

pfaping surface

You will also need somerhing to play vour battles on.
Any firm, level surface is best, such as a tabletop or an
area of floor — most kitchen tables will do. 1e's a good
idea to use an old sheet or blanket to protect the table
frovm scratches, Some players make a special gaming
board from chipboard or other similar material
(divided into two or more pieces for ease of storage)
which they can use on fop of a table o extend the
playing area. Whartever vou use, you will find that a
square arca approximatcly 4 x 4 is about rght for
most battles. )

Wallenbaum, You

must have heard of

1 can 1ell viall which warn
nd the be

i, [ ask i retarn for my ad o

men, 'IZ\'}I.L'I'L' (5]

Dhan't look at me Like that, lad Tt's hard |:||-:.IIJ__¢|‘|
ardhcim, let alone find wyrdstone Ah, th

lad And my Lirst piece

terrain

The hitter struggles of a Mordheim battle take place in
labwrinthine streets, ruined buildings and on derelict
walkways, Pre-cut card and plastic scenery is available
from Games Workshop, but many pamers enjoy
making their own. As a rule, a table packed with
scencry will lead to closer and more exciting games

Throughout the book you will lind photographs,
drawings and descriptions of Mordheim, These
should give vou plenty of ideas [or producing your
own scenery, Games Workshop's book How to Make
Wargames Terrain is also a good source of ideas and
practical hints on all asp

counters
Counters can help you keep track of things on the
tabletop. You can alwavs keep notes about who is
hidden, carrving treasuare, eto, but counters are o
convenicnt memory jogger and speed the game up.

Hidden counfer

Wirdstomne CoNRter

Above are some examples of counters vou could
photocopy and stick onto thin card if yvou wish.

Pice
All dice rolls use a standard six-sided dice (usuallv
shortened o 130). Sometimes you will be asked to
modify the result of the dice roll. This is noted as DG
plus or minus a number, such as D641 or DG-2) Roll
the dice and add or subtract the number indicated to
get the final result. You may have to roll 2 number of
dice in one go. For example, 206 means roll teo dice
and add the scores together, You may also come
across the term D3, As there s no such thing as a
three-sided dice, use the following method for
determining a score between 1 and 3. Roll a 136 and
halve the score, rounding up: 1 or 2 ecquals 1,
3 or 4 equals 2 and 5 or 6 cquals 3. I you are given
the opportunity o re-roll a dice roll, you mraest accept
the second score, even if it's worse than the original,

tape measure

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

otffer equipment
You will also necd pens and paper to record details of
vour warriors' weapons and other details, You can use
raster sheets for this, and blank ones are included ar
the back of this book. We recommend vou photocopy
them rather than use the originals.






n Mordheim the warriors each have different
%abilities, some being better at certain actions, for
example, fighting, shooting or climbing, than they are
at others. This variety in each warrior is represented
in the form of characteristics and skills. Right now
don’t worry about skills — these come later with
practice and battle experience. For now we just need
to consider a warrior’s characteristics.

Each model is defined by a set of characteristics:
Movement, Weapon Skill, Ballistic Skill, Strength,
Toughness, Wounds, [nitiative, Attacks and
Leadership. Each characteristic is assigned a value of
(usually) between 1 and 10. The higher the value your
model has for any
characteristic the
better — for
example, a model
with a Strength of 6
is stronger than

a model that has a
Strength of 2.

MOVEMENT (M):
A model’s
Movement rate
shows how far
the model can
move in a
turn, under
normal
conditions.

For example, a typical Human has a move of 4", while
a fleet-footed nimble Skaven has a move of 5".

WEAPON SKILL (WS): Weapon Skill is a measure of
close combat ability (ie, how good the warrior is at
hand-to-hand fighting). A deadly swordsman or a
crazed berserker would have a high value compared
to a lowly acolyte, for example. The higher the WS,
the more likely your warrior is to hit his opponent.

BALLISTIC SKILL (BS): This shows how good a shot
the individual is. When you shoot a bow or fire a
pistol, the chance of hitting a target depends upon
your model’s Ballistic Skill. A normal Human has a BS
of 3, though an experienced marksman might have a
BS of 4, 5 or even higher.

STRENGTH (8): Strength indicates how strong a
warrior is! It is especially important for hand-to-hand
combat, because the stronger you are the harder you
can hit. A Strength value of 3 is about average.

TOUGHNESS (T): This is a measure of how easily an
individual can withstand a hit from a weapon or a
blow from a club or fist. The tougher you are, the
harder you are to wound or kill. An average
Toughness value is 3, though a gnarled old warrior
might have a Toughness of 4!

WOUNDS (W): A model’s Wounds value shows how
many times the model can be wounded before it
collapses, is killed or incapacitated. Most individuals
have only 1 Wound but veteran warriors or large
creatures such as Ogres might have more,

INITIATIVE (I): The Initiative value indicates how fast
and nimble the warrior is. It determines the attacking
order in hand-to-hand combat, and is particularly
important when the model is climbing and moving
amidst the ruins of Mordheim.

ATTACKS (A): The Attacks value indicates how many
blows the model can make in hand-to-hand combat.
Most warriors have an Attacks value of 1, but powerful
fighters may have more. The more Attacks you have,
the greater the chance you've got of beating your
opponents into an unrecognisable pulp!

LEADERSHIP (Ld): Leadership represents raw
courage, self control and charisma. The higher the
model’s Leadership value, the more likely he is to
remain steadfast in combat while others run off or are
slain. For example, a cowardly Skaven may have a
Leadership of 5, while a cool, calm EIf could have a
Leadership of 8 or higher.




sero Cevef cBaracteristics

Some creatures in Mordheim have been given a 0’ for
certain characteristics which means that they have no
ability in thart field whatsoever. This usually applies to
creatures unable to use missile weapons (who would
have a BS of 0) but it might equally apply to other
characteristics as well.

If a model has a WS of 0 then it cannot defend itself
in hand-to-hand combat, and any blows struck against
it will automatically hit.

cBaracteristic profifes
A model’s characteristic values are written in the form
of a chart called a characteristics profile (or just
profile).
Warrior M WSBS S T W I A Ld
Dieter Stahl 4 3 3 3 3 1 3 1 7

The example above is a typical profile for a Human
warrior.

As you fight in more games against other players, your
warriors will get better and their characteristics may
increase. All these details are recorded using the
Warband roster sheets provided at the back of this
book. This is explained properly later on. For now it
is enough to know what each characteristic is for and
how their values vary.

cBaracteristic tests

Often in the game a model will be required to take a
test on one of his own characteristics. In order to pass
this test, the model has to roll a D6 and obtain a result
equal to or lower than the value of the characteristic
involved. Note that if you roll a 6, you automatically
fail the test regardless of the model's characteristic
value.

For example: Dieter Stabl is jumping down from a
wall that is 3" high and bas to take an Initiative test.
He has an Initiative value of 3 on bis characteristic
profile and therefore will be successful if be rolls a 1,
2 or 3 on a Do. If be rolls a 4, 5 or 6 be will fail the
test and fall down, suffering all the painful
consequences!

feaDersBip tests

Tests against the Leadership characteristic are done in
a slightly different way. In the case of a Leadership
test, you should roll two dice and add the two scores
together. If the result is equal to or less than the
model's Leadership characteristic, the test has been
passed.

For example: Dieter’s Leadership is 7, so lo pass a
Leadership test be must roll 7 or less on 2D6.

€ Baracteristics

g‘(nem era is beginning. 3t
wiff be the era of Darfness.
e fave turned our bacfs to the
figBt an® stepped from its patf.
Aen wiff grow ever more istant
from tfe qo®s, an9 seef tfe petty
trappings of worfOfy power,
sacrificing aff at tfe aftar of
grec®. ®ur Bifdfodd is at an
end. ABead of us fooms notfing
but the fong, fong night: a time
witBout warmtf or comfort.
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gn Mordheim you are in a charge of a warband and
your opponent is in charge of another.

The warriors and scenery in the game are set up on
the tabletop in a way that is appropriate for the
encounter you are fighting. Do not worry about this
for now as these things will be explained in full in the
Scenarios section.

To play, one side takes a turn, then the other side,
then the original side and so on, much like in a game
of draughts or chess. When it is your turn, you may
move all your models, shoot with any warriors able
to do so, and fight in hand-to-hand combat. Once
your turn is complete, it is your opponent’s
turn to move, shoot and fight.

pBases

To keep track of who
N is doing what and
P when, each turn
. is split into
four phases.

W This is called
I the Turn

i sequence.
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‘Curn sequence
1 Recovery

During the recovery phase vou may attempt
to rally individuals who have lost their nerve
and recover models that are krnocked down
or stunned.

2 Aovement

During the movement phase you may move
the warriors of your warband according to
the rules given in the Movement section.

3 GBooting

In the shooting phase you may shoot with
any appropriate weapons as described in the
rules for shooting.

4 [Handto-fand combat

During the hand-to-hand combat phase all
models in hand-to-hand combat may fight.
Note that both sides fight in the hand-to-
hand combat phase, regardless of whose turn

it is.

vecovery pBase

g 4 During the recovery phase you may attempt to rally

any of your models who have lost their nerve (see the
Recovery Phase rules). To take a Rally test, roll 2D6. If
the score is equal to or less than the model’s
Leadership value the model stops fleeing and has
rallied; turn it to face in any direction you wish. The
model cannot move or shoot for the rest of the turn,
but models able to do so can cast spells. If the test is
failed, the model will continue to flee towards the
closest table edge.

Note that a model cannot rally if the closest model to
him is an enemy model (fleeing, stunned, knocked
down and bidden models are not taken into
consideration for this).

During the recovery phase, warriors in your
warband who have been stunned become
knocked down instead and warriors who
have been knocked down may stand up
(see the Injuries section).



During the movement phase models are moved in the following order:

1. Chavge!

If you want a model in your warband to charge at an
enemy model and attack it in hand-to-hand combat
then you must do this at the start of the movement
phase before moving any of vour other models.

When you charge a model, declare to your opponent
that you are doing so and indicate which of his
models it is attacking.

2. Compulsorp Aoves
Sometimes a model is forced to move in a certain way
and this is called a compulsory move. For example, a
fighter whose nerve breaks must run away from his
enemies and take cover,

Make all of your models’ compulsory moves before
finishing any remaining movement.

3. Remaining Aoves
Once you have moved
your chargers and made
any compulsory moves,
you may move the rest of
your warriors as you see fit.

,

moving
During their movement phase, models can move up
to their movement rate in any direction. They may
move (including running and charging) up and down
ladders and stairs, and over low obstacles such as
barrels, boxes, etc.

In normal circumstances models don't have to move
their full distance, or at all if you do not want them to.
All exceptions are explained later and invariably
involve either charging or compulsory moves.

25




Aovement

running

The normal Movement value of models represents a
warrior moving at a fairly rapid rate, but allows time
for him to aim and shoot a weapon and generally
observe what is going on around him. If you wish, a
model may move much quicker than this — he can
run! A running warrior can move at double speed (for
example, 8" rather than 4"). Note that running is not
the same as charging as it does not allow your model
to engage the enemy in hand-to-hand combat.

A model can only run if there are no enemy models
within 8" of it at the start of the turn (fleeing, stunned,
knocked down and bidden models do not count).
Check this distance after any charges have been
declared. If there are any enemies within 8" at the
start of the turn, the model will prepare to fight
instead and so is unable to run. The running model
can move closer than 8" to an enemy as it moves.

Any model that runs loses its chance to shoot during
that turn. He is concentrating on running and is not
prepared to fight, having sheathed or shouldered his
weapons. You should declare that models are running
as they move, as this will remind both
players that the model is unable to
shoot that turn. Running models
" can cast spells as normal.

cBarge!

If you want a model to
engage the enemy in

-, hand-to-hand combat
' then you must
make a special
’ move called a
*  charge. Without
: measuring the
distance,
declare that
your model
is charging
and

) )
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indicate which enemy model he is going to attack.
You can charge any opposing model if you can draw
an unobstructed line from your model to the target. If
your warrior wants to charge an enemy model within
4" that he can’t see (eg, because it is behind a corner)
but has not been declared as hidden, he must pass an
Initiative test to detect it. If he fails the roll, your
model may not charge this turn, but may move his
normal distance, shoot and cast spells.

A charge is like a running move, performed at double
the Movement rate, but ends with the attacker moving
by the most direct route into base-to-base contact
with the enemy model. Once their bases are touching
they are engaged in hand-to-hand combat. Models are
also considered to be in hand-to-hand combat even
when separated by a low wall or obstacle, where it is
impossible for the bases to touch physically because
the obstacle is in the way.

C can intercept A while
he is charging B because
he is within intercept

distance

C cannot intercept A
while he is charging B
because be is too far
away

A model may charge any model within its charge
range, but it may not charge a model if there is
another unengaged (ic, not in hand-to-hand combat)
enemy model within 2" of the charge route (see
diagram). It will undoubtedly be intercepted if it tries
to run past the enemy!

Sometimes a charging warrior may not reach the
enemy because you have miscalculated the distance.
If this happens move your warrior his normal Move
distance towards the enemy. This is called a failed
charge. The model cannot shoot in the same turn in
which he failed a charge, but he can cast spells as
normal.

Models cannot be moved into hand-to-hand combat
except by charging — any move that brings a warrior
into hand-to-hand combat is a charge by definition.



Barging more
tBan one opponent

If you can move your warrior into base contact with
more than one enemy model with its charge move, it
can charge them both. This might be inadvisable as
it'll then be fighting two enemies at once!

Biding

The Hiding rule represents warriors concealing
themselves in a way that our unmoving and
dramatically posed models cannot. A hiding warrior
keeps as still as possible, just peeking out of cover.

A model can hide if he ends his move behind a low
wall, a column or in a similar position where he could
reasonably conceal himself. The player must declare
that the warrior is hiding and place a Hidden counter
beside the model for it to count as being hidden.

A model that runs, flees, is stunned or charges cannot
hide that turn. His sudden burst of speed does not
give him time to hide.

A model may stay hidden over several turns, so long
as he stays behind a wall or similar feature. He may
even move around so long as he stays hidden while
doing so. If an enemy moves so that he can see the
hidden warrior, the model is no longer hidden and
the counter is removed. When hidden, a warrior
cannot be seen, shot at or charged.

While hiding, a model cannot shoot or cast spells
without giving away its position. If a hidden model
shoots, or moves so that he can be seen, he is no
longer hidden and can be shot at as normal.

A model may not hide if he is too close to an enemy
model — he will be seen or heard no matter how well
concealed. Enemy warriors will always see, hear or
otherwise detect hidden foes within their Initiative
value in inches. So a warrior whose Initiative value is
3 will automatically spot all hidden enemies within 3"

terrain

The ruined city of Mordheim is a dark and dangerous
place, where tumbled down towers and blasted
houses form a vast maze of streets and alleyways.

OPEN GROUND

The tabletop surface, floors of buildings, connecting
overhangs, ladders and ropes are all considered to be
open ground and will not affect movement even if the
model is charging. It can also go through doors and
hatches without slowing down.

DIFFICULT GROUND

Difficult ground includes steep or treacherous slopes,
bushes and the angled roofs of buildings. Models
move at half speed over difficult terrain.

Aovement

VERY DIFFICULT GROUND

This is really dangerous terrain, such as narrow
crawlholes through the rubble. Models may move at a
quarter rate, so if the model moves 4" over open
ground it can only move 1" over very difficult ground.

WALLS AND BARRIERS

Walls, hedges and other low obstacles form barriers
that you can either go around or leap over. A model
can leap over a barrier that is less than 1" high. This
does not affect its movement in any way.

cfimbing
Often the ruined buildings of Mordheim do not have
stairs or ladders, so your warriors will have to climb
to reach the upper floors of buildings.

Any model (except animals!) can climb up or down
fences, walls, etc. He must be touching what he wants
to climb at the start of his movement phase. He may
climb up to his total Movement in a single movement
phase (but cannot run while he is climbing). Any
remaining movement can be used as normal. If the
height is more than the model's normal move, he
cannot climb the wall.

To climb, a model must take an Initiative test. If he
fails it whilst climbing up, he cannot move that turn.
If he fails it while climbing down, he falls from where
he started his descent (see the Falling section).
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Movement

jumping Sown

The Skaven runs/charges from the top of a building, jumping
down during the move. It moves 3" to reach the edge, then
Jumps down and bas to see whether it can safely make it to the
ground. As it bas to fump down 5", it must pass two Initiative
tests to avoid taking D3 85 bits. If it fails it will stop its move at
the bottom of the wall (if it is not taken out of action). If it
passes both tests, it can continue its run/charge and move the
remaining 7.

Your warrior may jump down from high places (up to
a maximum height of 6") such as walkways and
balconies at any time during his movement phase.
Take an Initiative test for every full 2" he jumps down.
If he fails any of the tests, the model falls from the
point where he jumped, takes damage (see Falling)
and may not move any more during the movement
phase. If successful, the model can continue his
movement as normal (jumping down does not use up
any of the model’s Movement allowance).

Qiving cBarge

You may charge any enemy troops that are below a
balcony or overhang, etc, that your model is on. If an
enemy model is within 2" of the place where your
warrior lands, he may make a diving charge against it.
Take an Initiative test for each full 2" of height your
model jumped down from, up to a maximum of 6",
like a normal jump. If he fails any of them, your model
has fallen and suffers damage, may not move any
more during the movement phase and cannot charge
the enemy. If he succeeds, the model gains a +1
Strength bonus and +1 to hit bonus but only during
the following hand-to-hand combat phase.

jumping over gaps

Models may jump over gaps (up to a maximum of 3")
and streets, (eg, from the roof of a building to
another). Deduct the distance jumped from the
model’s movement but remember that you cannot
measure the distance before jumping. If your model
does not have enough movement to jump the
distance, he automatically falls. If your model is able
to cover the distance, he must pass an Initiative test or
fall. A model may jump over a gap and still fire a
missile weapon if it is not running. It may also jump
as part of its charge or running move.
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warriors frocked Down or stunned

If a warrior is knocked down or stunned (see the
Shooting section for details) within 1" of the edge of
a roof or building, there is a chance that it will slip
and fall off. Take an Initiative test. If the test is failed,
the model falls over the edge to the ground and takes
damage as detailed below.

faffing

A model that falls takes D3 hits at a Strength equal to
the height in inches that it fell (eg, if the model fell 4",
it would take D3 hits at Strength 4). No armour saves
apply. Falling will not cause critical hits (see the Hand-
to-Hand Combat section for the Critical Hits rules). A
model that falls may not move any further or hide
during that turn, even if it is not hurt.
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arriors that fight in the ruins of Mordheim are
ﬁusua]ly armed to the teeth! Individual warriors
often have several different weapons such as swords,
knives, bows and even blackpowder weapons.

During your warband’s shooting phase each of your
warriors may shoot once with one of his weapons.
This means that he can fire a bow, shoot with a
crosshow, or hurl a throwing knife, for example.

Work through the models one at a time. Pick which
fighter is going to shoot, nominate his target, work
out whether he hits the enemy and, if he does, any
wounds or injuries that are caused. Then continue
with the next shooter. You can take shots in any order
you wish. Be sure to remember or note down which
models have already shot.

who can sfoot

Each model can shoot once in the shooting phase, so
long as he can see a target and assuming he has a
suitable weapon. He may not fire in the following
circumstances: if he is engaged in hand-to-hand
combat, has run or failed a charge in the movement
phase, has rallied this turn or is stunned or knocked
down.

To shoot at a target, a model must be able to see it,
and the only way to check this is to stoop over the
tabletop for a model’s eye view. Models can see all
around themselves (ie, 360°), and they may be turned
freely to face in any direction before firing. Note that
turning on the spot does not count as moving.

cfosest tavget

You must shoot at the closest enemy, as he represents
the most immediate threat and therefore the most
obvious target. However, you may shoot at a more
distant target if it is easier to hit or if closer models are
stunned or knocked down (see diagram on next
page). For example, a closer target may be hard to hit
because it is in cover, whilst a more distant target
might be in the open and therefore an easier shot.

You can shoot at models that are fleeing, knocked
down or stunned, but you can choose to ignore them,
because they do not represent an immediate threat. It
is better to shoot the closest standing enemy model
instead.

Note that you may not shoot at models that are
engaged in hand-to-hand combat, as the risk of hitting
your comrades is too great.

covey

The many walls, ruined buildings and other masonry
in Mordheim offer plenty of cover. If any portion of
the target is hidden by a piece of scenery or another
model, the shooting model will suffer a penalty as
explained below.

Target A in the open — no To Hit modifier for cover
Target B out of sight — cannot be shot at

The pictures on the left

and below show
examples of warriors
in cover. It does not
matter bow much of
the target is in cover,
the model that is
shooting always
suffers a -1 To Hit
modifier.




Sfooting

Sometimes it will be obvious whether a target can be
seen; at other times it will be more difficult, as
buildings and other scenery are in the way. If the
shooter can see only part of the target’s body, the
target is in cover and the shooter suffers a -1 penalty
on his To Hit roll.

Here, the closest target (A) is bebind cover and so is barder to
hit than the more distant targets B, C and D. In this situation
the firer may shoot at target B even though be is further away
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= sBooting from
an efepated position

A model situated in an elevated position (ie, anything
that is more than 2" above the table surface, such as
an upper floor of a building), may freely pick any
target he can see and shoot at it. The exception to this
rule is that if there are enemies in the same building
and in line of sight of the shooter, he must shoot at
these, as they present a more immediate threat,

range

Once you have decided to shoot and have chosen a
target you must measure to see whether the shot is
within range. Each type of missile weapon has a
maximum range, as described in the Weapons &
Armour section of the book.

Assuming that your target is within range your warrior
can proceed with the shot. If the target is out of range
then he has automatically missed this turn.

Bitting tfe target

To determine whether a shot hits its target, roll a D6.
The dice score needed will depend upon how good a
shot the firer is (as indicated by his Ballistic Skill). The
chart below shows the minimum D6 roll needed to
score a hit.

BS of shooter 1
D6 roll needed 6




Sfooting
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Bit moDifiers

It is easier to hit a target that is in the open compared
to a target behind cover. Usually it is also easier to hit
a target if it is close compared to one further away.

These situations are represented by the following
modifiers:

HIT MODIFIERS
-1 Cover If any part of the model is
obscured by scenery or other
models then it counts as being

in cover.

-1 Long range If you are shooting at a target
that is more than half of your
weapon’s maximum range

away.

-1 Moving &
shooting

If your model has moved at all
during this turn.

+1 Large target  The main body of the target is
more than 2" tall or wide. This
includes such targets as
buildings and large creatures

like Ogres.

voff to wound

Once you have hit a target test to see if a wound is
inflicted. A shot may fail to cause a wound because it
hits part of the target’s equipment, just scratches the
skin or causes some very minor injury which the
warrior bravely (or stupidly) ignores. If you fail to
cause a wound, the target is unharmed.

To determine whether your shot has caused a wound,
compare the Strength of the weapon with the
Toughness of the target. You will find a complete
description of the various weapons together with
their Strength values and special rules in the Weapons
& Armour section.

The chart above shows the D6 score required to turn
a hit into a wound Note that a dash (=) means that
there is no chance of wounding the target.

Deploying your archers in the upper floors of buildings

is a good idea. They will be in cover and can freely

pick their targets.

3




SBooting

criticaf Bits
If you roll a 6 when rolling to wound (for hand-to-
hand combat and shooting only) you will cause a
critical hit. Roll a D6 and consult the Critical Hit chart
below to determine the damage caused by the critical
hit. You should also roll to see whether the target
makes its armour save or suffers damage as normal.

In addition, if the attacker normally needs 6s to
wound his target, he cannot cause a critical hit. His
opponent is simply too tough to suffer a serious
injury at the hands of such a puny creature!

Each warrior may only cause one critical hit in each
hand-to-hand combat phase (see the Close Combat
section), so if he has several attacks, the first 6 you roll
to wound will cause a critical hit.

CRITICAL HIT CHART

1-2 Hits a vital part. The wound is doubled to 2
wounds. Roll any armour saves before
doubling the wound.

3-4 Hits an exposed spot. The wound is doubled
to 2 wounds. The attack ignores all armour
saves.

5-6 Master strike! The wound is doubled to 2
wounds. The attack ignores all armour saves.
You gain +2 to any Injury rolls.

If a critical hit causes more than 1 wound,
and the weapon the attacking model is
using normally causes several
wounds, then use the one
that causes the most
damage.

armouy

Steel breastplates, chainmail, leather tunics, shields...
all these and more are readily available in the forges
of the villages surrounding Mordheim. That is if you
are prepared to pay the price, since armour is very
expensive.

If a warrior wearing armour suffers a wound roll a D6.
If the dice roll is sufficiently high the wounding hit
has bounced off the armour and has not hurt the
wearer at all. The dice score required varies according
to the type of armour.

The table below summarises the most common
armour types and the D6 rolls required to make a
save. Note that carrying a shield increases the save by
+1. For example, a warrior in light armour with a
shield will save on a roll of a 5 or 6. A warrior who has
a shield but no armour will save on a roll of a 6.

Minimum D6 score

Armour required to save
Light armour 6

Heavy armour 5

Gromril armour 4

Shield adds +1 to the armour save

armour save modifiers

Some weapons are better at penetrating armour than
others. A shot from a short bow can be deflected
relatively easily, but a shot from a crossbow penetrates
armour much more effectively.

The higher a weapon'’s Strength, the more easily it can
pierce armour. The chart below shows the reduction
to the enemy’s armour saving throw for different
Strength weapons.

Strength Save modifier
1-3 None
4 -1
5 -2
6 -3
7 -4
8 -5
9+ -6

Some weapons are better at penetrating
armour than their Strength value suggests
(Elven bows, for example). This is covered in
the entry for each particular weapon (see the
Weapons & Armour section).

Example: Dieter wears beavy armour and
carries a shield. His armour save is 4+. He is
hit by a crossbow (Strength 4) and therefore be
will save on a D6 roll of 5+ (ie, 4+-1=5+).
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injuries
Most warriors have a Wounds characteristic of 1, but
some have a value of 2 or more. If the target has more
than 1 wound then deduct 1 from his total each time
he suffers a wound. Make a note on the roster sheet.
So long as the model has at least 1 wound remaining
he may continue to fight.

As soon as a fighter’s Wounds are reduced to zero, roll
to determine the extent of his injuries. The player
who inflicted the wound rolls a D6 for the wound that
reduced the model to zero wounds and for every
wound the model receives after that. If a model
suffers several wounds in one turn, roll once for each
of them and apply the highest result.

e AP B R W

12 ¥nocfed Down

The force of the blow knocks the warrior down.
Place the model face up to show that he has
been knocked doun.

34 Stunned

The target falls to the ground where he lies
wounded and barely conscious. Turn the model
face down to show that he has been stunned.

516 ®ut of action :
The target has been badly hurt and falls to the |
ground unconscious. He takes no further part in

the game and is immediately removed from the

fnocfed Yown

A fighter who has been knocked down falls to the
ground either because of a jarring blow he has
sustained, because he has slipped, or because
he has thrown himself to the ground to avoid
injury. Turn the model face up to show that
he has been knocked down. Knocked down
models may crawl 2" during the movement
phase, but may not fight in hand-to-hand
combat, shoot or cast spells. If he is in base-
to-base contact with an enemy, a knocked
down model can crawl 2" away only if the
enemy is engaged in hand-to-hand combat
with another opponent, otherwise he has to
stay where he is. In combat he cannot strike
back and the enemy will have a good chance
of putting him out of action (see the Warriors
Knocked Down section of the Close Combat
rules on page 37).

A warrior who has been knocked down may
stand up at the start of his next turn. In that
turn he may move at half rate, shoot and cast

spells, he cannot charge or run. If he is engaged in
hand-to-hand combat, he may not move away and will
automatically strike last, irrespective of weapons or
Initiative. After this turn the fighter moves and fights
normally, even though he has zero wounds left. If the
model takes any further wounds, then roll for injury
once more, exactly as if the model had just sustained
its last wound.

stunned

When a warrior is stunned, he is cither badly injured
or temporarily knocked out. Turn the model face
down to show that he has been stunned. A fighter
who is stunned may do nothing at all. A player may
turn the model face up in the next recovery phase,
and the warrior is then treated as knocked down.

out of action

A warrior who is out of action is also out of the game.
Remove the model from the tabletop. It’s impossible
to tell at this point whether the warrior is alive or
dead, but for game purposes it makes no difference at
this stage. After the battle you can test to see
whether he survives and if he sustains

any serious lasting injuries as a
result of his wounds (see
page 118 for details).
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wfo can fight

Models whose bases are touching are engaged in
hand-to-hand combat. This can only happen once a
warrior has charged his enemy, as models are
otherwise not allowed to move into contact.

All close quarter fighting is worked out in the hand-to-
hand combat phase. Regardless of whose turn it is, all

models in hand-to-hand combat will fight. A warrior

can fight against enemies to his side, front, or rear. In
reality the fighters are constantly moving, dodging,
and weaving as they struggle to kill their adversaries.

Models fighting in hand-to-hand combat do not shoot
in the shooting phase. They are far too busy fighting
for their lives. Any very close range shots they are able
to make using pistols are treated like close combat
weapon attacks (see the Weapons & Armour section).
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who strifes first
The model that charged his opponent strikes first in
the turn in which he charged. Otherwise, models fight
in order of descending Initiative. If their Initiatives are
equal, roll a dice to see who fights first. If a model
stood up in the recovery phase of that turn, then he
will strike last irrespective of any other circumstances.

whicB model’s fight

A model can fight if its base is touching the base of an
enemy model. Even models attacked from the side or
rear can fight.

If a warrior is touching more than one enemy, he can
choose which to attack. If he has more than 1 Attack,
he can divide them in any way the player wishes, so
long as he makes this clear before rolling to hit.




Bitting tBe enemy
To determine whether hits are scored, roll

a D6 for each model fighting. If a model has
more than 1 Attack roll a D6 for each attack.

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

fighting with two weapons

Some maniac warriors carry two weapons, one in
each hand, so they can rain a flurry of blows on their
enemies. A warrior armed with two one-handed
weapons may make 1 extra Attack with the additional
weapon. Note that this is added to the total of the
warrior’s attacks after other modifiers, such as frenzy,
have been applied. If he is armed with two different
weapons (sword and dagger, for example), he will
make a single attack with whichever weapon he
chooses, and all others with the remaining weapon.
Roll to hit and wound for each weapon separately.

weapont modifiers

Unlike hits from shooting, the Strength of the attacker
is used to determine wounds, rather than that of the
weapon itself However, some weapons confer a
bonus on the attacker’s Strength (see the Weapons &
Armour section for full details).

Close combat

to wound

Once your model

has hit a target you
must test to see
whether a wound is
inflicted. Sometimes a
strike may fail to wound
simply because it causes
an insignificant injury or
glances off the enemy’s
equipment.

To determine whether the blow
has caused a wound compare the
Strength of the weapon with the
Toughness of the target. You will find a
complete description of the various
weapons together with their Strength
values and special rules in the Weapons
& Armour section.

Follow the same procedure for wounding and causing
critical hits as in the Shooting section. Note that a
dash (=) means that there is no chance of wounding
the target.
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Tfose combat

Woun? chart

target's ‘T ougBness
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armouy Strength Save moDifier
Combatants that are wounded have the chance to 13 None
avoid damage if they are wearing armour or carrying 4 -1
shields. This is exactly the same as described for 5 2
shooting, and the same rules apply. 6 i3
For each wound suffered the player rolls a D6. If he 74 -4
rolls greater than or equal to the armour save of his 8 5
fighter then that wound has been absorbed or 9+ &

deflected by the armour.

armour sape modifiers

Some models are so powerful that armour provides
less protection against them.

The higher a creature’s Strength the more easily it can
pierce armour. The following chart shows the
reduction in the enemy’s armour saving throw caused
by the attacker’s Strength.

"Swordsmen
are always at
their best
when tht_y

are equipped

b .

Some weapons also confer a bonus to the user’s
Strength, making it more likely that any hits will
pierce the opponent’s armour. These bonuses are
given in the Weapons & Armour section.

parrp

Bucklers are small shields which offer no increase to
the armour saving throw, but allow you to parry
attacks. Swords are also used to parry enemy attacks.

When an opponent scores a hit, warriors equipped
with bucklers or swords may try to parry the blow.

£ Roll a D6. If the score is higher than the number your

opponent rolled to hit, the buckler or sword has

. pdrried the strike. Note that it is therefore impossible

-, parry a blow . which scored a 6 on the roll to hit.

with swords and bucklers. The enemy will find it really
difficult to penetrate their defences and it makes them good

when attacking, too”
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A buckler or sword may only parry one blow per
hand-to-hand combat phase. A parried blow is
ignored and has no effect. If your opponent scored
several hits, you will have to try to beat the highest
score (if the highest score is a 6, you automatically
lose the chance of parrying that opponent’s attacks).
If a model is fighting against several opponents, it may
only parry the strike from the enemy who makes the
first hit(s) (ie, the attacking model with the highest
Initiative). In the case of equal Initiative
characteristics roll a dice to decide who strikes first.

If your model is armed with a buckler and a sword,
vou may re-roll any failed parries once. A model
armed with two swords can still only roll once.

A model may not parry attacks made with twice (or
more) his own basic Strength — they are simply too
powerful to be stopped.

warriors frocfed own

If an enemy is fighting a warrior who is knocked
down, he may attack him to put him out of his misery.
All attacks against a warrior who is krnocked down hit
automatically. If any of the attacks wound the knocked
down model and he fails his armour save, he is
automatically taken out of action as explained
previously. A knocked down model may not parry.

warsiors stunned

A stunned warrior is at the mercy of his enemies. A
stunned model is automatically taken out of action if
an enemy can attack him in hand-to-hand combat.

attacfing stunned
and frocfed Sown warriors

Note that a model with multiple attacks may not
stun/knock down and then automatically take a
warrior out of action during the same hand-to-hand
combat phase. The only way you can achieve this is to
have more than one of your models attacking the
same enemy. So, if the enemy is stunned/knocked
down by the first warrior, he can be hit and put out of
action by the next warrior to attack.

If your model is engaged in close combat with an
enemy who is still standing, he cannot attack any
other models that are stunned or knocked down,
since in reality they will not pose an immediate threat
to him and their companions will try to protect them.

moving from combat

Once models are engaged in hand-to-hand combat
they cannot move away during their movement
phase. They must fight until they are either taken ot
of action, until they take out their enemies, or until
one or the other breaks and runs.

T fose combat

The exception to this rule is that if all a model’s close
combat opponents are knocked down or stunned, he
may move away from the combat if you wish, and
even charge other enemies within range.

breafing from combat
A warrior who panics whilst fighting in hand-to-hand
combat will break off and make a run for it as
described in the Leadership & Psychology section.

When a fighter breaks from combat he simply turns
and runs off. His opponents automatically hit

the warrior as he breaks, each
inflicting 1 hit which is
worked out immediately.

Note that warriors
cannot choose to
leave a fight
voluntarily.
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tBe rout test

A player must make a Rout test at the start of his turn
if a quarter (25%) or more of his warband is out of
action. For example, in a warband that has twelve
warriors a test is needed if three or more are out of
action. Even warbands who are normally immune to
psychology (such as Undead) must make Rout tests.

If the Rout test is failed, the warband automatically
loses the fight. The game ends immediately and
surviving warriors retreat from the area. A failed Rout
test is the most common way in which a fight ends.

To take a Rout test roll 2D6. If the score is equal to or
less than the warband leader’s Leadership, the player
has passed the test and may continue to fight.

If the warband’s leader is out of action or stunned,
then the player may not use his Leadership to take the

N
test. Instead, use the highest Leadership characteristic

amongst any remaining fighters who are not stunned
or out of action.

pofuntary rout

Once two or more of the warband are out of action,
a player may voluntarily abandon the battle at the
start of any of his own turns.

feaPers

A warrior within 6" of his leader may use his leader’s
Leadership value when taking Leadership tests. This
represents the leader’s ability to encourage his
warriors and push them beyond normal limits.

A leader cannot confer this bonus if he is krnocked
down, stunned or fleeing himself. The sight of your
leader running for cover is obviously far from
encouraging!

aff afone

Being outnumbered and alone is a nerve-racking
situation for any warrior.

If your warrior is fighting alone against two or
more opponents, and there are no friendly
models within 6" (krnocked down, stunned or
fleeing friends do not count), he must make a test
at the end of his combat phase. The test is taken
against the model’s Leadership on 2D6. If the
warrior scores equal to or under his Leadership
his nerve holds. If the score is greater than his
Leadership, the warrior breaks from combat and
runs. Each one of his opponents may make one
automatic hit against him as he turns to run. If
the model survives, he runs 2D6" directly away
from his enemies.

At the start of each of his turns, the warrior must
take another Leadership test. If he passes, he
stops but can do nothing else during his own
turn except cast spells. If he fails or is charged, he
runs 2D6" towards the nearest table edge,
avoiding any enemy models. If he reaches the
table edge before he has managed to recover his
nerves, he is removed from combat.

If a warrior is charged while he is fleeing, the
charger is moved into base contact as normal, but
the fleeing warrior will then run a further 2D6"
towards the table edge, before any blows can be
struck.




fear

Fear is a natural reaction to huge or unnerving
creatures. A model must take a Fear test (ie, test
against his Leadership) in the following situations.
Note that creatures that cause fear can ignore these
Lests.

a) If the model is charged by a warrior or a
creature which causes fear.

If a warrior is charged by an enemy that he fears
then he must take a test to overcome that fear.
Test when the charge is declared and is
determined to be within range. If the test is
passed the model may fight as normal. If it is
failed the model must roll 6's to score hits on
the first round of combat.

b) If the model wishes to charge a fear-
causing enemy.

If a warrior wishes to charge an enemy that it
fears then it must take a test to overcome this. If
it fails the model may not charge and must
remain stationary for the turn. Treat this as a
failed charge.

frengy

Some warriors can work themselves into a berserk
state of fury, a whirlwind of destruction in which all
concern for their own personal safety is ignored in
favour of mindless violence. These warriors are
described as being frenzied.

Frenzied models must always charge if there are any
enemy models within charge range (check after
charges have been declared). The player has no
choice in this matter — the warrior will automatically
declare a charge.

Frenzied warriors fight with double their Attacks
characteristic in hand-to-hand combat. Warriors with
1 Attack therefore have 2 Attacks, warriors with 2
Attacks have 4, etc. If a warrior is carrying a weapon in
each hand, he receives +1 Attack for this as normal.
This extra Attack is not doubled.

Once they are within charge range, frenzied warriors
are immune to all other psychology, such as fear and
don’t have to take these tests as long as they remain
within charge range.

If a frenzied model is krnocked down or stunned, he is
no longer frenzied. He continues to fight as normal
for the rest of the battle.

SeaVersfip & pspcBology

Batred

Hatred is a very powerful emotion, and during this
era of strife and war, bitter rivalry is commonplace.

Warriors who fight enemies they bate in hand-to-hand
combat may re-roll any misses when they attack in the
first turn of each hand-to-hand combat. This bonus
applies only in the first turn of each combat and
represents the warrior venting his pent-up hatred on
his foe. After the initial round of hand-to-hand combat
he loses some impetus and subsequently fights ;
as normal for the rest of the combat. :: T
Ayl

stupiity
Many large and powerful creatures, as well as some of
the more unhinged individuals in Mordheim, are
unfortunately rather stupid.

Models that are stupid test at the start of their turn to
see if they overcome their stupidity. Make a test for
each model affected by stupidity. If you pass the test
by rolling their Leadership value or less on 2D6 then
all is well — the creatures behave reasonably
intelligently and the player may move and fight with
them as normal.

If the test is failed all is not well. If the model is in
combuat it will not strike any blows during this turn of
hand-to-hand combat. If he is a spell caster then he
may not cast any spells this turn.

If a model who fails a Stupidity test is not in hand-to-
hand combat, roll a DG.

13 The warrior moves directly forward at half
speed in a shambling manner. He will not
charge an enemy (stop his movement 1" away
from any enemy he would have come into
contact with). He can fall down from the edge
of a sheer drop (see the Falling rules) or hit an
obstacle, in which case he stops. The model
will not shoot this turn.

46 The warrior stands inactive and drools a bit
during this turn. He may do nothing else, as
drooling is so demanding,.

"You can cither have lots of men or really good equipment,

weapons and armour. Make your own mind up which. |

would try and strike a balance between the two.”
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* Life and death in Mordbeim is doecided by the quantity and -quaﬁ.l.jr
of the weapons a warrior carries. This section describes the different
weapons and other equipment such as armour and shields.
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The trufy desperate, who don't even vwen a knife, bave to fight with their beare
bercds, Needless to say, their chances of swrvival are comparable to Falftings poing
writhout food for elght bowrs!

Note: The following rule only apply o warriors who have lost their weapons.
Creatures such as Zombies, animals, ete, ignore these rules. Warriors using their
fists can only ever make 1 atrack.

L e e R Y

Range: Close Combar; Steeagih: As nser -1; Special Rule: + | Enemy armanr save

SPECIAL RULE
B + 1 Enemy armour save: An enemy wounded by a fist gains a +1 bonus to
his armour save, and a 6+ armonr save if he normally has none.

P e 9“85'“ T T T )

Dagpers and kridves are extremely conpron, and men arve aflowed o
carry them fn enclaves where weapons are othertise forbidden, Many
a waarrior v Mordbeine bas died with a dageer in Bis back.

Range: Close Combat: Steength: As user: Special Bule: +1 Bnemy armoour save

U R e e e e

SPECIAL RULE

+1 Enemy armour save: Dagpers are not the best weapons to

use for penetrating an enemy model's armour. An enemy

wounded by a daggzer gains a + 1 bonus wo his armour save,
and a 64+ armour save if he has none normally.

g Hammer, staff, mace or ofub g

Perbaps the simplest fype of weaporn, these brutal,
biudpeoning instrumenis range [from primifive
woodern clubs to elaborately forped Dwarf bermmers
Vo made from the finest steef. A Blow from a mace can
easily crush o skl or knock o man anconscious,
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Range: Close Combat;
Strength: As user: Special Rule: Concussion

*SPECIAL RULE

. Comcussion: Hammers and other bludgeoning weapons

<t are excellent o use for striking vour enemy senseless,
When using a hammer, club ar mace, a roll of

2-% is weared as stunned when rolling o see the

extent of a model’s injuries,



Beapons & armour

The axe is the traditional weapon of Empire woodsmen, and is also wsed as a weapon in
poorer rural greas. Axes bave a beavy Blade and, if stoung by o strong man, con couse o
fot of danage. The blade of an axe can easily cut through armonr, though i requires
considerable strength from the wielder

Of all the warriors in the (Old World, Dwarfs are the most adept at making axes.
Their axes are invaluable o the warriovs of the O3 World and are same of the
RIOSE soUght after weapons.

Range: Close Combar, Strength: As user; Special Bule: Cutling edge

SPECIAL RULE -
Cutting edge: An axe has an extra save modifier of -1, so a model with
Strength 4 using an axe has a -2 save modifier when he hits an opponent in
hand-to-hand combat.

The siword is aften referred to as the “king of weapons’. The most
commmon sword available, the broadsivord of the Empive, is a
muasteryriece by the standards of any smith: four full feet of gleaming
steel, donfle-edged and razor-sharp.

Swowds grve mech more effective weapons than crade clubs and axes,
thowgh learning lo use a sword i a long and difficedt process. It takes
Jears to fruly master this weapon — most warrtors in Mordbetm die
fong before they pet this far!

Range: Close Combar; Strength: As ascr; Special Rule: Parry

SPECIAL RULE

Parry: Swords offer an excellent balance of defence and offence, A
madel armed with a sword may parry Blows, When his opponent rolls
o hit, the model armed with a sword may roll a DG, I the score is
greater than the highest o hit score of his opponent, the model has
parried the blow, and thar atrack is discarded. A model may not parey
attacks made with double or more its own Strength — they are simply
too powerful to be stopped.

e WwLaif

The flail iz a beaiy weapon wielded with both bands. Tt
noratally consists of beavy weights, often spiked, attached toa

fpole or bandie by means of beavy chains. Flails drain the user's
stamina guickly, but are awesomely destructive in the bhands of
o skilled for nnbinged) warrior

Range: Close Combal; Strength: As user +2;
Special Rules: Hoavy, Two-handed

SPECIAL RULES

Heavy: A flail is extremely tiring (o use and thus the +2
strength bonus applies only in the first turn of each hand-to-
hand combat.

Two-handed: As a Bail requires two bands to use, a
model using a flail may not use a shield, buckler or
additional weapon in close combat, If the model has a
shield he stll gets a + 1 bonus to his armour save
against shooting,
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"'1:- 7 A marning star consisis of a wooden or steel shafl with heaey chains that have spiteed steel
y e halls attached. 1t is very destructive and requives great skill to wield effectively.

Range: Close Combat. Steength: As user +1; Special Rules: Heavy, Difficuln wo use

SPECIAL RIILES
Heavy: The morning star is extremely tiring to use, so its +1 Strength
bonus applics only in the first turn of cach hand-to-hand combat.

Difficult to vse: A model with a morning st may not use a second
o oweapon or buckler in his other hand becaose it reguices all his skill to
wield it. He may carry a shield as normal though,

f’:---' i liearans 5;‘{’&51‘9 ot _—;gr

The balherd's beay blade {5 mornted upon a stuerdy shaft
of aak or steel and bas a point ke a spear and a
culting edpe like an axe. Nince it can be used to
chafy as well as thrust, it {5 an adaptable
wwedfon, but is difficult to use inside buildings.

Range: Close Comnbal;
Strength: As uscr 4 1, Special Rule: Too-handed

* SPECIAL RULE
" Two-handed: A model armed with a halberd
may not use a shicld, buckler or additional
wedpon in close combat.

I the model has @ shield be sl gees a +1
bonus 1o his armour save against shooting,

Gpgﬂr e—

Spears range from shavpened sticks used by

Goblins to the impressive coavalry spedrs
tvpicatd of the Efves,

Hange: Close Combal, Strength: As user,
Special Rules: Suike first Cavalry boous

SPECIAL RUULES
Strike frsi: A warrior with a spear
strikes first, even if charged, because the
long shaft of the spear allows him o
thrust it at oncoming enemies hefore
they have a chance 1o hit him. Note
thar this only applies in the first
turn of a hand-ro-hand
commbat.

Cavalry bonus: If using
the optionad rules for
mounted models, 4
mounted wartior armed
with a spear receives a + 1
Strength honus when he
% charges. This honus
only applics for that

¥ turn.



Weapons & armour

Lances are fong, beaey specrs used by monunted shock troops to rip throueh arnmour and i
[fling their foes to the ground. They are the chosen weapons of Knights Templar and other
wealthy wearriors. To wse a lance reqguires greal skill and strenpth, ard ondy the richest
warriors ride the hear) warborses needed to wield these widghty weapons effectively, s £

Range: Close Combal, Strengih: As user +2; Special Rules: Cavaloy weapon/dbonus

SPECIAL RLULES
Cavalry weapon: A warrior must own a warhorse to use a lance, as it can only be used
whilst he is on horscback.

Cavalry bons: If using optional rules for mounted models, @ warmior armed with a lance
receives a +2 Strength bonus when he charges. This bonus only applies for that turn,

M Doubfe-Banded sword, Bammer, aye, eff  mmm—lt

A blene fromn a donble-banded axe or steovd can cut a foe in balf and break armour
cpeirt, £t fotkes a forg time to fearn bow to use these weapons and even
then only extremely strong men are abie to wicld them effectivel).

Range: Close Combar; Strength: As uscr + 2,
Special Rules: Taro-handoed, Strike last

SPECIAL RULES

Two-handed: A model armed with a double-handed weapon
may not use @ shicld, buckler or additional weapon in close
combat. If the model is equipped with a shield he will seill get
a +1 bonus 1o his armour save against shooting,

Strike last: 1Double-handed weapons are so heavy thal the
mixdel using them always strilees last, even when charging.

s ——rL AL (LT T e

Onfy a Dhearf Runesmith can forge a weapon from
growmtl, a rave meteoric fron. A blade fashbioned from this
metal will stay keen for a thousand yedrs,

A promril weapon has an extra -1 save modifier, and costs
four times the price of 2 normal weapon of its kind. You
may choose which type of hand-to-band weapon is offercd
1o you as explained in the Trading section,

s FtBilmar weapon )

Elven blades are forged from prriceless ithilmar,
an extremely el But strong metal, found only oo
in the fabled Floen kingdoms. A few of these - B ®
wepoms are oocasionally found in the (14 - R
World and these ave normeally spoils of war, o
teken by the Norse raiders who pillage the '
cogsial settfements of the Elees,

An ithilmar weapon gives its user + 1 Initiative in
hand-to-hand combat, and costs three times the
price of a normal weapon of its kind. You may
choose which hand-to-hand weapon is
offered to you as explained in the Trading
SECtion,



Short Bows arve smell, short-ranged bows (hal ave cheap and reguire e
sfremgth fo use. Some cavalry carry a shorfened bow which is easter to shooi
frown Borseback than a larger how, Halflings also use short bows, as theyp
lack the strength and beight required o use a long bow

Maximum Range: 16" Strength: 3; Special Rules: Monc

L——-—_-—_- Bow L»GEM

The bow is cavried by most races and nwsed extensively in warfare.
It is a compact yel powerfud weapor, thal is cheap to meke e
ecsy Lo rrtckintelin.

Maximum Kange: 24", Strength: 3 Special Roles: None

h— ,é.@ﬂg bow ——-——4

A lomg bow i made of alterncting lavers of eitber yew or efim A
skiffed archer can bil a chosen leal on a tree from lhree bundred
peices wiith this weaporn.

The long bow {5 favoured by experienced archers due to its great
reach and gocuracy,

Maximmum Eange: 307, Strength: 3 Special Roles: None

M&* e Qf'f E!om T;*EF”'“E*W-FTM

Elven bows ave the finest missile weapons of thefr kind, Constructed
fram fthifrmar or wood from the B forests, whdth strings woven from
the bair of Eif mnaitdens, Elven hows are far superiar to any missife
weapois maade By other races, n the hands nf an Elven archer, the
Elf bow is a traly potent weapon, its long range and penetrating
Poweer malking it far superior to qy bow mede By Dumeans,

Maximum Range: 30" Strength: 3; Special Rules: -1 Save modifier

SPECIAL RIILE

Save modifier: An EIf bow has a -1 save modifier on armouar
saves against it
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b L rossbow Wﬂﬁ

A crosshow consists af a short, strong bowstave mowmled on a wooden
or steel stock, The crosshows of the Empive are made of steel and often
include o winding mechanism to dvaw back the string. It takes a fong
fine to prefuve o crossboew, bt a bolt fired from one bas a tremendous
range and can penelrale drmouy easiiy,

Crosshows dcke much longer than otber bows to malke, so they are
expensive and relatively rare weapons, 84 ey are the preferred
wedapon of many in Mordbeim because of their power and long range.

Maximuwm Hamge: 30" Strenpth: 4; Special Rule: Move or fire

SPECIAL RULE
Maove or fire: You miay not move and lire a crossbow on the same turn,
other than to pivor on the spot o fce vour targel or o stand up.

Stings are rarely used, maindy because they are no more powerfud than
hows and bave a shorter range. A sfing is fittle more than o tooped
strip of cloth ar featber frto wbich a stone i placed, The sfing is
wlirled aboul the sfinger's beoad and the sling stone is then released
tritards the target,

While this weapon s fooked down wpon by most archers, a
skifled slinger can slay o man from a considerable distance, and
the ammenition is easy fo find: rocks are everyibere and free!

Maxium Kaoge: 153", Strength: 5 Special Bule: Fire owice at half range

SPECIAL RULE

Fire twice at half range: A slinger may fire twice in the shooting
phase il he dovs not move in the movement phase. He cannot shoot
over hull runge (9"} though, if he fires twice.

it T rowing star/fiiife  sesegaly

Throwing stars are used wainly by the assassins of the sinister
Hause of Shacous, ar By siregt thugs who specialise in
ambusfing the wneary. A perfectly balanced Enife thrown
Srowmm bebind bas ended the life of many a noble and
merchant in Movdbeim. Throwing kaives are not suwitahle
Jor close combal, as their balince malkes them unwieldy
in close queriers,

Range: 6°; Strength: As user:
Special Rule: Thrown weapon

vl £ e

SPECIAL RULE

Thrown weapon: Maodels using throwing stars or
knives do not suffer penalties for range or
moving as these weapons are perfectly balanced
for throwing, They cannot be used in close
cormpat.

4%
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7 S Sprea.ter crossbow

Repeater crosshows are extremely complex devices. expensive to acgiiire
ane difficult ro make. While this makes them rare, they certainly bave
their uses: they can rain a deadly bail of bolts on enenties, and o werrior
HETRE one Ay move guite fast and still five s weafon.

Maximum Range: 247, Strength: 3 Special Rule: Vire twice

SPECIAL RULE
Fire twice: A model armed with 4 repeater crosshow may choose o fire
rwice per rurm with an extra -1 w hit penalty on both shots,

W (10560010 Pistof ool

Crosshow pistols are masterpieces mede by experi wedponsmiths,
they are miniature crosshows with afl the power and accurvacy of
the real thing As these weapons may be eastly concealed, they are
the favonred weapon of assassins.

Maximum Range: 1), Streagth: 40 Special Rule:; Shoot in band-wo-hand combat

SPECIAL RULE
Shoot in hand-to-hand combat: A model armed with a crosshow
pistol may shoot it in the frst round of a hand-to-hand combat and
this shot is always resolved frst, before any blows are struck, This

shot has an extra -2 to hit penalty. Use model’s Ballistic Skill (o see
whether it hits or not.




fackpowder weapons arve only a very recenl invention in the
Warbammer world. They are often unreliable and temperamental bul
they do kil exceedingly bard and armour offers almost no protection, as
their lead bullets can penetrate even the strongest breastplate or shield.

Most blackpowder weapons are hought from Dwarfs at greal expense,
thawugh some of the forges of Nuln and Altdorf bave started to experiment with
wmaking bandguns.

H&--' P T s R mfﬁt¢f i T :__a;wu" 1 % :. i

A pistol is a small, simple blackpowder weaporn fired by a spring mechanism. Most
pistods are expensive, unreliable, and poorly constructed.

Maximum Range: 67, Strengih: 4, Special Bules: Prepare shew, Save modifee, Hand-ro-hand

SPECIAL RULES
Prepare shot: A pisiol takes a whale wurn to reload, so you may only fire every -
other turn, If you have a brace of pistols (ie. two) you may fice every turn.

Save modifier: Pistols are even booer at penetrating armour than their
Arrength value of 4 suggests. A model wounded by a pistol muost ake its
armour save with a -2 modifier.

Hand-to-hand: Pistols can be used in hand-to-hand combar as
well as for shooting, A model armed with a pistol and
another close combat weapon gains +1 Artack. which is
resolved ar Strength 4 with a -2 save modifice, This bonus
arcack can be used only once per combuat. If you are firing a
brace of pistols, your model can fght with 2 Attacks in the
lirst turn of close combat. Successful hits are resolved at
Strength 4 and with 4 -2 save maodifier, regardless of
the firer’s Strength.
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~f L” M Queffmg plstof
: P A duwelling pistol {5 a work of art, and a gunsmith labowrs long and bard to produce
a stngle exanple. They are often carried by Tinperial nobles to solve disputes over

iﬂ"’ fove and bonour, and many & noble has died at dawn in a duel over some
Erfetance.

Fal

Duelling pistols are probibitively expensive weapons and common warriors rarely
bave thent Even i they do manage to steal or buy one, the amrmunition is
probibitively expensive.

Some af the wealthiest warriors in Movdbeim carry dwclling pistols as status
symibofs, commanding great respect, admivation and eney.

,. Maximum Range: 10" Strength: 1,
iy Special Bules: Accuracy, Prepare shot, Save modific, Hand-to-hand

' SPECIAL RULES
Accuracy: A duclling pistol is built for accuracy as a skilled ducllist is
able to hit a coin from tewenty paces. All shots from a duelling pistol have
& +1 bonus on all to hit rolls.

Prepare shot: A duelling pistol takes a complete um w reload, so
your model may only fire every other tuen. If he has 4 brace of duelling
pistols he may fire every .

Save modifier: Duelling pistols are even better at penetrating ammaour
than their Strength 4 suggests, A warrior wounded by a duelling pistol
must make his armour save with a -2 modifier.

Hand-to-hand: Duelling pistols can be used in band-to-hand
combat as well as for shooting. A model armed with a duelling
pistol and another close combat weapon gains + 1 Artack,
which is resolved at Strength 4 with a -2 save modifier. This
bonus attack can be used only once per combar. If you are
firing a brace of duclling pistols, your model can fight with 2
Artacks in the first tum of close combar. Suceesstul hits are
resolved at Strength 4 and with a -2 save modificr,
regardless of the firer's Strength,

%m FBfunderbuss E’F-dﬁi\

A blunderbuss is a primitive blackpoteder weapon, which
fires a bail of lead balls, rusty bolts, bent nails, and otber
assorted scrapy melal. It is a powerful, if erratic, weapaor o
tetkes swch a long time to load that most warriors discard it
eifter the first shot,

Maximum Raonge: Special; Strength: 5;
Special Rules: Shot, Fire once

SPECIAL RULES
Shot: When your model fires the blunderbuss, draw a
? line 16" long and 1" wide in any direction from the firer
(the line must be absolutely straight). Any and all
models in its path are auvtomatically hit by a
Srrength % hit.

Fire Once: It takes a very long time 1o load a
blunderbuss sa it may only be fired it once per
battle.

46
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A bandpurn is a simple firearm. The quality of construction varics ranging from the crude
wooden “halbuts” of the artillery school of Nufn, to the more sopbisticated Dwarf firearms
it bave levers and springs which bold the burning match, and friggers which release the
firing mechariism e five the gun.

Handguns are nol ferribly reliabie wedapons: the gun barrel occasionally tends to explode
vindently or the powder fails fo ignite. But the weapon bas a great range and tremendots
penetrating power, making o mockery of even the thickest armour,

In Mordbeim, bandguns are vare and expensive, but o warband which can boast
such a weapon will convnand vespect from all its rivals.

Maximum Range: 247 Strength: 4,
Special Bules: Prepare shot, Move or firc, Save modifier

SPECIAL RULES
Prepare shot: A handgun takes a complete turn 1o reload, so vou may
only fre it every other turn,

Move or fire: You may not move and fire a handgun in the same turn,
other than to pivot on the spot to face your target or stand up,

Save Modifier. Handguns are even better at penetrating armour than their
Srrength 4 suggests, A wurrior wounded by a handpun must take its armour
save with a -2 modifier,

M Bochfand fong riffe

Hockland is a province famed for its bunters, and the preferred
weapom of s nolblity when they go bunting
is a fong-ranged rifle. They are

extremely rove and precions weapions,

and ondy tbe most experienced
tweaporsieihs cire capable of
manufaciuring thew,

Maximum Range: 48" Strength: 4,
Special Rules: Move or fire, Prepare shoe,
Pick target, Save modifier

SPECIAL RULES

Move or fire: You may not move and fire 4 Hochland long
rifle in the same tuien, other than o pivol an the spot w face
your target or stand up from knocked down,

Prepare shot: A Hochland long rifle takes a complete (um 1o
reload, so you may only fire it every other turn.

Pick target: A model armed with a Hochland long rifle can target
any enemy model in sight, not just the closest one.

Save modifier: Hochland long rifles are even better at
penetraling armour than their Strength 4 suggests. A warrior
wounded by a long rifle must make his armour save with a -2
modificr

Weapens & armour
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ben fighting in close combal, o good suit of armour may mean the difference between life and

death. The finest armour in the Enown world is made in Dwarf forges, where the secrets of
steel and fire are well understood. Hardened leather jackets are often worn by the bunters of
Osterland, while city soldiers prefer mail coats and steel breasiplates. The forges of the Empire
bave many skilled smiths capable of forging fine armour, for the bumans learned this craft from
Mcarf master smiths in the early days of the Empive.

In Mordbetn, only the most wealthy and powerful are able to afford the luxury of owning « suit
of armour (the less well-off bave to make do with featber tunics and occasionally belmets and
wwooden shields). The richest leaders of the most successful warbands weear suils of bigh guality
armour and a good suil of armour is just as much a symbol of wealth and power as it is
Profection against weapons.

e R ] ré_lgﬁt armouy == »—L_ﬂmw

Light armour encomtpnisses d wide variely of metervials fron bardened leather tumics to cheain shirts forped from
steel It does not affer comiplete protection against rrows or swords, but it is berter than baving nothing at all
Light armour does ot inbibit movemend,

ARMOLUR SAVING THROW
~ Save: A warrior who is wearing lighr armour has a basic D6 saving throw
of .

B
%
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Fypical beavy armour is made from melal finks and
is called chain mail. Forging chain miail is o
laborious and Hee consumiing Process, ds
the blacksnuith nuest pul togetber bundreds,
sometimes thousands, of metal Huks. This
muerkes chain muil expensive, but this f1pe
et dreronr provides excellent protection for
anyone who can aiford it

There are other (ypes of beavy armour
as well of which the best erown are
the steel breastplates and greaves
worn by the foot kaights of the
Templar orders,

SPECIAL RULES -~

Save: A warrior that is ﬁ
wearing heavy armour 1)

has a basic D6 saving throw of

5.

Movement: A warrior that is
armed with both heavy ammour
and a shield suffers a -1

a Movement penalry,

$0
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: A
There are two types of shield conumon to the wearriors of Mordbein: the first is mede of wood, occastonally
refnforced with metoad plates. This basic hipe of shield, alibough strong, does fend fo spliinter, but this can
sometimes save the wuser's life as bis enent)'s weapon can gel irapped allowing bim fo strike back whilst bis
enenty struggles to free bis weapon.

Metal shields are bhear)y and cumbersome, but last neech longer and can take a battering. A bypical Emprire
shield is either vound or rrigrgudar, and carvies the emblem of the province or city of its owner:

ARMOUR SAVING THROW
Save: A model with a shield has a basic save of G on a DG,

Bucklers are stiall, rormed shivlds designed for parvving or deflecting blonws. They arve usnally made of steel for
they need o be tremendously durable to survive the bratal blows of band-to-band combat. Using a buckler
requiives great skl but a wimble wearrior can protect bimnseff from Blows winich wondd otberwise cripple bim,

SPECIAL RULE

Parry: A model equipped with a buckler may pacry the first blow in cach round of hand-to-hand combat. When
his opponent scores a hit, 1 model with a buckler may roll 1D6. I the svore is greater than the highest o hit
score of his opponent, the model has parried the blow, and that attack is discarded, A model may not parry
attacks made with double or more its own Strength — they are simply o powerlul 1o be stopped.

Befmet mm___ﬂﬂ

Frarn the shintding steel belinets of Bretonnian kaights o the leather caps of the Meaven, all sensible warriors try
to protect the mast vulnerable part of their body — their bead. Even the most vain fiebters still use a belmel,
as it can be festooned with plumes. borns and otber decovations.

Helmets come in varying shapes and sizes, bul theiv basic funcliion rewaing the same.

SPECIAL RIUTLE
Avoid stun: A model that is equipped with 4 helmel has a special 4+ save
on a4 D6 against being stenned, I the save is made, treat the stunned
resull as krocked down instead, This save is not modified by the

opponent’s Strenglh,

e Fhifmar armour e

fthifear {5 a stfvery metal which is as lght as sk and
stronger than steel Elves are experts at fashioning
weapons and armour from ithilmar, and the Elven
kingdom of Caledor is the only place in the world
where this metal can be found,

Ithilmuar armour gives the wearer a 5+ basic save,
and does not slow him down if he is also armed
with a shicld,

G Gromyif armouy s,

Grroneril is the rarest and strongest metal
known of in the Old World, Only a very few
Dhvarf smiths Enow the secret of forging
grommril, and a suil of arour made from
fetches a buge price.

Grromril armour gives the wearer a 4+ basic ; bl ;
SAvE, EI.I‘IEI. d{'.rf_‘ﬁ noo sh_-“.'._.- h1ITI Cl.ﬂ'“-'ﬂ if h'-_. i5 X s s o ————

also armed with a shicld. o AL ALl DY vl i ¢ 23
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villages around Mordheim,

vope & Boof
A warrior using a rope & hook will find it much
easier (o move amongst the rains of Mordheim,

A warrior cquipped with @ rope & hook may re-roll
failed Initiative tests when climbing up and down,

poisons and drugs

The use of potson is almost universally abborred, bul
in the ruthless and Brotal battles fought in
Mordhetm, desperate warbands often resort lo the
use of envenomed blades.

Pryison mety viol be wsed with blackpowder weapons.
When you by a vial of poisan, there s always ondy
enonugh fo last the duration of one battle. You can
oty poison a single weapon with one vial of poison,

Black Lotus

In the deepest forests of the Southlands grows a plant
that is extremely poisonous. It is known as Black
Lotus and is much sought afier by alchemists,
assassins, wizards of the Western Coast and bored
Wives,

A weapon coated with the sap of the Black Lotus will
wound its target automatically if you roll a 6 to hit,
Nole that vou can still roll a dice for every wound
inflicted in this way, If vou roll a 6, you will inflict a
eritical hitwith that roll, 1f you do not roll 4 6, you will
cause a normal wound. Take armour saves as normal.

Dark Venom

This is a poison extracted from Heldrakes, gigantic
sea scrpents that plagoe the Western Ocean and the
coast of Naggaroth, The slightest wound infected by
Dark Venom causes Cxcruciating pain, incapacitating
the bravest of men,

Any hit causcd by o weapon coated with Dark Venom
counts as having +1 Strength, so, for example, if a
warrior with Strength 3 wiclding a poisoned sword
hits an opponent, he will cause a4 Swrength 4 hit
instead, Armour saving throws are modified o ke
into account the increased Strength of the artack,

T

This section covers all the strange and unosual equipment your warriors can
find in the ruins or buy from the merchants and pedlars in the settlements and

e

Only Heroes may buy and carry the equipment described in this section. You may
not give it to Henchmen unless the rules specifically say so.

Mad Cap Mushrooms

The feared cult of Goblin Fanatics of the Wiorlds Edge
Mountains use these hallucinogenic mushrooms o
drive themselves into a frenzed state.

Effect: Anv warrior who takes Mad Cap Mushrooms
before a battle will be subject to frenzy. The Mad Cap
Mushroom has no elfect on Undead such as Vampires
and Zombics, or the Possessed.

side effect: Alter the hartle, rall a D6, Cinoa roll ofa 1
the model becomes permancntly séupid.

Crimson Shade

Crimson Shade is the name given by Old Worlders 1o
the leaves of the blood oak of Estulia, It is an
extremely addiciive drug, but grants iis uscrs
inhuman guickness and strength,

Effect: A model using Crimson Shade has his
Initiative increased by + D3 points, and Movement
and Strength by +1 (this cffect lasts for one game),
Crimson Shade has no effect on Undead such as
Vampires and Fombics, or the Possessed.

Side effects: After the bartle, roll 2D6. On a roll of
2-3, the model becomes addicted and you muost try o
buy him a new baich of Crimson Shade before every
battle from now on. If vou fail to buy any, he will leave
your warband. On a roll of 12 the model’s Initiative is
increased permancntly by +1.

Mandrake Root

The man-shaped Mandrake Root grows in the rotiing
swamps of Sylvania. It is a noxious, deadly plam
which is highly addictive and slowly kills its users, but
also allows them to shrug off almost any pain,

Effect: Mandrke Roor makes a man almost oblivious
to pain. His Toughness is increased by +1 for the
duration of a bartle and he treats all stunned results
as Enocked down instead. Mandrake Root has no
effect on Undead, such as Vampires and Zombies, or
on the Posscssced.,

Side effccts: Mandrake Roor is highly poisonous. At
the end of the baule, roll 2D6. On a roll of 2-3 the
model loses 1 point of Toughness permanently,



fucfy cBarm

These take many shapes, but the most common are
symbolic hammers that a pious Sigmarite Priest has
touched, or carved heads of ancient Drwarf gods,
discarded and no damage is suffered.

4
Crnidng pweo or more charms does not

confer any extra benefits, the model may still ondy
discard the first hit.

FBfessed water

The priests af Ulric, Sigmar, Mare and Manann hold
grear power over evil. Pure water from a clear
fountain, blessed by one of these priests, is said o
burn things of darkness and evil,

Anyone with a lucky charm may ignore
the first hit suffered in a battle. The hirt is

A vial of blessed water contains enough liquid for just
one use, and has a thrown range of twice the
thrower's Strength in inches. Roll w hir using the
model’'s BS. No modifiers for range or moving apply.
Blessed water causes | wound on Undead, Daemon
or Possessed models auromatically,. There is no
armour save, Undead or Possesscd models may not
use blessed water.

efoen cfoaf

Made from the hair of Elven maidens and interwoven
with living tree leaves, an Eben cloak is o wonder to
hehold, A warrior wearing such a cloak will blend into
the shadows, making it very difficult to shoot at them
with missile weapons. Elven cloaks rarely come up for
sale, bur are sometimes recovered from dead warriors
or offered by Elves as rewards to men who have
served them in some way

A warrior wiming @ missile weapon ar a warrior
wearing an Elven cloak suffers -1 on his to hit moll.

Bunting arrows

The best hunting arrows are made by the hunlers of
Dirakeweald forest. They have sharp, barbed arrowheads
which cause excruciating pain when they hir rheir
turget. A skilled archer can severely injure his rarger
with a single arrow,

A model using a short bow, bow, long bow or EIf how
may use these arrows. They add +1 1o all Injury rolls.

.
garfic

Garlic is a common herh grown in most gardens of
the Empire. It is said o ward off Vampires and other
denizens of the dark. A Vampire must pass a
Leadership test or it will be unahle 1o charge a model
carrying a clove of garlic. Garlic lasts for the duration
of one battle only. wherther it is used or not.

Avigcellaneous Pouipment

net

Steel nets, such as those used by Pit Fighters, can be
used in batles. (noe per game, the net may be
thrown in the shooting phase instead of the model
shooting a missile weapon, Treat the net as a missile
weapon inoall respects with a range of 8", Use rhe
maodel's BS to determine whether the net hits or not
— there are no movement or range penaltes. IF it hits,
the target must immediately roll a D6, IF the resule is
equal o, or lower than his Strength, he rips the net
apart. Il the result is higher, he may not move, shoot
or cast spells in his next mrn, although he is not
otherwise affected. In ecither case the net is lost,

bugman’s afe

Of all the Dwarl brewmasters, Joscl Bugman is the
most famous, His ale is known throughout the Old
World, and widely regarded as the best.

A warband that drinks a barrel of Bugman's belore a
hattle will be immune to fear for the whole of the
hattle. Elves may not drink Bugman's ale as they are
far too delicate wo cope with its effects,




Ahecellaneous Fquipment

tome of magic
Somenmes books of forbidden lore are offered for
sale in the markers and dark alleys of the setlements
around Mordheim.

If & warband includes a wizard, he will gain an extra
spell from the tome, permanently,. He may randomly
generate this new spell from his own list or the Lesser
Magic list. See the Magic scction for derails,

Bofy tome

Books of prayers and descriptions of the holy
deeds of religious  heroes  like  Sigmar
Heldenhammer are copicd by hand in  the
scriproriums of Sigmar and Ulric, and given or sold o
the faithful. OFf these tomes, the Dens Sigrmar is the
most common and well known, but other 1exts such
as the Scriptures of Sigmar are also sold (o those who
lollow the faith. A holy man can recite his prayvers
[rom such a book, strengthening his faith and beliel,

A Warrior Priest or Sister of Sigmar with a holy tome
can add +1 o the score when determining whether
he (or she) can recite a spell successfully or not.

eafing ferbs

Coertain plants that prow on the banks of
the River Stir have curative properties.
Herbalists collect their roods and leaves and  use
them to treat the sick and wounded,

A Tlero with bealing herbs can use them at the
beginning of any of his recovery phases as long as he
18 not engaged in hand-to-hand combar. This restores
all wounds he has previously lost during the game.

Bofy mnfofy) vefic
In this age of superstition and religious fanaticism,
holy objects are an important part of life. Helics
abound in the Cld World: hairs of Sigmar, pieces from
Ulric’s hammer, teeth of Daemon Princes, all are sold
o men needing encouragement before battle and as
charms against sorcery.

A model with a holy relic will automarically pass the
first Leadership test he is required (o make in the
game. If worn by the leader, it will allow him (o
automatically pass the first Rout test if he has not
taken any Leadership tests before.

You can only ignore the first Leadership
test in any single game —
owning two or more holy
relics will not allow you to
ipnore second and -
subsequent Lests,

54

Bafffing coofboof

All TTallling chefs have their own secret recipes, -\&
and these are recorded in tomes handwritten in
Montland, the home country of the Halflings.

Food prepared according 1o these recipes will attract
warriors during these lean times,

The maximum number of wardors allowed in your
warband is increased by +1 (note that an Undead
wiarband cannot use this item).

animafs

Animals are not often affered for safe in Movdbein
The pedlluted prass and filthy weler canse most
driimals ta die gquickly, and since bunger is
corttrnonilace, meany bave been hutchered for food,
Flospeder, soame borses, cven pravebred ones from
Estalia and Arvaby, occasionally go on sale for
wealthy  leaders  enjoy  commanding  their
subordinagtes from borseback,

Horses & Warhorses
You may mount ane of vour Heroes on a horse or
warhorse in the coming barttles,

TMarses and warhorses can only be used il you are
using the optional rules for mounted models ac the
hack of the book,

Cinly Humans can buy horses and warhorses.

Profile M WS BS § T W 1 A Ld
I Torse H 0 0 3 3 I 3 0 5
Warhorse 5 3 0 3 3 1 1 5
Wardogs

The men of the Empire have always been experts at
raising ferocious hloodhounds 1o guard their cattle
and holdings against roaming Goblins and Beastmen
A highly truined wardog is a dangerous opponent and
worth its weight in gold in Mordheim.

If you purchase a wardog, it will fight cxactly like a
member of your warband, though it is treated as pare
of the equipment of the Hero who bought it You will
need 2 model to represent it on a battlefield.

Wardogs never gain experience, and if they are put
ot of action they have exacily the same chance of
recovering as Henchmen (e, 1-2: Dead; 3-6: Alive).
Wardogs count towards the maximum number of
warriors allowed in your warband,

Profile M WsBS 5 T w I A Id

0 4 3 1 4 1 5

Wardog G 4

You could also use the profile above (0 represent one
ol the more exotic animals used by the warbands of
Mordheim, such as trained bears, Chaos familiars or
even fighting monkeys from the far-off Southlands!



fantern

A model that is in possession of a lantern may add +47
to the distance from which he is able o spot
hidden enemies.

- o

L]

superior bfacfponder
The model has acquired a better quality of
blackpowder than is normally available. This new
batch adds +1 Swrengeh to all blackpowder weapons
that the model has. There is enough superior
blackpowder to last for one game,

mordfeim map
Some survivers of the catachvsm still remain in the
many  setilements around Mordheim, and make a
living by preparing maps of the city from memory.
Many of these maps arc faked, and even real ones are
often crude and inaccurate.

& map can help a warband find their way through the
confusing maze of sireets and into arcas with rich
buildings o loot,

When you buy a map, roll a 16

D6 Result

1 Fake. The map is a fake, and is
completely worthless, It leads vou on
a fool's errand. Your opponent may
automatically choose the next
scenario you play

2-3 Vague. Though crude, the map is
gencrally accurare (well. .. parts of it
arc. .. perhaps!y. You may re-roll any
one dice during the next exploration
phase if vou wish but you must accept
the result of the second roll.

4  Catacomb map. The map shows o
way rhrough the catacombs into the
ciry. Y¥ou may automatically choose the
SCCTEIO next ime vou fight a batle,

5  Accourate. The map is recently made
and very detailed, You may re-roll up
1o three dice during the next
exploration phase if you wish, You
must accept the result of the second
roll,

6 Master map. This is one of the
twelve master maps of Mordheim
made for Count von Steinharde of
Ostermark. From now on you may
always re-roll one dice when rolling
on the Exploration chart as long as
the Hero who possesses this map was
not taken o of action in the barde.

Klisceflaneons Equipment

catBavan siff foaf

Some rich warband leaders like to flaune their wealth
and purchase clothes made out of silk from distant
Cathay, This silk is the most expensive fabric in the
known world, and wearing such clothes is a sure way
toattract attention — cspecially thieves and assassins!

Any Mercenary warband whose leader is wearing silk
clothes may re-roll the first failed Rout rest, Towever,
after cach bartle in which the leader is taken ot of
actior, roll a 136, On a roll of 1-3 the clothes are
ruined and must he discarded.

tears of sBaffapa

Tears of Shallava are vials of water from the haly
spring in Couronne, Shallava is the goddess of healing
and mercy and it is said thar this water has curative
properties and is proof against any poison,

A model who drinks a vial of the Tears of Shallaya a
the beginning ol a battle will be completely immune
to all poisons lor the duration of combat. Undead and
Possessed warmiors may not use the Tears of Shallaya

There is enough liguid in avial of the ‘Tears of Shallaya
ta last for the duration of one barle,




here have alwavs been those who have used

magic: witches and wizards. wise women and
warlocks. But as all scholars know. all magic is
dangerous, for it originates from Chaos, the source of
corruption and change. Indeed, during these times,
sorcery 15 illegal and punishable by death.

Wizards have litile say in whether the world of magic
touches them or not. They are born with second sight
and o them the world of magical energies and spells
is much more real than the mundane world of normmald
mortals, With all the persecution, fear and hateed it is
little wonder that wizards become reclusive and
suspicious, and many are downright insane. Some
even turm to the worship of the dark gods, and others
follow the forbidden path of necromancy,

Mordheim has become home 1o many magic users
and they roam the ruins hiding from Witch Hunters.
Burt there are other ways ol gaining power over and
above that of 2 normal morial man, The gods warch
over their subjects and a priest of strong Gaith can call
upon them to assist him in battle. Of these, the Priesis
of Sigmar are the most commaon, for Sipmar is the
patron god of the Empire, and his tollowing is strong
during these times of sirife.

affocated speffs

The chart below summarises the different kinds of
magic and explains who can use what spells.

Wizard Type of Magic

Chaos Rituals
Lesser Magic
Magic of the Horned Rar

Chaos Magisters
Warlocks

Skaven Eshin Sorcerer
Sisters of Sigmar

& Warrior-Priests Pravers of Sigmar

Necromancers Mecrom ancy

Each wicard starts with onc randomly determined
spell, but may gain more. Roll a 136 and consulr the
appropridte chart, If vou get the same spell twice, roll
again or lower the spell’s difficuley by 1.

casting speffs

Spclls are cast in the shooting phase, and can be used
even if the caster is in hand-to-hand combat, To use a
spell, the wizard must roll equal to or greater than the
spell's Difficulty score on 2126, 1F he fails, he may not
cast a spell that turn. If the test is passed the spell may
be used as described overleaf A wizard mayv cast one
spell per turn and may not use missile weapaons if he
wants o cast g spell. He can however min!

Awizard may not use magic if he is wearing armour or
has a shield or buckler. The only exception is the
Pravers of Sigmar Sisters of Sigmar and Warrioe
Pricsts may wear armour and use their pravers.

Yamage

Some spells cause direor damage, and are resolved
the same wiy as damage from shooting or blows in
hand-to-hand combat. Spells do not cause critical hits.
Maodels always receive armour saves apainst wounds
caused by spells unless noted otherwise,



ﬂJrapers of ﬁtgmat

Those with great faith in the gods can call upon their divine power. The priests of Sigmar
can pray for many miracles: Bealing of wounds, strengthening the resoive of their
comrades or the 'banlsbmen; qf Daemonic cretmamrsﬂﬂd tbe Undead.

The Prayers af Sightar can Fm ﬁ@ad by Witch Hunter Warrior Pdesir and Sigmarile Mrim“cbs A
warrior may use the divine power of Sigmar while wearing armour i"rf{wﬂ qf Sigmgir @re nol
regarded as spells, so any spedai prbmcﬁon agaim.! spells does ﬂmw,@"m them.
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1 The Ha,-mmer of Slgmar i gt ; SaE Difficaley 7
This weapon nf the faitbful gfmfrs with @ goidm I@E}t, imbued as it is wm!-‘r the righteous power of
S:gmar } 's\q_; :

The wielder gains +2 Strength in ﬁﬁnﬂ-tﬂ hand combat and all hits he inflicts cause double
damage (eg, 2 wounds instead of 1. The Pn::st must test cach ahmthg phase he wants to use the
HEI.II'I.TﬂE.'i.' i ﬁ' i : i

i <.'
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2. Hearts nfﬂmel ;- . Difficulty 8
As the three words of power are spoken, waves of glory .w..rrmmuf the m@;:m of Sigmar The
fetthful are kem:mfled by the warrior god's presenice. -

Any allied wmfmrs ﬁ-irhm #" of the warrior become immune to F&r anr.i Mi Alone tests. In
an:lrhtlun the wlmif warband gains +1 10 auy Rout tests they have 1o mah: b

25 soulﬂm & ; g ‘ ‘Diﬁ’.icul:ty 9
The wrath of Sigmar comes Io em'.fb Purifying flames mrmmzd the Priest mﬂﬁ:‘iﬁem those who
resist the righteous fury of the God-Emperor!

all encmy models ‘g:bﬁﬂn 4" of the servant.of Sigmar suffer @ Strﬂﬂgth 3 hit, Na armour saves are
allowed. The servants of darkness and Chios ‘are especially bum:ptm (83 S@mu s haly power,
 Undead and Pussemﬂmﬁdeia in’ range suﬂ?j:ngﬁhtmth 5 hit. mwead

ﬁ»vi L

4  Shield of Faith. 1§ i : . Difficulty 6

A shicld of pure white :‘u!gbs agpears int frrm: of the Priest. As .Emags; bis ﬁm& remains strong the
shield :;:Hf protect bim.

The Pricst is immune to all spelis: Roll at the beg!nnmg of each l:um in Ihf_ recovery phast: 0:1 a
“roll of 1 or 2 the shicld disappears.

5 Healing Hand - . Difficulty 5

Laying bands wpﬁmrz wrounded comrade, L&E servant of Slgmar calls upﬂn bis {,ord' d to beal the
warrior's wm 1\.‘":'-. i

Any one model within 2" of the Priest {mchyimg ‘himsclfy may be healed. ‘The warrior is restored
to his full quora of Weunds. In addition, if agy ﬁmmd?} models within 2" are stunned or knocked
dowr, they immediately come to their a:,mg ‘utann:l up, and continue tighting as normal.

6 Armour of Righteousness Difficulty 9
Impenetrable armour covers the Priest and the fiery image of a twin-tailed comet burns above
bis bead.. '

The Priest has an armour save of 2+ which replaces hiz normal armour save, In addition, he causes
fear in his enemies and is therefore immune to fear himself.

The power of the Armour of Righteousness lasts until the beginning of the Priest's next shooting
phase.




S Tacromancy

! Necmmaﬂg:istbemagic of the dead. ﬂgrnutﬁ‘lr:' ONLENCErS the power to raise the dead
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;ﬁai‘mnfeg ﬁnﬁf for epes that Bape

) seen such tﬁmgs nor Bands to touch,
< 'ner tongue to dige voice to that brief
uncertain tertor of tBe Darf, A curse upon
Ban® and Beart, H sap, for neither serves
‘man weff but serves Bim iff. I see aff
men’s Bearts and Pear the beating out of
tBeir figes FnocEbp-fnoct. How thep grasp
upon Be sBattered ruin of epistence, so
Qespevate are they to profong tBeir Daify
torment. Counting Sross as if it were gofd
untif tBeir taffy is Done.

& am fere waffing gentfy amongst pou.

& watch guietfy tBe Bour come round and
sifentfy I summon pou. Dou foof upont me
and recognise me tBen for aff men fnow
me tBat five ever in my service. PVour grip
stacfens an® pour sword fafls from fifefess
fingers an® Srops to tBe ground. Nou crp
out soundfessfy and trp to speaf but
cantiot, for now you Frow the time for
words 15 passed. ow pou can but folfow

me into tBe Darfress that waits for pau m

it afwaps ﬁaﬁ




In this section of the hook
we take a detailed look at
each of the warbands and
provide the information you

that tvpe.
Use the lists that follow to recruit
and equip vour warband {an
[ i W example  warband  has heen
included at the back of the hook.)
You have 500 gold crowns to spend. Each model
and their equipment (if you choose to buy any) costs
a set amount of moncy. As you make vour choices,
subtract the money you have “spent” from your tonal
until vou have bought all you can. Any unspent gold
crowns are put into the warband’s ireasury and can
be used later or hoarded to buy something more
expensive,

T start with you must recruit ar least three warriors
including a leader. The weapons, armour and
mulatioms you choose for your warriors must be
represented  on the models  themselves, The
exceptions are knives and daggers, which you may
assume are tucked in boots or concealed in clothing
il nut represented on the model.

sAiff tabfes
and stasting expevience

The warband lists also include information abour the
starting cxperience of the wintiors and which skills
they can choose as they progress in the game. Some
wirbands also include separate skill lists unique to
the warband,

The rles about cxpericnee and skills will be fully
explained in the Campaign section, so don’'t worry
ahout them for now:

; HBefore vou begin to play you must recruit a warband to take part

in the battle for Mordheim. The warbands are represented by a whole
range of Citadel models available as boxed sets and blister packs. The
boxed scts are designed to form an ideal starting point for your collection
and lurther models can be added as your warband grows and thrives,

necd to recruit 4 warband of

Beroes an® fenchmen

For game purposes the warriors in your warhand are
classified as Heroes and flenchmen. )
Cn
Y
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Beroes

These are cxceptional individuals who have the
potential to become legends, Teroes can be armed
and equipped individually and may carry any special
equipment they might pick up during the campaign.

feaSer

Every warband must bave o leader, TTe represents you,
the player. He makes the decisions and leads your
warriors through the dark sieeers of Mordheim,

otffer Beroes

Apart from its leader, your warband may include up to
five orher Heroces, who form the core ol vour
warband, A warband may never include more Tleroes
of a specific type than the number in the Warband list,
This means that some warbands (eg, the Reiklanders
who can only start with five Heroes) can only get the
maximum of six Heroes by gaining expericnee with
their Henchmen (see the Expericnoe section),

BencBmen

Henchmen typically fall into rwo groups. There are
Henchmen such as the Brethren of the Posscssed,
Skaven Verminkin and Mercenary Swordsmen. These
Henchmen gain expericnce and become better as time
gocs by They are bought in groups of one o five
maondels,




The other ovpe of Henchmen are those such as
Warhounds and Zombics. These are too dim or 100
primitive [0 gain experience,

Henchmen may never use any special equipment you
acguire during their adventures (unless otherwise
noted); only Heroes may do so. Henchmen can
tnclude potentially powerful warriors, bur Heroes
always huve an edge over them with their potental 1o
gdin extra expericnoe.

All Tlenchmen belong to o Henchmen group, which
usually consists of between one and five individuals,
Henchmen groups gain experience collectively and
gain advances rogether,

weapons and armouy

Each warrior vou recruit can be armed with up to two
close combat weapons, up @ two different missile
weapons  and  any  armour chosen  from  the
appropriate list. Warriors may be restricted in regard
to which types of weapons thev can use. The
wiarband's cquipment lists ell you exactly what
eguipment is available. Note thar you may buy rare
weapons and armour when starting a warband, as
indicated by the list in the warband’s entry, burt after
plaving the first game the only way to get further rare
weapons and armour is 1o rall w see if you can locae
them (sce the Trading section),

You may buy additional equipment between battles,
bul vour warriors can only use the weapons and
armour  listed in their warband entry. As they
accumulate expericnee and pain skills, Heroes may
learn 10 use weapons other than those initially
available 1o them,

Every model in each Henchman group must be armed
and armoured in the same way, This means thar if
your Henchman group has four warriors, and you
want to buy them swords, vou must buy four swords,

warband roster

You'll need a warband roster sheet 10 record the
details of your warband. Blank roster sheets can be
found printed at the back of this book, one for Heroes
and one for Henchman groups. We suggest that vou
phutocopy or copy as many sheers as you need, so
that you can keep a neat and accurate record of your
warband as it changes from game to game.

When vou choose a warband, take a warband roster
sheet and write down the details of each Hero and
Henchman group in the appropriate places. You'll
notice that Heroes and Henchmen have slightly
dilferent spaces provided to reflect the different ways
in which they gain expericnce and use weapons.
armour and equipment.

Harbanss

It is a good idea to work our the warband on a piece
of scrap paper fiest, as you will have o jugele the
weapons and lighters to get as close to the maximum
permitted value of the wuarband as possible. If vou
have any cash left after choosing vour warband write
this down in the space marked as “Treasury'. At the
end of the hook you'll find an example warband; vou
can use this if you want or choose your own — it's up
to you.

The warband roster s a record of your brave group of
warriors and is useful o keep beside you as you play.
During a battle vou may wish 0o make notes on the
sheet itself, to record details such as extra experience,
equipment used, etc,

You will need to give your wirband a name, and also
name all your Heroes and each Henchman group. Ir's
up to you o invent suitable names, though yvou'll find
plenty of inspiration throughout this book,

cafcufate the warband rating

Each warband has a warband rating — the higher the
rating, the better the warband. The warband rating is
simply the number of warriors multiplied by 5, plus
their accomulated expericnoe,

Large creatures such as Ogres and Rat Ogres are
worth 20 points plus the number of Experience
points they have accumulated.

teadyp for battfe

The warband is now ready to start its fighting carcer!

L5



Barbands

“Liﬁttn to me boy, there are many in Mordheim who you

as Maricnburg have staked their claim upon this forsaken city.
Then there are the rat-men, the Walking Dead and those
crazed Witch Hunters..,

So seeing as I'm fecling generous, I will describe them all
Then maybe }rnu'ﬂ have an idea of what you're up against.
So pay attention boy, for this information just might save

your lifel”

T Be Cuft of the Possessed

The Possessed. The Damned. The bogeymen. These scum are the
worst of the worst, T]'I.I:}' are dangtrnlm creatures, F:[haps More so
than any other group in the cntire city. This Chaos-worshipping
scum consists of mutants, Brastmen and cultists, and even worse
things called the Posscssed. If vou ever let them pet close 1o you.
voull be in big trouble - there arc few who are 2 match for this
scum in closc quarters.

T e Bndead

The Restless Dead plague Mordheim. Zombies, Ghouls and huge
hellhounds prowl the streets, and woc to anyonc caught by them. Hc'll
be caten alive, or end up as one of the walking corpses himself. 1 lost
my eye to one of the fanged horrors who leads the Undead. Let me tell
you, that thing was not human. | put my sword through 1t and st still
kept coming.

85itc Hunters

Wirch Hunters will burn ol and your warband if you give them the slightest reason. Thc}: arc well

armed and equipped, and show no mercy to anyone who dares to stand in their way. They arc
followed everywhere in Mordheim by a rabble of fapatics and those crazed Flagellants. One word
from a Witch Hunter and thcz.-'-]] tear you aparl, burn you, decapitate you and excommunicate you
from the grace of Sigmar.

must facc. Men from the lands of Middeoheim to as far
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one of these hefty axes they carry around with them,

Ah, Reiklanders, the finest of men! Disciplined, magnificent archers and
good, solid warriors! Reiklanders need the best leaders, so you'd berter
shape up boy! For these warniors are gond at almost all the skills of war,
and they are more likely to hold their nerve than others in Mordheim,
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AiVenBeimers

These WNortherners are nutters, madmen, berserkers! They are as strong as
Ogres and meaner than Ores. Watch out for them o close quarters - the
chances are they'll crush your skull with 2 hammer or behead you with

Reiffanders

Bisters of Sigmar
Don't believe everything those Witch Hunters
sy about the Sisters. Theyre no mere
heretics than 1 am and Tl skewer any iman
that says different. Not that the Sisters need

Sfapen

These are no ardinary vermin hig a5 3 man,
fast on their fect, and smart too, not like
common rats. The whole city’'s full of em

and the worse of it s Iht}-'rc waitin in the

looking after  they're mean [ighters and you old drains and sewers, watchin' {or a chance

gotta be tough qust to live like they do in to catch you en your own. Let ‘em and you're

that big fortress in the middle of Mordheim. 1 dead man.

Marienburgers

The rich bays of Marienburg. Never turn your back on them. Tl grant
them this: they are completely ruthless and have more money than anyone
else - hardly surprising. as those fat leeches in the Merchant's Guald fill
their coffcrs, That's why they have such good armour and weapons, and
usually 2 few morc men than mest as well, Don't let their [ancy clothes
and flash jewellery fool you, though. They're not wearing those weapons
just for show, they know how to wse them as welll

o there you have it You'll cocounter all these motley crews in

Mordheim sooner or later. Each has its own weaknessess but cach also
has its strenpths that you must learn to deal with. Remember, it 15 foolish
to rush into close combat with the Possessed scom - }fuu'l] only get killed.
Neither should you try 1o outpace the Skaven verman, for they're as fast as
quicksilver.

I{ you heed nothing else, lad, remember this. Make your warhand as [lexible

as possible so that you are prepared for almost anything this cursed city
will throw at you




This is a time of
unremitting war, civil
strife,  wviolence and

famine. A time of orphan
children  and  wanton
slaughter. Tor  warriors
these are good times! Since
the discovery of wyrdstone
Mordheim  has become a
magnet for lighting men from
! all wver the Empire. Nohbles,
merchants, and the Temple of

Sigmar itself offer rich rewards lor shards of the
mysterious stone, Foremost amongst the patrons of
mercenary  warriors are  the

three most powerful contenders tor the Emperor’s
throne: the Grand Prince of Reikland, the Count of
Middenheim, and Lady Magritta of Marienburg -
favourite of the merchant guilds,

As a mercenary warband vou must decide which of
the three contenders for Sigmar's throne vou are
fighting for. Warbands from different pliaces will vary
in many respects, offering different benefits as well as
hawving a unique appearance and character,

Reiffand

Heikland lies at the heart of the Empire and its
greatest city is Alidorf, home of the Grand Theogonist
and seal of the Temple of Sigmar, Beiklunders are
devour fallowers of Sigmar, the [ounder, first
Emperor, and patron god of the Empire. The Grand
Prince of Keikland {as Sieglried, the ruler of Reikland,
stvles himsell) is supported in his claim to the throne
by the Grand Theogonist and opposcd most strongly
by the Count of Middenheim and the Priests of Ulric,

Throughout the Empire Reiklanders are commonly
supposed to embody the discipline and loyaliy of the
professional warrior. Brave and well-versed in the
arts of war, Reiklanders disdain Gashionable clothing
in favour of well-made and practical wargear,

In battle they often wear coloured ribbons as Lz
marks of identification or authority. They are %
justly proud of their dynamic and ambirtious

Grand Prince and contemptuous of other claimants
to the throne, especially the Count of Middenheim,
Mannfred Todbringer, whom they sneeringly call the
fap-dog of Ulric'.

speciaf rules

Reikland Mercenaries are accustomed to the
demands of military discipline and have a strongly
developed lovalty berween officers and men. To

¢ represent this, fighters may use their Captain's

Leadership if within 12" rather than the usual 6",

A strong tradition of martial training s also
responsible for the high standards of archery
amongst the people of Reikland. All Marksmen
e therefore add +1 1o their Ballistic Skill,
whether they are recruited when the warband
is frst formed or added later.




AiRenfeim

Middenheim  stands on 3 mountain  pinnacle
surrpunded by dark forest in the centre of
Middenland, and is also known as the City of the
White Wolf after Ulric, the old god of wolves and
winter, The Priesthood of Ulde is sull strong in
Middenheim where Llric is venerated as the patron of
the city. The rradition of rivalry between Middenheim
and Reikland goes back hundreds ol years, and the
Count of Middenheim, Mannfred Todbringer, is one
of the chief contenders for the Emperor's throne. Asa
result there has abways been a grear deal of friction
berween Middenheimers and the Temple of Sigmar,

Middenheimers are typically large, strongly built men
with a well deserved reputation [or {erociry,. Many
wear wolt pelts which custom decrees (o be the mark
of those who have slain a waolf with their own hands.
These grim warriors are famously contempmuous of
danger, They {requently go intn barle bare-headed,
scoffing at those who choose, for reasons of good
sense, o wear helmets. As Middenheimers favour
long hair and beards their lack of headgear makes
them look especially fierce when they charge upon
their enemics howling their brutal banle-cries.

special rufes

The men of Middenheim are famous for their physical
prowess, To represent their advantuge in size and
bulk, the Champions and Captains of a Middenheim
warband start with Strength 4 instead of Strengrh 3.

Aarienburg

Marienburg is the largest and most prosperous
trading city in the Old World, Many call it the Chry of
Gold which alone convevs a good idea of the wealth
of this sprawling cosmopolitan city. Nowhere else can
be found the vast array of shops selling goods from as
far away as the Elven kingdoms of Ulthuan in the west
and distant Cathay in the east. The city's craftsmen
represent every skill known to man, and a few others
beside, so thar if is said in Maricnburg there is no
activity that cannot be quickly murned w profit,

Many mercantile guilds have their headguarters in
Marienburg, most important of all the secretive High
Order of Honourable Freetraders which represents
the elite amongst mercantile society, This large, rich,
and ambitious body of men feel themselves shackled
by the old order and are eager o seize power for
themselves, Their champion for the Emperor’s throne
is the Lady Magritta. Thanks to the unscen influence
of Freetraders throughout the Empire all the minor
Electors were persuaded to support the Tady
Magritta’s claim. It was only the Grand
% Theogonist’s refusal to crown her that denied

Aevcenaries

Marienburg the throne driving a wedge berween the
City of Gold and the Temple of Sigmar.

Warbands sent to Mordheim are sumptuously dressed
and armed. Though Marienburgers are often
ridiculed as foppish and effere, their skill ar arms and
complete ruthlessness bas earned them grudging
respect, Their chiel skills e in duelling and in the use
of poisons und other clandestine fighting methods,
Richer individuals dress flambovantly and  wear
jewellery. However, the bulk of most warbands are
recruited from the dockland thugs, ships” crews, and
stevedores who favour a simpler appearance: leather
coats;, bandanas and short swords that are easy (o
conecedl.

special yufes

As natural traders with contacts in the merchant
guilds Marienburg warbands receive a +1 bonus
when attempting to find rare items (see the Trading
section for rules).

Ta reflect their enormous wealth Marienburgers start
off with an extra 100 gold crowns (600 in toral) when
fighting in a campaign, In 3 one-off game they are
permitted an extra 20% gold crowns when recruiting
a wirband, For example, in a 1,000 gold crown game
a Marenburger warband will have 1,200

Choice of warriors

A Mercenary warband must inclode a minimum of
three models. You have 500 gold crowns available 1o
spend. The maximum number of warriors in the
warband may never excoed 13,

Captain: Fach Mercenary warband must have
one Captain: no more, no less! q

Champions: Your warband may include up to two
Champions,

Younghloods: Your warband may include up 1o mwo
Younghloods.

Warriors: Your warband may include any number of
Warriors.

Marksmen: Your warband may include no more

e than seven Marksmen,

Swordsmen: Your warband may include no
more than five Swordsmen.

Gtarting experience

The Captain starts with 20 expericnce.

Champions start with 8 expericnoe.

Youngbloods start with () experience, WE
e I

Henchmen start with (0 experience, FRAE
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Aercenaries

|
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REIKLAND MERCENARIES
Combat Shooting Academic Strength Speed
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Hexcenary equipment fists

The following lists are used by Mercenary wiarbunds to pick their weapons:

Hand-to-hand Combat Weapons MARKSMAN EQUIPMENT LIST
Dagger ... ... ... 1st free2 pe This list is for Marskmen only
BB o R 4o

HAMmer . . oo oo 4 g Hand-to-hand Combat Weapons

ANE v 5 e Dhgggeer .ol st freci2 ge
Sword L.oooiiiio 10 g Mace ... GRS

Morning star . ... 15 g Mammer . .0caiin 3 gc
Douhle-handed weapon .. 15 go ARSI S e 3gc

SEEEEI‘ FE I0 e Sword L L 1) e

Halberd oooq o cqseas 1 ge

' Missile Weapons Crossbow ... ..., .25 pe " 3
Crossbows © ... ... ..., 25 pe Bitol ... oececinm i 15 e (30 for a brace) r

Pistol e L. 15 pe (30 for 3 brace) B s 10:gc

| Duelling pistol ..., ..., . 25 pc (50 for a brace) Longbow ..., 15 ge
Bow . ..., ._.. .. L. lge Blunderbuss . ... ..... .. Al ge

Handpun ... .......... 3% g

Armour Hunting rifle . ... .. ... 200 g
Light armomar ..., ..., 201 g

Heavy armour . .-, 50 g Armour

T TR 5 ue Light grmour . ... ... 200 gy
shashd: comE e e 3 g

IMedmet ., .. ..., ... 10 pe

0



%-— Heroes

1 Dexcenary captain

60 gold crowns to hire

A Mercenary Captain is a tough professional warrior,
i man who will fight for anyone or against anything so
long as the price is right, Mordheim offers such a man
the chance to become rich beyvond his dreams,
though at great risk. But as ruthlessoess and lack of
mercy and pity are the hallmarks of @ successtul
Mercenary Capiain, it is no wonder that they fock 1o
Mordheim.

Profile M WS BS S5 T w 1 A Id
4 4 4 % 3% 1 4 1 B

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

SPECIAL RULES

Leader: Any wuarrior within 6" ol the Mercenary
Captain may use his Leadership characteristic when
raking Leadership tesis.

0-2 Championts

35 gold crowns to hire

In any Mercenary warband there is one warrior who is
bigger, stronger (and often uglicr) than his comrades.
These men are called Champions {or berserkers, first
swordsmen und various other names), Champions arc
amongst the toughest and the best fighters in the
wurband., They often answoer challenges issued to the
wirband and, alter the Captuin, they get the pick of
any equipiment and loot.

Profile M WSBS 5§ T W 1 A Id

4+ 4 % F % 1 3.1 7F

Weapons/Armour: Champions may be equipped
with weapons and armour chosen from the
Mercenary Equipment list,

0-2 Doungbfoods

15 gold crowns to hire

These are young fighters who are still inexperienced,
but cager to win their spurs in the savage fighring in
and around the ruins of Mordheim,

Profile M WSsHs 5 T W I A Id

4 2 r 3 3 1 3 1 6

Weapons/Armounr: Youngbloods may be eguipped
with weapons and armour chosen from  the
Mercenary Fouipment Hsi

Aercenavies

&- BHenchmen
(Bouaft in groups of 1-5)

fBarriovs

Co

25 gold crowns to hire o
These dogs of war are grim, scasoncd fighters,
fearing no man as long as they have their weapons
and urmour. They form the core of any Mercenary
witrband.

Profile M WS BS §

R

T W T A Ld
31 3 17
Weapons/Armour: Warriors may be equipped with
weapons and armour chosen from the Mercenary
Equipmoent list.

0-7 Aarfsmen e

25 gold crowns to hire

The archers and hunters of the Old World are famed
tor their skill, and ic is said that they can hit a coin
from 300 paces with a long bowe In the savage soreet
lights of Mordheim they snipe at the enemy from the
windows of roined buildings and pick oul enemy
leaders with thelr arrows.

Profile M W5 BS 5

& 3 3 3

T W A Ld
3 1 |

3
Weapons/Armour Marksmen may be equipped with

weapons and armour chosen from the Marksiman
Equipment list.

0-5 Swordsmen

35 gold crowns to hire

Swordsmen are professional warriors, experts at
taking on and beating several opponents at once,
They are much sought alter by warband leaders, as
their skills are ideally suited for lighting in Mordheim,

Profile M WS BS §&§ T W 1 A Id

4 4 3 3 3 1 3 1 7

Weapons/Armour; Swordsmen may be equipped
with weapons and armour chosen from  the
Mercenary Equipment list,

SPECIAL RULES

Expert Swordsmen: Swordsmen arve so skilled with
their weapons that they may re-roll any failed hits
when charging, Note that this only applics when they
are armed with normal swords, and not with double-
handed swords or any other weapons,

SR émﬁﬁ
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There is never
any shortage of men willing
to risk their lives for a chance
of real power: men whose
ambitions lie beyvond the scope
of their hirthright, or whosc
sorcerous  skills or physical
deformities place them in constant
danger of persecution. What do such men
have to lose if they pledge their souls o the
dark gods of Chaos! In the aftermath of the
destruction of Mordheim all munner of mutants have
appearcd whilst many hitherto unblemished folk feel
the stirring of strange powers, the first awakenings of
magical gifts destined to bring them (o a fiery death ar

the hands of the Witch Hunters.

Now a leader has appeared, a new Dark Emperor,
whao claims lordship of the City of the Damned. He is
called the Shadowlord, Master of the Possessed, and
followers of the cults of Chaos gather from all over
the Empire to pledge their souls (o him, Though none
know whether he is man or Daemaon all proclaim him
their saviour and cagerly seek to do his bidding,

As all students of the dark arts know, itis by the power
of magic that creatures such as Daemons and spirits
are able to sialk the mortal world. The wyrdstone that
proliferates in Mordheim grants wnnaral life tw
many vile things that by all nutural rights should never
exist. The Possessed were once men but by
surrendering themselves wholly 1o the dark gods they
have allowed Dacmons to possess their bodies, Their
appearance is horritic - corrapted from withing, their
flesh is rwisted into a new and monstrous fomm,

With the power of the Posscssed behind them the
followers of the Shadowlord have grown powerful in
Mordheim. In the Massacre of Silver Stroet the Cult of
the Possessed ambushed and destroved a large force
sent in o hunt them down. Now the streets of
Mordheim  belong 10 the Shadowlord and  his
servants, The contaminated air does not affect them ar
all or, more likely, it nourishes their inner cormuption.
Men who venture into Mordheim alone are hunted
down and sacrificed to the dark gods. All warbands of
the Possessed gather wyrdstone for the Shadowlord
who remains hidden in the Pit where he is said o be
guarded by titanic Possessed the size of houses. A few
shards of the precious stone are kept by the warbands
and wsed o create more of the Possessed.

732

The leaders of cult warbands are called Magisters and
each leads a group of culiists: minions of the dark
gods of Chaos. These are men whose hunger for
power knows no bounds, who willingly sive their
hodies over 1o possession, All take part in the blood
sacrifices, dark vituals, and worship of Dasmons —
nothing is oo base for them! These depenerate
humans are joincd by other ereatures as vile as they -
things hall-man half-heast thar call themselves Gors,
and which men refer to as Beastmen,

There are few sights as horrific as a cult warband
Deranged warriors smeared with blood and dirt wave
jagged weapons and chant blasphemous rites as they
throw themselves upon their focs. Many are hardly
recognisable as human, their bodies are so scarred
and disfigured. The stigmata of mutation is borne by
most, but the most unsettling of all are the Possessed
themselves — melded flesh made of men, beasts, and
metal driven by the implacable will of 2 Daemon

CBhoice of warriors

A Possessed warband must include 3 minimum of
three models. You have 500 gold crowns to recruit
vour initial warband. The maximum number of
warriors in the warband may never exceed 13,

Magister: Fach Possessed warband must have one
Magister: no more, no less|

Possessed: Your warband may include up ¢
1o two Possessed. \T%

Mutanis: Your warband may include up 1o
two Mutants,

Darksouls: Your warbund may include up o five
Drarksouls.

Brethren: Any number of models may be Brethren,

Beastmen: Your warband may include up to three
Beastmen Grors:

Gtarting experience

A Magister starts with 20 expericnoe.
Possessed start with 8 experience.
Mutants starts with 0 experience.

Henchmen start with () experience,




Tuft of the possessed

I Possessed sfiff tabfe ‘h

Combat Shoouting Academic Strength Speed
‘Magister 5 R e S e ;i
Possessed v y v i
r— e e e o o ome—————— = —-]'
P —= = T R e T e ==
The following lists are used by Possessed warbands to pick their equipment. “
Nand-to-hand Combat Weapons DARKSOULS EQUIPMENT LIST |
Bapper e i L e s e e e e This list is for Darksouls and Beastmen only |
F Mace . ... .. e e 3 g f
' Hammer oo ooor oo % i Hand-to-hand Combat Weapons: ) ]
!'. AR o S i e S (BT . o .].bt free/2 pe :i
Sl e AT s e sy 1 go MALE i mumess s e 5 Be |
Double-handed weapon 15 g Hammer ovnviiicniesssine o dge
; : AR o e e N T Ty 5w
BOEAE.  m i VT e P
5 s SRR e o S 10 g !_l
Double-handed weapon ... 15 g |‘
T i e 15 ge

Missile Weapons ‘

Mone

Armour

Light armour ..o, 00000 oo 20 po
Heawy aemiour ..oy voommssie, S0 go
Shield e e spinminreiar s 5o
15 E 4 [ R et ey e 1 g

hen you are facing an cnemy that is really

scary like the living dead or creatures of
Chaos, always shoot at them. Never attack them in
close combat 1f you have the npti::m.

I've scen many powerful warriors losing precious
¥ B

seconds trying to overcome their fear and charge

these monsters.

And when they did it, it was often too late ..




Lult of the pessrssed

1 Aagistey

70 gold crowns to hire

Magisters lead the covens of the Possessed. They have
been granted magical powers by their patron gods,
They are fanatical tollowers of the Dark gods, utierly
dedicated to bringing Chaos to the world,

M WS BS 8 T W T A 1d
4 4 4 3 & 1 3 1 8

Profile

Weapons/Armonur: The Magister mav be equipped
with weapons and armour choscen from the Possessced
Equipment list,

SPECIAL RIILES

Leader: Any models in the warband within & af the
Magister may use his Leadership insiead of their own.
Wizard: The Magister is a wizard and vses Chaos
Rituals. See the Magic section for details.

0-2 ‘T e possessed

90 gold crowns to hire

{+ the cost of mutations)

The Possessed hive commitled the greatest of
heresies: they have given their hodies o Dacmons. As

BHeroes

a resule, they are nightmarish ereatures, @ melding of
flesh, metal and black magic. Inside them lives a
supernatural thing of evil, a Daemon from the dark
reaches of the Realm of Chaos.

The powerlul spirit of a4 Daemon can meld several
creatures together, be they men or animals, info a
multi-faceted horror, These monstrous Possessed are
perhaps the most dangerous of the creamires of
Mordheim, and certainly the most loathsome and
dreadful.

M WsDBS 5§ T W T A Id
5 4 0 4 4 2 4 2 7

Profile

Weapons/Arnnour: None, The Possessed never use
WEAPOINS OF ArTiiuT,

SPECIAL RULES

Fear: The Possessed are rerrifying, rwisted crearmares
and therelore cause fear, See the Psvchology section
for derails.

Mutations: Posscssed may start the game with one or
more mutations cach. See the Mutations list over the
25 gold crowns to hire

page for costs.
(+ the cost of mutations)

Murtants are revered as the favoured ones of the Dark

godds, their physical distigurements marking out the
vileness of their soul. They come in many shapes
and sizes, cach more bizarre than the next.

0-2 MNutants

M WsBS § T W 1 A Td
i 3% 3 3% 3 1 5 1 7

Profile

Weapons/Armonr: Mutants may
he equipped with weapons and
armour chosen from the
Possesscd Equipment list,

SPECIAL RULES
Mutations: Mutants must start
the game with one or more
mutations cach. Sec the
Mutations list over the page tor
the cost,



0-5 Darfsouls

35 gold crowns to hire

Darksouls are men who have been driven insane hy
the daemonic possession which became all oo
common after the destruction of Mordheim. The
Dacmons have lek the bodies of these men, but their
minds have been scarred by the horror of the
expericnce.

bl

Their insanc strength makes Darksouls danperous
fighters. The Cultists regard them as holy men, and let
them work out their unreasoning rage in bartle. In
their  tortured  minds  the  Darksouls  believe
themselves to be Daemons. They weur leering
dacmonic masks and gary themselves in armour and
clothing resembling the scaled skin of Daemons,

Profile M WS BS § T W 1 A Id

4 2 2 4 3 1 3 1 6

Weapons/Armour: Darksouls may be equipped with
weapons and armour chosen from the Darksouls
Equipmment list.

SPECIAL RLILES
Crazed: Durksouls have been deiven insane by
daemonic possession and know oo fear They
automatically pass any Leadership tests they are
reguired o rake,

Brethren

25 gold crowns to hire

Brethren are the crazed human followers of the cults
of the dark gods, cager 10 descend into damnation.
Their vile deeds and unspeakable acts have driven
them to the brink of insaniry,

Profile M WS BS S
4 3 3 3

T W T A Ld
3 1 3 1 7
Weapons/Armour: The Brethren may be equipped
with weapons and armour chosen

from the Posscssed Equipment pery

list. %

@Enfﬂmfn (Vought in groups of 1-5)

Tuft of the possessed

0-3 Beastmen

45 gold crowns to hire bl

1)

Beastmen are mutated monsirosities thar infest
the forests of the Empire: massive horned creatures
with an inhuman resistance to pain. The destruction
ol Mordheim brought many Beastmen into the ruined
city to prey upon the survivors, They readily ally with
the Magisters of the Possessed warbands,

Profile M WSBS § T w 1T A Ld

i i 3 3 a4 2 3 1 7

Weapons/Armour: Beastmen may be cquipped with
wenpons and ammour chosen from the Darksouls
Equipment list,
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Tuft of the possessed

Mutations

Those who dwell in Mordheim soon develop horrible
mutations, and the Cult of the Possessed scem to be
especilly susceptible. In addition, Mordheim attracts
mutants from all over the Empire, who aee always
guick 1o join the Chaos covens, Most mutations are
simply inconvenient or hideous, but some make their
bearers extremely dangerous in combt,

@- e

Paemon soufl
A Daemon lives within the mutant's soul. This gives
him u 4+ save against the effects of spells or prayvers,

Cost: 20 gold cromns,

great cfaw

Omne of the mutant’'s arms ends in a great, crab-like
claw. He may carry no weapons in this arm, bul gains
an extra atlack in hand-to-hand combat with a +1
Strength honus.

Cost: 50 gold crowns,

cfoven Boofs
The wurrior gains +1
Movement.

Cose: 4 gold
CTOWNS

Mutations may be bought for 2 Mutant or 2 Possessed
warricor only when they are recruited; you may not
buy new mutations for o model after recruitment. Any
Muotant or Possessed may have one or omore
mutations, The first mutation is bought at the price
indicated, but second and subseguent mutations
bought [or the same model cost double,

tentacle
COne of the mutant’s arms ends in a tentacle. He may
grapple his oppunent in close combat to reduce his
attacks by -1, down to @ minimum af 1, The muotant
may decide which attack his opponent loses.

Cost: 33 gold crowns

bfactblood

If the model loses 4 wound in close combar, anvone
it rase contact with the model suffers a Strength 3 hit
(no critical hirs) from the spurting corrosive blood.

Cost; 30 gold crowns

spines
Any model in base contact with the mutant suffers an
aulomatic Strength 1 hit at the beginning of each
close combat phase. Spines will never cause critical
hits.

Cost: 35 gold crowns

scorpion taif

The mutant has a long barbed tail with a venomed tip,
allowing him to make an extra Strengrh 5 attack in
cach hand-to-hand combat phase. If the model hit by
the tail is immune o poison, the Strength of

the hit is reduced to 2,

Cost: 40 gold crowns

Ertfﬂ. arm
The mutant may use any single-handed weapon
in the extra arm, giving him +1 attack when lighting
in hand-to-hand combat, Alternatively, he may camy a
shield or a buckler in the extm arm, I a Possessed
chooses this mutation, he gains an extma attack bul
still cannot carry a weapon.

Cost: 40 pold crowns

Biveous
The mutant causes fear Sce the Psychology section
for details,

Cost: 40 gold crowns



Tuft of the pessessed




he Order of the Templars of Sigmar, universally

knowen as the Witch Hunters, is an organisation
dedicated 1o the eradication of heretics, be they
warlocks,  witches, sorcerers,  lortunc-tellers,
necromancers, worshippers of the dark  gods,
deviants, mutants, blasphemers, sinners, utterers of
prodanities, servants of Dacmons, or composers of
corrupting  music, Indeed, there are few who
altogether escape the suspicions ol the Witch Hunters
with the possible exceprion of other Witch Tunters,

It is wise to remember that the practice of magic in all
its forms is deemed a most helnous crime in the
Empire. 1eath by fire is the proscribed punishment
fiar this particular heresy. Many of the Witch TTuniers’
victims treacherously avoid their fate by perishing
under torture before making a full confession. In
these troubled tmes the Witch Hunters are kept busy
as more and more men wrm to the dark ans. The most
dangerous of all these heretics are the (ollowers of the
Chaos gods. These depraved individuals praciise
Daemon worship and (it is claimed) even offer human
sacrifices in the name of their vile masters. OF all the
enemics of Sigmar they are the most abhorrent!

The destruction of Mordheim has fired the Witch
Hunters with 4 new and irresistible sense of purposc.
In the light of events the Grand Theogonist has
proclaimed Sigmar's punishment on the City of the
Damned. The Witch TTunters rejoice that their crusade
against widespread corruption has been vindicated,
Now they are ready o complete Sigmar’s holy
purpose by destroving his cnemics within the rains of
the city irsell, The Grand Theogonist has commanded
the Witch Hunters to go unto that place and recover
the wyrdstone for Sigmar's temple, Their crusade also
pits them inio the same arena as their old enemies the
so-called Sisters of Sigmar — those loathsome
Daemon-warshipping  she-heretics  whose  very
exisience is a vile alfront 1o the majesty of Sigmar.

Witch Hunters are charismatic rabble-rousers who can
soon mrn 2 crowd o their own ends. They are
universally dreaded, for everyone has something or
someone to hide, and there are countless individuals
who would willingly and enthusiastically hunt down

. and burn their own kin were a Witch Hunter

”‘i 484 1o command them to do so. Bands of Witch
}m""‘a Hunters are often accompanied by
realous citizens, Flagellants, and even
holy Priests of Sigmar as well as the huge

g

, .-:';“-EL-.

vicious warhounds which the Wirch Huneers employ
to track and bring doswn fugitives.

As men accustoomed o fighting Witch Hunters are
wiell-urmed and sturdy  individoals. They favour
hooded cloaks and headgear which conceal their
appearance from the overly curious. Some wear
chains about their throats to remind them of fallen
comrades and old rivalrics and also, so it is said, so
that the iron might serve as protection against
witcheratt.

The followers of the Witch Hunters, the rabble that
accompany  them to Mordheim, are a far more dire
sight indeed — coweed and scelbmutikated men who
have lost or surrendered all their worldly goods and,
most likely. their reason as well,

CBhoice of warriors

A Witch Hunter warband must include a minimum of
three models. You have 500 gold crowns which vou
can use to recruit your initial warband. The maximum
number of warriors in the warband may never exceed
12,

Witch Hunter Captain: Each Witch Hunter warband
must have one Witch Hunter Captain.

Warrior-Priest: Your warband may
include a single Warrior-Pricst.

Witch Hunters: Your warband may
inclade up o three Witch Hunters.

Lealots: Any number of models may
be Zealots,

Flagellanis: Your warband may
include up o five Flagellunts.

Warhounds: Your warband may include up to five
Warhounds.

Stasting experietice

A Witch Hunter Captain starts with 20 expericnoe.
Witch Hunters siart with 8 experience.
A Warrior-Priest starts with 12 experience.

Henchmen start with () experience.



Hiteh Dunters

%u:cﬁ Bunter sfiff tabf.’e
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The following lists arc uscd by Witch Hunter warbands 1o pick their equipment. %
Hand-to-hand Combat Weapons ZEALOT EQUIPMENT LIST
Dagger ... Tt frees2 ge This list is for Zealots only '
E Mace .. .. ... 3 !
HAMMEE — oo oo e e 3 ae Hand-to-hand Combal Weapons
A om0 s s s e 5 Be ERRRGEE, ot it it e s o Lst frees2 ge
BolfGEdE R T e e 10 g MACE i o s s e Jge
Double-handed weapon ... oL L. 15 Hammer . .o Jpc
A G L R 3 o
Missile Weapons Sword Lo 10 pe
Crossbow . ... . ... ...... ... .. 25 g Douhle-handed weapon ..., 15 ge
Bistol oo e s 15 g SREAT 5 esii A e e 10 g
(30 for a brace)
Crossbow pistol .. ... ... .. 35 g Missile Weapons
Bow .. e 10 g
Armour SHOEREW e o mme i sy 3
Hphrarmour oo coeiini i 20 g
Heavy armour .. ... ... .. ... .. S0 g Armaour
R 5 gt Light armoiie oo vec i 20-gc
T 5 ot Lt EL L e R T e P AT A o e e 5 po
E b pyits s s s 10 ge Helmet ..o oo 1 g
Iy .
FLAGELLANT EQUIPMENT LIST |
This list is for Flagellans only ||

Hand-to-hand Combat Weapons

Morning star

Double-handed weapon




iitef Burters

1 it Gunter captain

60 gold crowns to hire

Driven by fanaticism. Witch Hunter Cuptains are
ohsessed with cleansing Mordheim and bringing the
justice of Sigmar o all. Carrying the edicr of the
Grand Theogonist himself. they have the divine right
wr judge and execute warlocks, witches, Chaos
worshippers... in fact all who dare 1o oppose them.,

Profile M WS BS 5 T w 1 A Ld

BHeroes

0-3 Witch Bunters

25 gold crowns to hire

Witch Hunters are members of the grim Order of
Witch Hunters, dedicated to ecradicating Chaos and all
its minions, Uswally they prowl the Old World
individually trving and executing the cnemies of
Sigmar, but the situation in Mordheim requires them
to hand rogether.

Profile M WS BS 5§ T W 1 A 1d
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Weapons/Armour: A Witch Hunter Caprain may be
equipped with weapons and armour chosen from the
Witch Hunter Equipment list.

SPECIAL RULES

Leader: Any warrior within 6" of the Wiwh
Hunter Captain may use his Leadership vilue
when taking Leadership tests.

Burn the Witch!:

Captain bates
all moxdels
who can
cast
spells.

B

A Witch Hunter

4 3 F A F L 3 1 7

Weapons/Armour: Witch Hunters may be equipped
with weapons und armour chosen from the Witch
Hunier Bouipament list,

SPECIAL RULE
Burn the Witch!: Witch Iunters fafe all models who
can cast spells.

0-1 Warriov-priest

40 gold crowns to hire

Many powerful fighting men have come from the
rinks of the faithful. The Pricsts of Sigmar are no
exception, and the military wing of the cult is feared
and respecied throughout the Empire,

The Grand Theogonist himsell has sranted the
Warrior-Priests an edict 1o cleanse Mordheim of Chaos
filth. With fire burming in their eyes, the
Pricsts stride inta baule, chanting aloud the Deus
Sigmar, the praise of the parron god of the Empire,

arrior-

M WS HBS 5 T w 1 A Id
i 3 3% 3 3 1 3 1 8B

Profile

Weapons/Armour: A Warrior-Pricst may be
equipped  with weapons and  armour
chaosen from the Witch Hunter Equipment

lisr.

SPECIAL RULES
Pravers: A Warrior-Priest 15 a servant of
Sigmar and may use the Pruvers of

Sigmar as detailed in the Magic
section,




0-5 ¥fageffants

40 gold crowns to hire

Flagellants are fanatics and madmen obscessed with
the end of the world, They are often men who have
lost their families 1o war or the ravages of nawre, and
have also lost their minds. With insane persistence,
they travel the length and breadih of the Empire,
preaching their view of the end of the world, With
their rousing speeches, Witch Hunrers can muster
these dangerous lunatics to fight in the strecrs of
Mordheim, where no sane man dares tread.

Flagellants are extremely dangerous opponents in
close combat, for they have the strengrth of madmen,
and their bodies have become inured to pain because
of self-mutilation,

Profile

M WsSBSs 5 T w 1 A 1Id
F 3 3 4 4 1 3 1 10

Weapons/Armour: Flagellants may be equipped with
wegpons and armour chosen from the Flagellant
Equipment list. Flagellants never wse  missile
weapons, even if they gain an Advance roll which
would otherwise allow them to do so.

SPECIAL RLILES

Famatical: Flagellants are convinced that the end of
the world is nigh, and nothing in this world holds any
terror for them. Flagellants automatically pass all
Leadership-based tests they are required o ke, A
Flagellant may never become a warband leader

Leafots

20 gold crowns to hire

When a man loses his family, home and all be cared
for, religion is often the last refuge left to him. Such
men become wandering pilgrims, bitter and
dangerous fanatics who are prepared (0 avenge their
loss ar any cost. These men are called Zealois.

Zealots have forsaken their former lives and exist only
to destroy evil and the minions of Chaos. Whilst they
might have been peasants and craftsmen before, and
thus may not be as dangerous in a fight as seasoned
mereenaries, their determination and fanaticism
should not be underestimared, Witch Hunters find
ready allies in their ranks, and many a band of Zealots
is led by Witch Hunters,

Profile M W5 BS 5

4 2 2 3

T W 1 A Id
A E L F
Weapons/Armour: Fealots may be equipped with
wrapons and armour chosen from the Zealot
Equipment list.,

it Gunters

genfﬁmen (Bought in groups of 1-5) m

0-5 Warfounds

15 gold crowns to buy

Witch Hunters often keep packs of ferocious hunting
dogs, With their huge jaws and powerful bite, they are
perfect for hunting down (and tearing apart) any
heretics, mutants, deviants and witches.

Profile

M WS BS 5 T W 1 A Ld
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Weapons/Armour: Jaws and brutality! Warhounds
never use or need WEAPDONS and ATIMOIT.

SPECIAL RULES
Animals: Wiarhounds are animals and thos do not
gAn experience,
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or centurics the nobility of the Empire has sent

its wayward or rroublesome daughters 1o the

Holy Convent of the Order of Merciful Sisters of
Sigmar in Mordheim o be initiated into the only
order ol pricstesses dedicared 1o the Empirce’s patron
god. The Sisters of Sigmar, as they are commonly
called, have traditionally travelled 1the Empire
administering o the sick and poor, tending (o the
needs of orphans, curing the diseased and mending
hroken bodics. As well as the healing arts, which they
pracrise with expert knowledge of herb-lore and
prayer, their advice is frequently sought by those
about o make an important decision, for the Sisters
of Sigmar are famed for their abilice 1o predict the
fickle course of fale

Though once much loved by the common people, the
Sisters have seen their popularity wane in recent
vears, Rabble-rousing Witch Hunters have denounced
them as witches and heretics, so that cven in the
countryside they are attacked and driven away by the
very peasants they seck to help. Many of Sigmar's
privsts wish to dishand the order aliogether, claiming
that women have no right to teach the holy word of

Sigmar. Even the Grand Theogonist, ostensibly the

chiel authority over the order, hus cooled towards the
sisterhood, denving the throne to Magritta of
Marienburg who was brought up by the Sisters and
said to be sympathetic to their cause. These days the
Sisters of Sigmar have retreated to their convent
situated high on the cragpy island of Sigmar's Rock in
the river Stir in Mordheim.

Of all the inhabitants of Mordheim only the Sisters ol
Sigmar woere prepared for s destruction. Seeress
Cassandora toretold of the disaster and ar their
nightly vigil the Maidens of Sigmar heard the voice of
sigmar speaking in their dreaming minds. Thus they
knew that they would be safe in their fortress high
above the city, raised as it is above the polluted
vapours, if only they were prepared (o survive the fine
of Sigmar's Fury,

While the rest of Mordheim fell under a spell of
madness the Sisters ol Sigmar offered prayer after
prayer, scourging themselves to drive out all thoughts
of sin, lervently accepting a punishing penitential
regime 1o harden their minds against the wantonness
runaing rampant outside their walls, When the blow
finally came the Sisters gathered beneath the great
temple dome of their convent which, well built and
fortified as it was by the pravers of the Sisters,
protected them from the fire and hear of their
master’s ire,

82

The Sisters believe they have a holy mission, a rask
thut they have been set by Sigmar himself and 10
which they muast submit themselves body and soul,
Their sacred dury is o gather up the shards of
wyrdstonc and hide it deep beneath Sigmar’s Rock in
the vaults of their convent where, shiclded by a grear
depth of solid granite and guarded by the eternal
prayers of the sisterhood, it will cause no hamm w
Sigmar's people. Tt is a nigh hopeless task, for there
are tew Sisters and countless shurds of stone. Worse
still, there are many who wamt the stone for
themselves, to take it from Mordhetm and spread its
contagion amongst the cities of the Bmpire.

The warbands of the sisterhood are led by tough
Matriarchs, each wecompanicd by a body of warrior
sisters. The training and harsh discipline of the
convent includes mastery of martial as well as
veclesiastic skills, for mastery of the body is but the
lirst step towards the mastery of the soul. Their
favoured weapon is the warbammer, the instrument
of Sigmar, seen as his holy svmbol, alongside the twin-
tailed comel,

Choice of warriors

A Sisters of Sigmar warband must include a2 minimum
of three models, You have 500 gold crowns to recrait
vour initiu]l warband. The maximum number of
warrions in the warband may never exceed 15.

Sigmarite Matriarch: Each Sisters ol Sigmar
y warband must have one Matriarch to lead it
v 00 more, no less,

! Sister Superior: Your warband may
include up to 3 Sister Superiors.

4 Augur: Your warband may include a
single Augur,

Novices: Your warband may include up 1o 10
Mowices.

Sisters: Any number ol models may be Sisters,

Starting erperience

A Matriarch starts with 20 expericnee.
Sisters Supcrior start with 8 experience.
An Augur starts with 0 experience,

Henchmen start with ) experience,



Bisters of Sigmar

Speciaf sfiffs

The Sisters of Sigmar may use the following skill list instead of the standard skill lists.

Bign of Sigmar
The Sister is favoured by the great god Sigmar
Possessed or Undead opponents lose their first arack
against the Priestess in the lirst round of hand-to-hand
combat (down toa minimuom ol 1),

Protection of Sigmar

The Sister has been blessed by the High Marriarch,
Any spell which would aflfec her is nullified on a D6
roll of 4+, Note that if the spell is nullified it will not
affect any other models cither.

Bttey Setermination

Only the Matriarch may have this skill, which allows
her tor re-roll any Gailed Rout tests.

T s
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Righteous Aury

The Sister teels cold fury and utter contempt towards
any evil that pollutes the soil of the holy Empice with
s presence. The model bates all Skaven, Undead or
Possessed wurbands and all models in them,

Absofute ALaith

The Sister puts her faith in Sigmar, and faces dungers
unflinchingly. She may re-roll any Fear tests and does
not have 1o test il she is fighting alone apainst several
OPRONENTS,
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Bisters of Sigmar equipment fists

The following lists are used by the Sisters of Sigmar to pick their cquipment.

Hand-to-hand Combat Weapons

DREEET . oo i e 1st frees2 po
Mage: ..o oo ppanenpn T -
Hammer ::-ooaeaiiaii 3 go
Sigmarire warhammer . ... ... .. 15 gc

Flail ... .. . 15 gc
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Armour

Light armour .00 oL 200 po

M drmtAIE. coaniesy i wo=uiss 50 go

Shleld ey riivemrn sen e 5 pc
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Miscellaneous Equipment
{Heroines only)
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Sisters of Sigmar

4 Sigmarite matriarch

70 gold crowns (dowry to the temple)

The Sigmarite Marriarchs, of whom there is an inner
circle of rwelve, are answerable to the High Mawiarch
of the temple. Fach must lead a warband of Sisters in
frequent searches of the city in order 1o purge the
ruins. Matriarchs are deiven by a zealous devolion 1o
the Cult of Sigmar and a relentless determinarion o
redeem the Sisterhood in His eves.

1 [Hevoines —

0-3 Bister superior

35 gold crowns (dowry to the temple)

Each of the Sisters Superior is a long-serving pricstess
of the Cult of Sigmar, well versed in the rituals of the
temple and an example to the younger Sisters and
Mowvices, The Sisters Superior are entrusted with
maintaining the faith and fervour of the order. Any
peril or foe that may lurk in the rins of Mordheim is
as nothing compared to the wrath of @ Sister Superior.

Profile M WsBS § T W 1 A Id Profile M WS HBS 5§ T w 1 A ILd
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Weapons/Armour: The Sigmarite Matriarch may be Weapons/Armour: A Sister Superior may be

equipped with weapons and armour chosen from the
Sisters of Signar Equipment list,

SPECIAL RULES

Leader: Any warband member within 6" of the
Sigmarite  Marriarch may wse her Leadership
characteristic when taking any Leadership tess,

Prayers of Sigmar: The Matriarch has sudied the
Pruyers of Sigmar. See the Magic section.

&4

equipped with weapons and armour chosen from the
Sisters of Sigmar Fquipment lise.

0-1 Huguy

25 gold crowns {dowry Lo the temple)

The hlind Augurs of the Sisterhood are blessed
beyvond their comrades. By giving up their sight they
have gained something far more, second sight - a gift
from their patron god, Only a very few are marked
this way, and they are greatly revered by the
Sisterhond. Unlike the rest of the priestesses, they
shave their heads, save for a single long braid,

Profile M WS BS 5§ T w 1 A LId

4 2 2 3 3 1 3 1 7

Weapons/Armour: The Augurs may be equipped with
weapons chosen from the Sisters of  Sigmar
Equipment list, They never wear armour,

SPECIAL RULES

Blessed Sight: An Augur can re-roll any failed
characteristic tests (climbing, resisting spells or any
other reason), and any rolls to hit in close combat or
shooting, You must accept the second result,

In addition, an Augur can use her Blessed Sight
help the Sisterhood when they are searching the
city for wyrdstone, 11 the Augur is not put o

of action in the battle, you may roll two dice

for her in the exploration phase and pick

either dice as the result.
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Gl (11BN bought in groups of 15

Sigmarite sister

25 gold crowns (dowry to the temple)

Sigmarite Sisters know that their cntire order is
shamed in the eves of their Lord Sigmar. Every one of
them is sworm upon His altar 1o pacify the city and
thereby redeem themselves. Whatever the perils and
horrors that stand in their way, they will be overcome!

M ws BS § T W 1 A Id
i 3 3 3 31 3 1 7

Weapons/Armour: The Sigmarite Sisters may be
equipped with weapons and armour chosen from the
Sisters of Sigmar Equipment list.

Profile

Gpecial weapons

sigmarite warfammer

15 gold crowns
g Availability: Common (Sisters of Sigmar only),

e of the traditional weapons of- the
Sisterhowd, the warhammer echoes Ghal-Maraz,
the great hammer of Sigmar himself,

Range

Close Com As user+1

Strength Special tules

Concussion, Holy

SPECIAL RULES

Concussion: Warhammers are excellent at
striking people senseless. When using a
warhammer in close combar a roll of 2.4 is
treated as stunned when rolling on the Injury
chart.,

Holy Weapon: Each warhammer is blessed by
the High Matriarch herself hefore it is handed to
the Sisters, The warhammer has a +1 bonus on
all 1o wound rolls against any Possessed or
Undead models. Note that vou will still need 1o
score a O before any modifiers in order (o cause
a critical hit. Only Marriarchs and Sister
Superiors Ay Sigmarite
warhammers.

car’y W0

Sisters of Sigmar

0-10 FVovices

15 gold crowns (dowry to the temple)

By tradition, the Sisters draw their recruits only from
the most noble houses of the Empire, and families
consider it a great honour to have their daughter
accepted into the order. Only maidens of noble
lineage can be relied upon o have the devotion to
duty and innate scnse of honour. Few though the
recruits may be, they must endure several years as
Movices during which tme their devotion will be
tested 1o the full, All are eager to prove themselves
worthy to be the handmaidens of Sigmar,

Profile

M WSBS 5 T W I A ILd
4 2 2 3 31 3 1 ¢

Weapons/Armour: The Novices may be eguipped
with weapons and armour chosen from the Sisters of
Sigmar Equipment list.

steel wiip
10 gold crowns

Availability: Common (Sisters of Sigmar only).

Another weapon unigue to the Sisterhood is the
steel whip, made from barbed steel chains. The
weapon can be as much as 12' long and some of ,}
the Sisters have acquired a truly punishing skill
with this wedpon,

Range Strength  Special rules

q" As uscr Cannot be parried, reach

SPECIAL RULES

Cannot be parried: The steel whip is a flexible
wedpon and the Priestesses usc it with great
expertise, Allempis to parry its strikes are futile.
A model attacked by a steel whip may not make
parries with swords or bucklers.

Reach: A model armed with a steel whip may
attack enemies up o 4" away in the hand-to-
hand combat phasc. She may make her usual
number of attacks, using the normal combart
procedure, except that her opponent may not
strike back, Note that if the model is already
engaged in close combat, she may not use the
steel whip to attack opponcats other than those
in base contact,

s



Count ¥iad von Carstein

and his wife Isabella have

ruled the province of

Sylvania for as long as anyone can

remember — peasants whisper of

some dark secret, Witch Hunters revile

them, and the Priests of Sigmar shun their

court, Indeed, Sylvania has the most dire

reputation of all the provinces of the Empire. Few

men sent o spy on the rolers of Svlvania have ever

relurned from those dark Sylvanian forests, and then
marely with their sanicy intact.

In the dimly-lit chamber of the Tirakenhol castle, on a
throne of black obsidian, sits ¥lad von Camstein, the
ruler of Svlvania. [Te waits in shadows, having set
himsclf apart from the politics und bickering of the
Empire, For he holds a temible secret: he, and all the
ruling aristocracy of his provinee are Yampires,
undying monsters from beyond the grave, Here he
patiently waits, drinking the blood of maidens from
gold goblets,

For many long years VEad has gathered his sirength
and mustered his Undead legions in secrecy. One day
soon he will march from the forests of
Svlvania at the head of an army ol
restless dead. The picces of magic
stone that lie scattercd among
the ruins of Mordheim
can give the Count
the prower to
challenge the nobles
of the Empire and
enslave the men of the
Ol Wiarld,

Wyrdsione bolds enough caprured magical energy to
unleash a great spell of doom o rival that of Nagash
the Black. 7 the Count is successful, he will raise all
the dead berween the Worlds Edge Mountains and the
borders of Stirland, and go 1o war against the divided
rulers of the Empire. His plans laid out, ¥lad sends his
thralls, the immortal Yampires, to do his bidding,

Cruring dark, moonless nighes, black coaches arrive at
the gates of Mordheim carrying coffins. Ghouls scuttle
from their hiding places to greet them, and corpses
are stirred by 3 command which the living cannot
hear. Following the communds of the Yampire, they
hunt for shards of wyrdstone,

The night belongs to the Undead, and in Maordheim i
is abways night,

Choice of warriors

An Undead warband must include a minimum of
three models, You have 300 gold crowns w recruit
your warband, The maximum number of wartiors in
the warband may never execed 15,

Vampire: Fach Undead warband must have one
Yampire: no more, ne less|

Necromancer: Your warband may include a single
Mecromancer if you wish

Drregs: Your warband may include up 1o three Dregs.

Zombies: Your warband may include any number of
Zombics.

Ghouls: Your warband may include any number of
Ghouls.

Dire Wolves: Your warband may include up to five
Dire Wolves.

Gtarting experience

A Vampire starts with 20 expericnce.
A Necromancer starts with 8 expericnce.
Dregs start with 0 experience.

Henchmen star with 0 expericnce.
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| BnPead equipment fists

The following lists are used by Undead warbands to pick their equipment.

Hand-to-hand Combat Weapons

EYaprmenr. o e s SR ey st frees2 ge
i 2 B M PRI SRR e et 3 g
Hammer .o oo 3 ge
2 R R e I ge
Double-handed weapon .15 g

)L SPCAT | e 10 ge
Halberd o cowmaios o 10 g

Missile Weapons

By s e e e B 10 go

Bhickrt b, 0 S I S LS 5 ge

Armonr {
Ddght armours Cg oo oo ioooiiios 200 gy

Heavy armowr ..o ... S0 g

SRl e s s 5 g

HeliMet s in inain pdes 10 ge

(B mote men, we m‘:ed new weapons, For !

Il  sake, Marius, we'll all starvel” Hensel }:&uﬁ&& ’fnr a'

- moment, am:l a sl}r look entered tu,s dm-k;

(| eves. “That broken vault is there, and » mmn:nm: w;dl .

find it. Others, less righteous than us, will be

f’h;mkmg f'ur it. Whuld you see the wealth of the
le stulcm by Wir:ked mamres or men of ng

!. aur: nabhe cauise!”
the twﬂ spakﬁf End&rlm one af Lapz;ga men,

}‘Wevefnmﬁthfé "nfshuusq :L:hwam;t is

trouble.” With that he hurried off again, thaf Wih:h
Hurrher,wd Hemelfoﬂmwng e

Ehdﬂ'lm ]_E_d thermi s:lmﬂ'n R Flﬂ\‘»?;rw ‘#HE}FW&V
chckﬂﬂw ' ﬂfbﬁﬁmﬂmfaﬁzmsmm éﬂg}*

; swung i‘n‘EhestaIe mh:d ﬁcamer@fa nearby.

 within the dark confines of the Ex_pgﬂ.ed cellar gn,ld

W MR% b-E‘EI'I. ﬂ'IrEE ‘m ﬂﬂ%‘} I'v'iﬂn'l.IHTh Hm%':] il l' Iglmtf.'d' m thE dlm I.lghtc

a_rgu?ed hﬂeﬂf “ﬁ%’b’e run out of money, ‘,,"h’e x;ﬁ& e “We'll be taking that!” a voice called m_lt and from

“‘Marienburgers. .

~his own blade. “I am sent here ’n}f Sigmar himself,
| virtue. At least w:e'Il be spmdlng it to

| there, alright!” he told them with a grin. “We better -

ATl the sam
be quicks and grab the hoard before there’s any

replied, agnat]mg ‘Bmmm |
. “Then so be it, you shall be in the arms: "'j
- damnation bﬁ:fﬂre the sun sets!” Manus snarled '
. :'-'bach%epg ;

building had broken through its foundations and |

the shadows Rtepped a dozrm men, some C,a!"l'_?l_l'lg’:b.
crossbows, the others wielding 5w+:!i‘ds and spears,
They were all well dressed, in the e Qf

“Dare not oppose mrf[" -:rim:l Maﬂus pullmg forth

Cross my path and be forever damned. The world ‘E‘
around us is in turmoil, thaoﬁg;rmwsﬂpmﬂle

bones § our lands, foul creatures hurk in our once.
proud cities. Men should not 5gﬁt‘mm in tlﬁe;se

fight 1g£!.l.‘h$l:~"“"

t
a&vam

mg to ﬂm attacﬁk
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1 Dampire

110 gold crowns to hire

Vampires lead the Undead in their search for the
magical stones that will give their master the power to
conquer the Empire,

Although but pale shadows when compared to the
dread Vampire Lords, the immortal servants of Viad
are still some of the most powerful creatures who
fight in Mordheim. Most of them serve the undying
count ol Sylvania, bur some have found the city to
their liking, and have become independent.

Profile M WsBS 8 T w I A Id

6 4 a4 4 4 2 5 2 &

Weapons/Armour: Vampires may be armed with
weapons and armour chosen from the Lndead
Equipment Hst.

SPECIAL RULES

Leader: Any models in the warband within 6" of the
Vampire may usc his Leadership instcad of their own,

Cause Fear: Vampircs arc terrifving Undead creatures
and therefore cause fear

Immune to Psychology: Vampires are oot
affected by psychology (such as fear) and
never leave combat.

Immune Lo
Poison:
Vampires are
nit affected
by any
Puyson.

Mo Pain:
Yampires
real a
‘stunmnied’
result on
the Injury
chart as
‘kniocked
down’,

A T TR

== [Heroes

0-1 Yecromancer

35 gold crowns to hire

Necromancers are evil wizards, studying the cormupt
art of Necromanecy. Many of them are acolvies and
servants of Ylad von Carstein, and follow the agents of
theit master w the city of the Damned. Others are
recruited from amongst wikzards and warlocks who
have come under the suspicion of the various agents
of Sigmar and have fled o Mordheim to avoid
persecution.

Profile M WSsBS §8 T w 1 A 1d4
4 3 3 3 3 1 3 1 7
Weapons/Armour: Necromancers may be armed with

weapons and armour chosen from the Undead
Equipment list,

SPECIAL RULES

Wizard: Necromancers are wizards and so are able o
use Necromantic magic, Sce the Magic scecorion for
details.

0-3 Soregs

20 gold crowns 1o hire

Dregs are the most miserable human
survivors of the demise of Mordheim,
They are deformed and rejected individuals,
shunned even by the other men and women who still
live in the ruins and catacombs of the city

Yampires often recruit Dregs as their servants and
treat them with surprising kindness. As a result, Dregs
are often fanartically loyal w their Undead overlords
and will do anything 1o protect and serve them,

Diregs are very useful to their masters as they can be
sent o buy equipment, weapons and supplics from
the settlements around Maordheim which would often
not welcome Necromancers or where Vampires
would fall under the suspicion of the Witch Hunters.
They can also do the bidding of their vampiric master
during daylight, when the Yampires must rest in their
colfing,

Profile M WS BS § T w 1 A 1d

4 2 2 3 3 1 3 1 7

Weapons/Armour: Dregs may be

armed with weapons and armour
chosen  from  the  Undead
Equipment Hst.

R g e




Lombies

15 gold crowns 1o hire

#omhies are the most common of the Undead:
creatures animated by the will of their Necromantic
masters.

Profile M WS BS 58 T W T A Td

4 2. ¢ 3 3% 1 1 1 5

Weapons/Armour: Zombies may not have any
weapons or armour and sulter no penalties for this

SPECIAL RULES
Cause Fear: Zombies are terrifying Undead creatures
and therefore cause fear

May not run: Zombics are slow Undead creanues
and may not run (but may charge normally),

Immune to Psychology: Zombics are not affected by
psvchology and never leave combat.

Immune (o Poison: Zombies are not affected by any
poison;

No Pain: Zombics trear a stunned result on the Injury
chart as gnocked down.

No Brain: Zombies never gain expericnee. They do
not learn from their mistakes, What did you expect?

®GBoufs

40 gold crowns to hire

(bought in groups of 1-5 models)

Ghouls are the descendants of evil and insanc men
who ate the flesh of the dead. When the lean and
hungry times of famine come upon the Old World, the
most depraved and desttute ook w feasting on
COrpSes b Survive,

Driven by their unspeakable craving for the meat of
their fellow men, these creatures have given up their
human life and dwell near graveyards, crypts and
tombs, digging up the rotting corpses of the recently
buried and consuming the cold flesh with their bare
teeth and claws,

The destruction of Mordheim attracted many Ghoul
clans from the north, and now they have taken up
permanent residence in the crypts and cemeteries of
the mined city,
Profile M WS BS S
4 2 2 5

T W 1 A Id
4 1. &5 2 5
Weapons/Armour: Ghouls never carry any
equipment, apari [rom a few bones which they use
as primitive weapons.

BHenchmen

T B unPead

SPECIAL RIUTLES

Cause Fear: Ghouls are twisted and repulsive
creatures and therefore cause fear

0-§ Sire wofoes

530 gold crowns to hire

Dhre Wolves ure slavering Undead hounds, the
animated remains of the giant wolves of the Worlds
Edge Mountains. Their chilling howls can strike lear
into the hearts of cven the bravest warriors or most
ruthless Dvvarf mercenaries. They prowl the streets of
Mordheim like shadows, and many men have dicd
with the cold jaws of a Dire Woll around their neck.

Profile M WS BS § T W 1 A Ld

9 3 0 4 3 1 2 1 4

Weapons/Armour: None,

SPECIAL RULES
Charge: Dire Wolves are slavering creatures that
overpower their opponents when they charge. 1ire
Wiolves fight with 2 artacks instead of 1 during the
marn they charge,

May not Run: Dire Wolves are slow 1o react and may
not run (but may charge normally).

Cause Fear: Dire Wolves are terrifying Undead
creatures and therefore cause fearn

Immune to Psychology: Dire Wolves are not affecredd
by psychology and never leave combat.

Immune to Poison: Dire Wolres are not
affected by any poison,

Unliving: dire Wolves do not
gain cxpericnes. You can't
teach an old dog new tricks!

Mo Pain: Dire
Wolves rreal a
‘stunned’ result

on the Injury chart
as "knocked down'.

&9



Lnheknowinst to man,
foar thowsands of vears he has
shared his world with another
and altogethor different race.
There have always becn signs
for those who cared o see
them: a  scurrving  black
shadow, an inhuman scream
from the sewer, scuttling
shapes at the back of the cellar.
All these vears these creaturnes have worked
away in secrel, burrowing beneath the world of man,
undermining his prear cities, infiltrating  his sewers
and cellars, and joining all up into a vast world-
spanning labyrinth of tunnels und nests, These
creatures call themselves Skaven and they are
ratmen, the mutant spawn of an older age of
chans and mutation.

Doubtless one day the
Skaven will be ready o
emerge from  their
tunmels  and  wage

OpPEn wur

upon mankind. For centuries they have been content
to feed upon his roins, © seed plague in his cities,
and spread contagion amongst his lands, At least they
were content too wait and waitch, for now evervihing
has suddenly changed. Now the desteuction of
Mordheim has created new opportunitics in the
SECTEL war against mankind,

Since ancient times the Skaven have searched the
world for the soncs of power thar men in their
ignorance call wyrdstone but which Skaven have long
since known as warpstone, blackstone, or seersione,
It was as a result of gnawing upon this magic stone in
ages past that commonplace rats began the slow
provess of mutation that spawned the Skaven race.
Wiyrdstone is guite literally in their blood, for they
feed upon it and make use of it in their toul sorceries.
il nosw the satmen’s search lor wyrdstone has been
difficult and time-consuming as the stome has grown
increasingly rare, but now a new and abundant
source has appearcd - a dark blessing from the skies!

For the Skaven of Clan Eshin, this is an cspocially
opporiune lime or such a thing o happen, for, just
as the Empire is divided, so the Skaven race is divided
amongst itself, Clan fghts clan the world over, cach
struggling for domination of the Council of Thirteen
whose masters rule the Skaven ruce. Mordheim's
secret is not ver revealed o all the clans, or else the
City of the Damned would already be overrun with
ratmen. The Mightmaster of Clan Fshin is keen (o
guard this secret, and for this reason has not sent his
multitudinous armics into Mordheim. [nstead, he has
sent small warbunds of Skuven skittering through
secref unnels into the city (o gather up the shining
stones and bring them back 1o the clan nests,

The Skaven of Clan Eshin arve supremely adapied 1o
their task. Masters of the art of bringing silent death 1o
their foes, they are skilled in the use of poison and
trained in the thousand secrets of the assassin,
Since birth Skaven warriors practise martial crafls in
the ruinous temples of the Horned Rai, their ever
hungering and hideous god, There are none better
amongst their yerminous kind o pather up the
ireasure of Mordheim, but they must be silent, swift
and efficient. Were rival Skaven clans to discover
the secret of Mordheim there would come not
hundreds, not thousands, but millions upon
millions to contend for the wyrdstone in the Ciry
ol the Damned.
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Sfaven

HEROES EQUIPMENT LISTS
Hand-to-hand Combat Weapons

DGR o b e e m e 1st frees2 pe
Sword o 10 go
FIR) s woiionis i sams L0 mmeing 1% gc
A L S RS ) go
Hatherd o e mei 1 g
Weeping Blades o000 o0 o0 50 g
Fiphting Claws .., ... . ... 35 g
Missile Weapons

BENE v et covp s i vie. 2 pe
Theowing stars .. ..., .., ., cooc 13 e
Bloyeepipye: s sl i T e i Al g
Warplock pistel ..., L, L. 35 pr

(70 For 2 brace)

Sfaven equipment fists

The following lists are used by the Skaven to pick their equipment.

Armonr

Light grmowur . _ oL Lo L, 20 po
BUCRIET 4 i vs s it e P
Helmet ooy v PR LU X -

HENCHMEN EQUIPMENT LIST

Hand-to-hand Combat Weapons

Dagper ... ..., . ..., .... Ist free2 go
IR ooy oy i s A u

SOOI oo s i L e I g

SPRRT: L R 10 pe
Missile Weapons

Sling ..o s om o iy o B Y
Armour

Light armeour R 20 g
Shield s s RS 5 BC
Helmet _ . . L. L., coa e

CBhoice of warviors

A Skaven warband must include a minimum of three
models. You have 300 gold crowns (representing
your resources) which vou can use to

recruit and equip vour initial warband.

The maximum number of warriars in
the warband may never ecxcced 20

Assassin Adept: Fach Skaven
warband must bave one Assassin
Adepr: no more, oo less!

Eshin Sorcerer: Your warband may include a single
Eshin Sorcerer

Black Skaven: Your warbuand may include up 1o two
Black Skaven.

Night Bunners: Your warband may include up o 1wo
Night Runncrs.
Verminkin: Any
Verminkin,

number ol models may be

Giant Rats: Your warband may include any number
of Giant Rats.

Rat Ogre: Your warband may include a single
Rat Ogre,

Gtarting experience

An Assassin Adepr siarts with 20 experience.

Eshin Sorcerers and
Black Skaven start
with 8 expericnce.

Night Runners start
with U experience,
Henchmen start ~ ':_—-*.5/"
with 0 i :

experience,

#1
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it SFaden special equipment s

This equipment is only available to Skaven, and no other warbands may purchase it. See the Trading
section for full rules on acquiring rare items.

bfowpipe
25 gold crowns
Availability: Rare 7, Skaven only

The hlowpipe is 4 short hollow tbe which can be
used to shoot poisoned darts, While the darts by
themselves are too small to cause significant damage,
the poison used by the Skaven can cause searing
agony and eventual death,

The other advanitage of a blowpipe is that it is silent,
and a well-hidden shooter can fire the dares
undeteoted.

Range Strength  Save modifier Special rules
Poison, Stealthy

g 1 +1

SPECIAL RULES

Poison: The needles fired by
a blompipe are coated ina
venom very similar in irs
elfects to the Black Lotos (if
you roll a 6 on the To Hic
roll, the victim is
auromatically wounded). A blowpipe cannot cause
critical hits, This weapon has a positive armour save
maodifier, 50 a model that normally has a save of 5+
will ger a save of 4+ against u blowpipe dart. Even
madels that normally do not have an armour save
will ger a 6+ save (o take into account protection
offered by clothes, fur or the like.

Stealthy: A Skaven armed with a blowpipe can fire
while bidden without revealing his position to the
enemy. The target model can take an Initiative test in
order to ity (o spot the firing Skaven. If the test is
successful, the Skaven no longer counts as bidden.

warplocf pistof
35 gold crowns (70 for a brace)
Availability: Rare 11, Skaven only
Warplock pistols are terrifying weapons, testimony to
the mad genius of Clan Skryre engineers. Warplock
pistols shoot ammunition made of magically treated

warpstone and wounds caused by warplock pistols
are horrible to behold and ofien cause infections.

Range Strength  Save modifier Special rules
8" 5 -3

Fire every other
trn

g2

figBting cfaws
35 gold crowns per pair
Availability: Rare 7, Skaven only

The martial arts practised by Clan Eshin employ many
unusual weapons., The most famous of these are the
Eshin Fighting Claws: sharp metal blades attached o
the paws of u Skaven warrior. It takes a real expert to
use them effectively, but an adepe of Clan Tshin {s 4
fearsome opponent when armed this way.

Save
Strength  modifier  Special rules
Pair, Climb, Parry,
Cumbersome

Range

Close Com.  As user -

SPECIAL RLULES

Pair: Fighting Claws are traditionally used in pairs,
one in each hand, A warrior armed with Fighting
Claws gets an additional attack,

Climb: A Skaven equipped with Fighting Cluws can
add +1 te his Initiative when making Climbing tests.
Parry: A Skaven armed with Fighting Claws may parry
blows and can re-roll a failed atempt once, in the
same way as a model armed with a sword and buckler.

Cumbersome. A model armed with Fighting Claws
may not use any other weapons in the entire hattle.

weeping bfades
50 gold crowns (per pair)
Availability: Rare 9, Skaven only
The adepts of Clan Eshin use weapons called Weeping
Blades, murderous swords constructed with a small

amount of warpstone in their structure. A Weeping
Blade constantly swears a deadly corrosive venom.

Special rules

Pair, Venomous, Parry

Range Sll'\f-_‘ﬂgth

Close Com. As user

Pair: Weeping Blades are tradidionally vsed in pairs,
one in each hand, A warrior armed with Weeping
Blades gets an additional arcack.

Yemomous: The venom of Weeping Blades will enter
the blood of the victim and ravage his organs and
muscles, These weapons count as being permanently
coated in black lotus (sce the Equipment section), No
additional poison mayv be applied to Weeping Blades,

Parry: Weeping Blades are swords and can be used
for parrying.
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Combat Shooting Academic Strength Spocd Special
Adept T HERREE 4 ol o
Black Skaven v v v v
Eshin Surcerer ; = e v g
Night Runners v v
, e L e i G

iy SfFaoent special sEICTs i

Skaven Heroes may choose to use the
follerwing Skill lise instead of any of the standard Skill tables available to them.

bfacf Bunger
The Skaven can draw upon the dreaded Black Hunger, the fighting freney which gives him
unnatural strength and speed but can ravage him from inside. The Skaven Hero may
declare ar the beginning of his turn that he is using this skill, The Hero may add + 1
arcack and + 33" to the total move to his profile {or the duration of his own urm
but will suffer D3 53 hits with no armowr save possible at the end of the
turn.

taif figBting .

The Skaven may wicld a knife or a sword with s tail. The model
pains an extra attack with the appropriate weapon or a +1 bonus o
its armour save,

walf yunner

The Skaven does not need o take an Initiative test when
climbing up walls and other sheer surfaces.

infiftration

A Skaven with this skill is always placed on the batdeficld .
after the opposing warband and can he placed anywhere
on the table as long as it is out of sight of the opposing
warband and more than 12" away from any ¢nemy model,

if both plavers have models which infiltrate, roll a D6 for
cach, and the lowest roll sets up first,

art of sifent Death

The Skaven has patently mastered the deadly art of
open-hand fghting, as taught by the mystics of Cathay in
the temples of the far East. In hand-to-hand combat, the
Skaven can fight with his bare paws without any
penalties and counts as having teo weapons (ie, +1
attack). In addition, a Skaven Tero with this skill will
cause a critical hit on a To Wound roll of 5-6 instead of
just 6. This skill may be used in conjunction with the
Eshin Fighting Claws (+2 Artacks instead of +1).




1 Assassin aPept

&0 gold crowns to hirve

The Nightmaster of Clan Eshin has sent the Assassin
o collect precious wyrdstone. Success means many
brecders, wealth and a better position amongst the
clan, Failure, on the other hand, is best nol
contemplated. .

Profile M WSBS S T W 1

0 4 4 4 3 1 5

A Ld
| -

Weapons/Armouwr: An Assassin Adept may be armed
with weapans and armour chosen from the Skaven
Heroes BEquipmenr list.

SPECIAL RULES
Leader: Any warrior within 6" of the Assassin Adepi
muay use his Leadership instead of his own,

Perfect Killer: An Assassin Adept always has an extra
-1 moditier to any armour save the cnemy has o take
against wournds they infliceed (both with shooting and
close combat weapons),

P4

Heroes

0-2 Bfacf sfapen

40 gold crowns to hire

Black Skaven are the most pewerful fighters of Clan
Eshin: black-furred killers trained in the mareial ares of
their clan, In Mordheim they excel at ambushing and
assassinating man-things.

Prafile M WS RBS § T W I A Ld

O 4 F 4 3 1 5 I i

Weapons/Armour: A Bluck Skaven may be armed
with weapons and armour chosen [rom the Skaven
Heroes Equipment Hst

0-1 Eshin sorcever

45 gold crowns to hire

The Sorcercrs of Clan Eshin are black magicians who
manutacture the enchanted weapons of the Assassins,
Though their power is slight compared o the
Wirlocks of Clan Skryre or the mighty Grey Seer, their
black sorcery is still potent.

Profile M WS BS 8

303 3 4
Weapons/Armour: A Skaven Eshin Sorcerer may be

armed with weapons and armour chosen from the
Skaven Hernes Equipment list,

T W 1
01 -4 1 0

SPECIAL RULES

Wizrard: An Eshin Sorcerer is 2 wizard and uwses the
Magic of the Horned Rar. See the Magic section [or
details.

0-2 Night runners

20 gold crowns to hire

Night Runmers are the young apprentices of Clan
Eshin, Recently initiated into the secrets of the clan,
they make up for their lack of knowledge with their
ambitioin and energy,

Profile M WS BS 58 T W T A Ld
6 2 3 3 3 1 4 1 4
Weapons/Armour: Night Runncers may be armed

with weapons and armour chosen from the Skaven
Henchmen Tguipment list.



Verminfin

20 gold crowns to hire

Verminkin are the Clanrats of Clan Eshin. The
strongest amongst them are indtiated into the seoerets
of the clans and begin their waining w become
Assassing, the most fearcd wardors of the Skaven
warbands. All the Clanrats of Clan Eshin dream of
rising to the status of 4n Assassin one day,

Profile M WS BS § T w 1

3 03 3 3 3 1 4

A Td
1 5

Weapons/Armour: Verminkin may be armed with
wedpons and armour chosen from the Skaven
Henchmen Equipment list,

Giant vats

15 gold crowns to buy

Giant Rars are creations of the twisted genius of the
Skaven, They are mutated monstrosities the size of
dogs. They fight alongside the Skaven, overpowering
any opponcnts by sheer weight of numbers.

Profile M WS BS 5§ T W I A Ld

b2 0 3 3 1 4 1 4

Weapons/Armour: None, Giunt Rats never use any
AMMOUT OF WELPOs.

SPECIAL RULES
Pack size: You can recruit as many Giant Rats as
vou wish,

Experience: Giant Rats
are animals and do not
gain experience.

sl

5€nfﬁmfn bougBt in groups of 1-5)

0-1 Rat ogre

210 gold crowns to buy
These horrible monsiers are much in demand as
bodyguards to important Skaven.

Profile M WSBS 5 T W I A Id

6 5 3 5 5 F 4 F 4

Weapons/Armour: [aws, claws and brute torce! Kat
{}EI"ES Can Tever uss “"L'lei)l'lﬁn CHF Ao

SPECIAL RULES

Fear: Rat Ogres are so frightening they cause fear
Smpidicy: A Rat Ogre is subject to stapéddity unless a
Skaven Hero is within 8" of i,

Experience: Rai Ogres do not gain experience,
Large: Rat Ogres are huge creatures and therefore
make tempting fargets for archers. Anv maodel may
shoot at a Rat Ogre, even il is not the closest target.




Dwarfs are a grim and exceptionally proud people. They respect
three things above all others: age, wealth and skill. It is no surprise
then that these grim warriors can be found in Mordheim searching for
fame and fortune. Mark Havener gives full rules for ulclud.ir.lg Dwarl

warbands in Mordheim.

nally a Dwarl noble
himsell  in
times. His famil
hold may have been overrun b
Goblins or Skaven, or h{: may have
somehow disgraced himself and been
hanished. Other Trhwarfs knos th
as the Dispossessed. Dwarfs are a p
and it is against a Dwarf's nature o lose himself
in despair. Instead, a noble who finds himself
| gather together a group of his
closest friends and kin and go treasure hunting,
hoping to accumulate a large cnough hoard to
ablish his own holding, At this time
ree OF wealth in the Known World is rumoured to
he a city in the Empire, The city is known
Mordheim, ..

Special Rules

All Dwarfs are subject 1o the following special rules.

Hard to Kill. Dwarfs are tough, resilient
individuals who can only he taken owt of action

iy e

»id — -
Afsiliate stfence bung over the feasting hall fike o bavial
sfrroaneed. The celebration Do lasted for days, erer since the
ineeeeling Coobiin tribes bad been repadsed, The people of
Foveek Azvir buved ol hated mpncli caese for refoloing over foccil
sleraeles w0 gl were maniing the wiost of Hhs sare occasion,
SOHTEE T sheng et b sron Beest bearvd in these balls for a
seneration, coid legendary greantities of e srost precions
Pt ales were edeg dlvind,

That wars ! poweng Ford Cheedel bad citered e Ball
Clrvicle wats #w Vopngest sonof King Keoddai, vader of Keralk
Azar To say e fwn sonelines ofclsbod reondd he oon
tinderstatenend.

“Whetd eficd peare sen), Soel® eesbed the apedd Ting fie ot steaed)
peafre, "M el vars st Baee nafsheoeed vear”

“Uowserely asked qebat e ave celebraring for” slurved the
verrenges Prael He facked s father s abddit) (o aipear sobier
regaielless of the alvanis! of deink be bed fnebiieed. "W bt
thens s She boid they T be Back, incirk nay wirels, Ared et
Pl woe padahd ol P oser fackeyp "

Lackp” powtied e envaged Ling, Bl vistag froen iy ebair
iz Degetbpnard sected o either side exchanped worried
foseries pet yose it Diwe Weaald neslle Blocd Be spilfed in the
Bedl thfs adphd?

e clare yend gpeks booame of Tnckd B s D conrage
civnel [Tl ing: sl dhat drare off those green-slinned boreles,
This heldd bas never faflen o intaders, andg mrever willt Nog
rickifer | elrere Deegeh!”

LD T

on g roll of & instead of 5-6 when rolling on the Injury chare
Treat a roll of 1-2 as Erocked down, 3-5 as stunned, and G as
aciion.

Hard Head. Dwvarfs ignore the special rules for maces, clubs,
et They are not easy o knock out!

Armounr. Dwarls never sulfer movement penalties for wearing
ATTNOUr.

Hate Orcs and Goblins. All Dwarfs Aate Ores and Goblir
See the psvchology section of the Mordheim rules for details
on the effects of hatred.

from the days whl.n thL two races fuugr,ht ﬂ s supr-._ma ¥ in |:I1:

Old World, A Dwearf warband may never include any kind of
Elven Hired Sword.

Incomparable Miners. Dwarfs spend much of their lives
underground scarching for precious minerals, and they are
thf.' best in the world at l‘hl.‘: kind of work. In I‘.hl‘: t:itv nl

game, add +1 o the T'.II.IT'I'II‘_'Il;!r ul ]_Tllt'.l.t‘b I:_JL|1'||:_| for a
Drwart warband.
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Owarf equipment fists

The following lists are used by Dwarf warbands o
pick their equipment.

Dwarf Warrior Equipment List
Hand-to-hand Combat Weapons

Duggrgiets o L 3y 1st free/2 go

j Mafe s R e R R R, 3o
HAMIMET . . ove b vme o erorimin e mm i 3 gc

1 i ket e W W 3 gC
Dravarfame ..o e e s 15 gc
L [ SR 1} ge
Double-handed weapon oL L 15 go
L T e s 10} pc
Halberd, i i s 10 go
Gromril weapon® ... A times the cost
Missile Weapons

b Pistal ERRPRERSPIPI 1 ¥, -
Armour
Lightarmour ............. 0 ievi.- 20 go
Heavy armour .. oooiise s i sia e 50 pe
Gromeil aemoar™ oL oL L. 75 o
Shaeld v R R 3 po

S T u}ﬂ
Thunderer Equipment List
Hand-to-hand Combat Weapons
DVAREET o oy i 0 T T e 1st frees2 go l
MABE o e e PR e e R
LT ) L R e Pt L e 3|
ANEPE e s e L e e s 5 HC
Sword ocspssennnarr scrsa ey e Ik pe ;
Missile Weapons [
B O P L R SRR 25 go
Handgon ....... ......c..cc0...-..358C ;
Bistol .. e e 15 &

(30 lor a brace) 1

Armour 1
Lightarmour ........ 0 0ciiveaein 20 gc
Heavy armiOur . o oo ven v veai veae o 30 EE
Bhleld o s B i et 5 gc
Hielmyer oo s s i s 10 go

*Any weapon a Dwarl may normally purchase may be
bought as a Gromeil weapon instead. This multiplies
the cost of the weapon by 3. For rules on Gromril
weapons see the Mordheim milebook. Note that chis
price is only for a starting warband, as it represents the
Dwarfs outfitting themselves at their own stronghold.
Later purchases of Gromril weapons are done using the
price chart in the Mordheim rules. i

el <o Sl R L AL e R a e T e *#The price of a suit of Gromrl armour is cheaper lor
a starting warband to represent the relative ease with
which Dwarfs can find such items in their own
'@' stronghold. Later purchases of Gromril armour must
e b R be done using the normal price chart in the
' Mordheim rules, '
e TR e
e z e e
E Swarf sfiff tabfe
Combat Shooting Academic Strength Specd Special
Engincer v v v
- = —— S MR sl L N

CBhoice of warriors

A Dwarf warband must include a minimum of 3 models, You
have 500 zold croems which vou can use to recruit and egquip
vour warband. The maximum number ol warriors in the
warband is 12

Noble: Each Dt warband must have one Noble: no more,
i less!

Engineer: Your warband may include up to 1 Engineer,

Troll Slayers: Your warband may include up to 2 Troll
Slayers.

Dwarf Clansmen: Your warband may include any number
of Dwarf Clansmen.

Dwarf Thunderers: Your warband may include up 1o
5 Dwarl Thunderers,

Beardlings: Your warband may include any number of
Beardlings.

Starting erperience

A Noble starts with 20 experience.

An Engineer starts with 10 expericnce.
Troll Slavers start with 8 experience,
Dwarf Clansmen start with 0 experience,
Dwarf Thunderers start with () experience.

Beardlings start with () experience.



1 Swarf Nobfe

85 gold crowns to hire

Drwarf Mobles are fortone seckers who have recruited a band
of like-minded Dwvarts and set off from their stronghold in
search of riches, A Dwarf Noble is well respected by the
members of his warband, Often he is a member of one of the
noble families of the lost Dwarl strongholds, deeaming of
collecting enough treasure to restore the former glory of the
Dravart Kingdoms,

Profile

M Ws BS S T W 1 A Id
3 05 4 3 4 1 2 1 9
Weapons/Armour: A Dwarf Noble may he equipped with

weapons and armour chosen from the Dwarf Warrior
cquipment list.

SPECIAL RULES
Leader: Any models in the warband within 67 of the Dwarf
Noble may use his Leadership instead of their own.

0-1 Swarf Engineer

50 gold crowns to hire

Dwarf Engineers are respected members of Dwarf society, It is

they who design and build the complex war machines and

devices which have made the Dwarks famous.

Profile M W5 BS § T W 1 A Ld
3 i 3 3 4 1 2 1 b

Weapons/Armour: A Dwarf Engineer may be armed with
weapons chosen from Dwarf Thunderer equipment list.

SPECIAL RULES

Expert Weaponsmith: A Dwarl Engineer i5 a masier ol
mechanical devices. By using stronger construction materials
and tdme-tested secrets of Dwarf engineering, a Dwarf Engineer
can increase the distance the warband's missile weapons can
shoot. All the warband's missile weapons have 6" added 1o their
range, as long as the Dwarf Engineer is in the warband (the
modifications require constant mainienance),

0-2 Swarf ‘Troff Sfapers

50 gold crowns to hire

Troll Slavers are members of the morhid Dwarf cult obsessed
with seeking an honourable death in combat. Having
committed some unforgivable crime or been dishonoured in
some way, a Dwarf will forsake his home and wander off o
die fighting the enemies of Dwarfkind, Troll Slayers are
insanely danperous individuals, psychopathic and violent.
There are however few better fighters in the Known World, so
they are much sought after by Dwarf treasure hunters.

Profile M WS BS 5 T W 1 A Ld
3 4 3 3 4 1 2 1 9

Weapons/Armour: Troll Slavers may be equipped with
weapons chosen from the Dward Warrior equipment list.
Slayers may never carry or use missile weapons or any form
of armour.

SPECIAL RULES

Deathwish: Troll Slayers seek an honourable death in
combat, They are completely immune to all psyehology and
never need to test if fighting alone.

Slayer Skills: Troll Slayers may choose a skill from the Troll
Slayer Skill table instead of the normal skill tables when they
gain a new skill.

TROLL SLAYER SKILLS
Drwvarf Slayers may use the following Skill table as well as any
of the standard Skill tables available to them.

Ferocious Charge: The Slayer may double his attacks on the
urn in which he charpes. He will suffer a -1 “to hit' penalty on
that turn.

Monster Slayer: The Slayer always wounds any opponent on
aroll of 4+, regardless of Toughness, unless his own Strength
fafter all modifiers due to weapon bonuses, etc.) would mean
that a lower roll than this is needed,

Berserker: The Shayer may add + 1 to his close combat “to hit”
rofls during the tum in which he charges,
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Swarf Clansmen

40 gold crowns to hire

These are Dwvarf warriors in their prime: tough, stubborn
and brave warriors who can be relied on 1o hold their own
against any foe,

Profile
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Beardfings

25 gold crowns to hire

These are young Dwarfs who have joined the retinue of an
experienced Dwarf teasure hunter hoping to make their
fortune,

Profile

M Ws BS 5§ T W I A Id
04 FF % 1 2 I 9
Weapons/Armour: Dwarfl Warriors may be equipped with

weapons and armour chosen from the Dwarf Warrior
cquipment list.

0-5 Swarf T BunDerers

40 gold crowns to hire

Drwearf Thunderers are experts at using missile weapons, Many
an Orc or Goblin has died by the sting of a crosshow bolt or
a roaring handgun bullet shot by 4 Dwacf Thunderer,

Profile M WS BS § T W I A ILd
3 4 3 3 4 1 2L 9
Weapons/Armour: Thunderers may be armed with

weapons and armour chosen from the Dwarf Thunderer
cguipment list.

i

WS BS S8 T W 1 A Id
5 2 3 4 1 2 1 8
Weapons/Armour: Beardlings may be armed with weapons

and armour chosen from the Dweadf Thunderer equipment
list.




F Speciaf weapons

Qwarf aye
15 gold crowns
Availability: Harc 8 (Dwarfs only)

Drvwarl axes are smaller-hafted weapons made of lighter
(but stronger) materials than normal axes. Dwarf
Warriors are specially trained in their use and are able to
use them as defily as 3 Human warrior might wicld a

sword.
i Range Strength Special Rule
Close Combat As user Cutting Edge, Parry
- i o .

s e

ST

SPECIAL RULES

Cutting Edge: Dwarf axes have an extra save modifier of

-1, soa model with Strength 4 using a Dwarf axe has
a -2 save modifier when he hits an opponent with the axe

in close combat.

Parry: Dwvarf axes offer an excellent balance of defence
and offense, A mode] armed with a Dwarf axe may parry
blows, When his opponent rolls to hit, the model armed
with a Drwarf axe may roll 1d6. If the score is greater than
the highest o hit score of his opponent, the model bas ']'
parried the blow and thar anack is discarded. A model
may not parry attacks made with double or more its own |
Strength — they are simply oo powerful fo be stopped. A |
model may not parry more than one attack in a single [
close combat phase; a model armed with two Dwarl axes
(or a Drearf axe and a sword, etc) does not get to parry
twio attacks but may instead re-roll  filed parry:

it

Swarf speciafl sfiffs

Dwart Heroes may use the following Skill table instead of any of the standard Skill tables available to them.

Aaster of BVfades

This Dwarf s martial skills surpass those of a nocmal warrior; he
has fought unscathed against hordes of Ores and Goblins. When
using a weapon that has a Parry special rule, this heoo parrics
successtully if he beats or matches his opponents highest ‘o hic’
roll, not just if he beats the eoll. In additdon, iF this warrior is
using two weapons that have the Parry
special mule, he is allowed to parry

two atcacks (if his two dice

match or beat the wo

highest attack dice
y against him) instead
Lt R of the normal

maximum  of one,

Mote  that il this

Drwvarf has two Dwar!

axcs (as derailed

above) he can re-

roll any failed
PaTTieS,

Zytra Tough

This Dwarf is notorious for walking away from wounds that
waould kil a lesser being, When rolling on the Heroes Scrious
Injury chart for this Hero alter a game in which he has been
taken out of action, the dice may be rerolled once, The
result of this second dice eoll must be accepted, even il it is a
wiorse result.

Resource Hunter.

This Drwarf is especially good at locating valuable resources,
When rolling on the Exploration chart at the end of a game,
the Hero may maodify one dice roll by +1.41,

True Grit

Dwards are hardy individuals and this hero is bardy even fora
Dwarl! When rolling on the Injury table for this Hero, a roll
of 1-3 iz treated as knocked dows, 4-5 as stunned, and 6 as

out of action.
TBhick Spuff

The Hero has a thick skull, even for a Thwarl, He
has a 34 save on a D6 o avoid being stwnned. If
the save is made, treat a stunned resull as
krocked down instead. If the Dwarf also wears a
helmet, this save is 2+ instead of 3+ (this
takes the place of the normal Helmet special
rule}.
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Among  the races of the
Warhammer world, none enjoy
the prospect of a pood looting
more than Ores and Goblins, For
this reason many Orc warbands have
been drawn o the city of Mordheim
and the wyrdstone that lies hidden there. OF
course, Ores would much rather ambush
other warbands and take their wyrdstone than
collect it themselves, but their goals are the
same as any other warband - collect as much
treasure as possible! These toaits are reflected
in the following special rules,

Special Bules
Animaosity. Orcs and
Goblins enjov nothing
maore than i good
sCrap, unfortunately
they're not always
very discerning
about who they
scrap with! To
represent this,
at the start of
the Cire

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 dpportunity for
an aspiring Orc Warboss to prove himself. What follows are complete
rules, written by Mark Havener, for Orc and Goblin warbands.

AP

Hob Boofs

1

plaver's turen, roll a D& lor each Tlenchman who is either an
Ore o 2 Goblin, A roll of 1 means thar the warrior has taken
offense to something one of his mates has done or said, Do
mit ol for models that are engaged in hand-to-hand combat
{they re already scrappin'). o find out just how offended the
miodel is, roll another D6 and consult the following chart to
see what happens:

D6 Result

1“1 'Erd Dat!™ The warrior decides that the nearest friendly
Ore or Goblin Henchman has insulted his lineage or personal
hvgicne and must pay the price! If there is a friendly Ore o
Goblin Henchman or Hired Sword within charge reach (if
there are multiple tarngets within reach, choose the one
nedarest (o the mad modely, the offended warrior will
immediately charge and fight a round of hand-to-hand
combar against the source of his ire. At the end of this round
of combeat, the models will immediately move 17 apart and no
longer count as being in close combat (unless one of them
fails another Animosity (est and rolls this result again). IF
there are nn frendly Ore or Goblin Henchmen or TTired
Swords within charge reach, and the warrior is armed with a
missile weapon, he immediately rakes a shor at the nearest
fricndly COrc or Goblin Henchman or Hired Sword. If none of
the above applies, or if the nearest friendly model is an Orc
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 artacked in
hand-to-hand combarn.

2-5 “Wod Yoo Say?” The warrior is fairly certain he heard an
offensive sound from the nearcest fricndly Ore or Goblin, but
he's not gquite sure. He spends the turn burling insules at his
mate. He may do nothing else this tum, though he may
delend himsell il anacked in hand-to-hand combal,

6. “I'll Show Yer!™ The warrior imagines that his mates are
laughing about him behind his back and calling him silly
names. To show them up he decides that he'll he the first one
to the scrap! This model must move as quickly as possible
towards the nearest enemy model, charging into combart if
possible. If there are no enemy maodels within sight, the Orc
or Goblin warrior may make 2 normal move immediately. This
move s incaddition to his regular move in the Movement
phase, s0 he may theretore move twice in g single tom if you
wish. If the extra move takes the Ore or Goblin warrior within
charge reach of an enemy model, the warrior must charpe
into close combart during his regular movement.

istastetul Company, Many Hiced Swords refuse to work for
O, as they know that Orees are just as likely to eat them as
fight alongsicde them. Ores may only hire the following Hired
Swords: Pit Fighters, Ogre Bodyguards or Warlocks,
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Choice of warriors

An Orc warband must include 3 minimum of three models,
You have 500 gold crowns which vou can use 1o recruit and
equip your warband, The maximum number of warriomrs in
the warband is 20.

Boss: Each Orc warband must have one Boss: no more, no
leess!

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

Orc Boyz: Your warband may include any number of Orc
Boyz.

Goblin Warriors: Your warband may include any number of
Goblin Warriors, though it may not have more than two

Gtarting experience

A Boss starts with 20 experience.
A Shaman starts with 10 experience.
Big 'Thns start with 15 experience.

All Henchmen start with O experience.

CParacteristic increase

Ore characteristics may not be increascd beyvond  the
maximum profile limits shown below, 15 a characteristic is at
its maximum, take the other option or rall again if vou can
only increase one characterisie T both are already at their
maximum, you may increase any other by +1 instead,

: : Remember that Henchmen can only add +1 1w anv
Gobling for each Ore in the warband (including Orc Heroes). churgitetie = s
Cave Squigs: Your warband may include up to five Cave
Squigs. You may never have more Cave Squigs in vour Profile =~ ™M WS BS § T W 1 A Ld
warband than you have Goblin Warriors, Cire 4 G 4 - i 9
Troll: Your warband may include up to one Teoll
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Orc equipment fists

The following lists are used by Ore warbands 1o
pick their equipment.

Orc equipment list

Hand-to-hand combat weapons
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Missile weapons

Goblin equipment list

Hand-to-hand combat weapons
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1 B¢ Boss

80 gold crowns to hire

An Ore Boss is a tough and brutal warrior, who will throw his
lads into any fight that be thinks be can profit from, He is the
strongest, toughest and most barbaric member of the
warband and if any of his Boye think otherwise, the band may
soon find itsell with one less member!
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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 Orc Boss may use his
Leadership characteristic when taking Leadership tests,

o1 Grc Shaman

40 gold crowns to hire

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

ST A

Weapons/Armour: An Orc Shaman may be armed with
weapons chosen from the Ore equipment list. An Ore Shaman
mMay nNever WEHD AT,

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

02 O Big ‘Vns

40 gold crowns to hire

Ore society s @ savage hierarchy where only the toughest
survive and rise through the ranks (often atop the bodics of
other challengers). Big 'Tns are such rising stars, and they
carry 0wl the orders of the Ore Boss. If the Boss ever falls, it
is up to the Big 'Uns to decide on a new leader (usoally
through personal combat),

A Ld
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Weapons/Armour: Big "TUns may be equipped with weapons
and armour chosen from the Orc equipment list,



25 gold crowns 1o 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 maost other beings in the
Warhammer world, They form the core of any Ore warband.
Profile M WS BS § T W 1 A Id
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Weapons/Armour: Boyz may be equipped with weapons and
armour chosen from the Ore equipment list,

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

Gobfin Warviors

10 gold crowns 1o hire

Goblins. are often used as cannon fodder (as well as a food
source in lean times!) by their larger Ore cousins. They are
usually not as well cquipped as Ore Boyz, having to make do
with whatever the Ores do not want or cannot use.
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Weapons/Armour: Goblins may be armed with weapons and
armour chosen from Goblin equipment lst.

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 oo
afraid of Ores to challenge them individually,

Not Ores: Orcs don't expect much from non-Ores, and are
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 10 see if an Ore Warband
needs to take a Rout test, each Goblin Warrior or Cave Squig
taken ont of actfon only counts as half a model, Therefore, a
band of 5 Orcs and 10 Goblins (15 models) would only have
o take a test if 4 models fell (4 Ores or 8 Gobling, or some
combination thercof).

Useless Gits: Goblins never gain experience,

o5 Cave Squigs

14 gold crowns to hire
Goblins raise the deadly Cave Squigs. These creatures are a
curious blend of animal and fungus, and are composed
mastly of teeth, horns, and a nasty temperament.
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Weapons and Armour: Big gob and brumlity! Cave Squigs
MEVET LUse OF need weapons Or armour,
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SPECIAL RULES

Movement: Cave Squigs do not have a set Movement
characteristic bur move with an ungainly bouncing stride. To
represent this, when moving Scuigs, roll 26 for the distance
they move. Squigs never run and never declare charges,
Instead, they are allowed to contact enemy models with their
normal 206" 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 alwayp remain within 6" of a
Gohlin Warrior, who keeps the creature in line. If 4 Cave
Squig finds itsclf withour a Goblin within 6" at the start of i
Movement phase, it will go wild. From that point on, move
the Squig 206" in a random direction during ecach of its
Movement phases. 1§ its movement takes it into conrtact with
another model (friend or foe), it will engage the model in
hand-to-hand combat as normal. The Cave Squig is out of the
Orcs & Gobling player's conteol until the end of the game,

Not Ores: See Goblin Warriors entey for rules,

Anirmals: Cave Squigs are animals of a sort and 5o do not gain
experience,

01 ‘Troff

200 gold crowns to hire

Trolls are not intelligent cnough to recognize the value of
gold, but large amounis of food can often instll a certain
loyalty in them,
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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
WEHPONS OF armour,

SPECIAL RULES
Fear: Trolls are frightening monsters which cause fear.

Stupidity: A Troll is subject to the rules for stupidity,

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

Dumb Monster: A Troll is far too stupid to cver learn any
new skills. Trolls do not gain experience,

Always Hungry: A Troll requires an upkeep cost. This
upkeep represents the copious amounts of food that must be
ted to the Troll in order to keep him loyal 1o the warband.
The warband must pay 15 gold crowns afier every game in
order to keep the Troll. IF the warband lacks the gold 1o pay
the upkeep, the Boss has the option of sacrificing a Goblin
Warrior or Cave Sguig to the Troll in lieu of buving food
(Trolls eat nearly anything). If this fee is not paid (either in
gold or in warband members) the Troll gets bungry and
vanders off in search ol Food,

Vomit Attack: Instead of his normal azttacks, a Troll can
regurgitate its highly corrosive digestive juices on an
unfortunate hand-to-hand combat opponent. This is a single

mermenle vhod sk med o Lza. ooza b e o Lo
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Orc special equipment
Squig SProdoer

15 gold crowns
Availability: Commaon (Gobling only)

This item is a long pole with a trio of spikes ar the end.
It is used by Goblin Squig herders o keep their
livestock in line. Cave Squigs will recognize a Squig
prodder and  automatically  give the hearer more
respect, as they've all been on its poingy end more
than anee! To represent this, a Goblin with a Squig
prodder can keep all Cave Squigs within 12" from
going wild, instcad of the normal 67 (see the Minders
special rule under the Cave Squig entry), In addition,
a Squig prodder is reated exactly like a spear in
hand-to-hand comibat.

Aa® Cap NusProoms

25 gold cromms
Availability: Commaon (if warband includes Goblins)

Mad Cap Mushrooms (see the rules in the Mordheim
rulebook  for more information on Mad Cap
Mushrooms) are a necessity for someone wishing to
wield a hall and chain (sce below). Fortunately for Ore
warbands, Mad Cap Mushrooms are cultivated by the
Night Goblins of the Worlds Edge Mountains, and they
are much more willing to trade these to other
Gaobling. Though normally a rare item in Mordheim,
Mad Cap Mushrooms are a common item that costs
25 gold crowns for an Ore warband that inclades one
or more Goblins,

Baff and Chain

15 gold crowns

Availability: Common [Goblins onlby)

This is a huge iron ball with 1 chain attached, used by
the dreaded Night Goblin Fanatics to deal out
whirling death, Encrmously heavy, it can only be used
when combined with Mad Cap Mushrooms.

Rangce Strength Special Rule

Incredible Force,
Random, Teo-handed,
Cumbemsome, Limmwdetdy

Close Combar As user +2

SPECIAL RULES

Incredible Force: Because the ball and chain is so
heavy, normal armour does very little o protect
against ir. 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 1o take off

someone’s head (or oar least break some ribs!y.
Therefore, any hit that successfully wounds will do
13 wounds inscead of 1.

Random: The only way to wicld 2 ball and chain 510
swing it arcund in large circles, using vour body as a
counter-weight. [nfortunately this is not a very
controdlable fighting style, and as soon as he starts
swinging his ball and chain a warrior starts to lose
conteol. The first turn he stares swinging the ball and
chain, the model 5 moved 26" in a direction
nominated by the controlling player. In his
subsequent Movement phases, roll a D6 to determine
what the model does:

D6 Result

1 The maodel trips and strangles himself with the
chain. The model is taken out of action, When rolling
for Injury after the game, a roll of 1-3 means the
maodel is out permanently, instead of the normal 1-2.

2-5 The model moves 2D6" in a direction nominated
by the controlling player.

6 The model moves 236" in a random direction, 1F the
player owns a Scatter dice (available fom Games
Workshop stores), roll that to determine direction, 1F
not, then roll a D6: 1 - Stoight Forward, 2-3 — Right,
43 = Left, & — Sreaight Back,

If the ball and chain wielding model moves into
contact with another model (friend or foe), he counts
as charging into close combat, and will engage in
close combatr until his next movement  phase.
Opponents wishing to attack a ball and chain wielding
model suffer a 1o Hit penalty of -1, as they must dodge
the whirling ball 1o get close enough to strike, The
ball and chain wielder cannot be held in close combat
and will auromartically move cven if he starts the
Movement phase in base contact with another model,
If the model moves into contact with 4 building, wall,
or other obstruction, he is automatically taken ot of
actimmt. In addition, a ball and chain wielding Gohblin
is much too busy trying to control the spinning
weapon to worry about what others are saying about
him behind his back, so ignores the special rales for
Animasity.

Cumbersome: Because the ball and chain is so heavy,
a model equipped with one may carmy no other
weapons or equipment. In addition, only a model
under the influence of Mad Cap Mushrooms has the
stremgih o wield a ball and chain.

Unwieldy: The preat weight of the ball and chain can
easily tear lipaments or pull a wiclder's arms out of
their sockers. While someone under the influence of
Mad Cap Mushrooms will not notice such effects,
when the drog wears off he will be in great pain, To
represent this, at the end of the battle the controlling
player must roll for Injury for cach model that used a
ball and chain, just as if the model had been taken owt
af aotioe, Il the model was actuoally aken omt of
ection normally, just roll once for lnjury - there is no
need 0 make a second roll.

S




- Orc speciaf sfiffs —

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

‘a® ead

The warrior has a thick skull even foran Ore, He has a special
34 save on a DO o avoid being sfanned, I he save is made,
treat 4 stinned result as knocked down instead. 1 the Ore
also wears a helmet, this save is 24 instead of 3+ (this takes
the place of the normal helmet special rle).

waaagh!

Ores are aggressive creatures and some are experts at
bulldowing charges, The warrior may add +D3" to his charpe
range,

‘ere we go!

Ores often charge even the most fearsome opponcents, The
model may ignore Fear and Terror 1ests when charging,

Da cunnin’ pfan

Only the Boss may have this skill. The warband may re-rofl
any failed Rour tests as long as the Boss is not owd of action,

weff ‘a®

The Cre has a thick, dark-green skin, possibly indicating Black
Oree blood, Such is the toughness of the Ore that he may add
+1 10 any Armour saves,

‘eadbasfer

Ores have massive physical strenpth and some of them even
learn o aim their blows at the heads of their opponents, with
obvious results. Any knocked down results which the Orc
causes in hand-to-hand count as stunmed results instead,
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o3 Warhands
travel to the Cioy

of the Damned from
all over the Cld Wirld.,
They come from many races
and for many reasons buao
wltimately they must all face the
dangers of the dim alleys and twisting,
winding streets of Mordheim,

Although it is great fun o light individual battles, part
of the challenge of Mordheim is to build your
warband into a force to be reckoned with, A campaign
gives vour warband the chance to gatn experience and
new skills, as well as the opportunity 1o hire extra
warriors as its fame and fortune increases,

staxting a campaigh
T start 4 campaign you'll need at least two players.,
preferably three or more. Players may have more than
one warband, but most people prefer to mun one at a
time, as this allows them o devote more of their
attention to painting, modelling and plaving with
their favourite warband.

Wour can start 4 campaign as soon as two players have
recruited their warbands, New playvers can join the
campaign any time alter that. Although the new
warbands will be less expericnced

they will soon learn new skills.

Fighting other, more powerful,
warbands will allow them
1o develop more
guickly,

T1a
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plaping a campaign game
Tor start the campaign, the fwo plavers select one of
the scenarios o fight (sce the Scenarios section), At
the end of cach game the players work out how
much expericnce their warriores have eamed and
how much wyrdstone the warband has i
collected before returning to its }ﬁ"
ENCAMpPMent. '_T_

Expericnce is expressed as Experience points which
Heroes und Henchmen groups receive for surviving
each game, This is covered later in the Experience
section. When a Hero or a group of Henchmen has
sufficient Experience points they receive an adiance.
An advance might improve 4 warrior's characeeristics
profile, adding o his WS, BS, 5 cic, or he might gain
a special skill such as Mighiy Bfow or Acrobat,

After each game the warriors collect wyrdstone. This
is reconded on the warband’s roster sheet, and can
Later be sold for gold, used for frading, etc. You can
recruit more warrors or buy new weapons from
rraders, All this is expliined in the Income and
Trading sections, later,

warband rating

Each warband has a warband rating — the

higher the rating the better the warband, The
warbund rating is simply the number of warriors in it
multiplied by 5, plus their accumulated experience.

Large creatures such as Rat Ogres are worth 20 points
plus the number of Expericnce points they have
accumulated.

The warhand’s rating changes afier each game,
because surviving warriors will gain extra experience,
warriors may have been killed, new ones added, erc,
Hopefully vour warband rating will go up, signifyving
your increise in power!

post battfe sequence

After the battle is over, both players work their way
through the following sequence. You do not have
to work theough it all at once {iry 1o do the first
three parts srraight after the batle — vou may
wish to consider further purchases later) but
any dice rolls must be seen by both plavers or

a neutral third party,
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T ampaigns

1 Imjuries. Determine the extent of injuries for the warrior with the most Experience points becomes
cach warrior who is ot of action at the cnd of the leader. In the case of a tie roll a 136 o decide the
the mame, See the Serious Injuries, on page 118, new leader. Note that you may not hire a new leader

lor your warband,

2 Allocate experience. Heroes and Henchmen
groups gain experience for surviving bartles. See In the case of Undead warbands, the death of the
the Expericnce and Scenarios scections for Vampire means that the warband’s Necromancer must
details. take over, If the warband docesn't include one, the

spuells that hold the restless dead together unravel,
and the warband collapses into a pile of bones. You
can buy a Yampire after the next game.

3 Roll on the Exploration chart, Sce the Income
section for details,

4  Recruil new warriors. Add
EXIT MANPOWED 10 your
warhand and buy new
equipment as described in
the Trading section.

5 Update your warband
rating. You are now ready 1o
fight again,

Yishbanding warbands

You may dishand your old
warband at the end of any game
and start again with a new onc.
All the warriors in the original
warband and any eguipment and
other benefits they acguired are
losi. You can also dismiss any
warrior in your warband ar any

tima, \%
Peath of
@ warrior

When a warrior is killed (Hero or
Henchman)y all his weapons and
equipment are lost. This is very
important, so be clear abour i1
from the stare. It is not possible
to reallocute 4 warrior's

WEAPONs or equipment onuee he
is dead,

Death of
a feadey

If the leader of the warband
i5 slain, the Hero with the
next highest Leadership value
tukes command. He then
gains the Leader ability
talthough he must continue
to use his original Skill list)
and can use the Equipment
list available to the leader. I
there is more than one Hero
eligible to assume command,

1
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O ampaigns

buping new equipment
between games

As explained in the ‘lrading section, warriors may
purchase new equipment and armaments using the
warband's treasury. Warriors can also swap equipment
berween themselves. Alternatively, old equipment can
be hoarded and re-used at a later date,

Weapons and armour purchased, swapped or taken
trom storage for your warband must be of an
appropriate type for the warrior, as indicated by the
wirband lists. Record any changes o the warrior's
equipment on
the roster
sheet,

118

SETIOUS INJUYIES
During 4 game some warriors will be aken ot of
cction and removed from play, At that tme it docsn’t
matter whether the warrior s dead, unconscious,
injured or just plaving dead — in game terms he is no
lomger capuble of fighting in the battle which is all that
MALLers.

When vou are plaving o campaign it martrers a great
deal what happens to warriors who are taken owt of
action! They might recover completely and be ready
to fight in the next battle, or they might have
sustained injuries. Worst of all they might die, or be so
badly injured that they have to retire,

When a Henchman receives a serous injury this is
trested differently than if a Hero recefved one (this is
i tepresent the greater cffect that losing a Hero
would have on your wurband)., Working our the
cxtent of a Henchman's injuries is very simple. You
will need o roll on the chant opposite w determine
what has happened o your TTero, The chart covers a
whole range of injuries and random things thut mighe
befall your warrior. Bear in mind that only Heroes
who are taken ot of @ction are obliged to roll on this
chart,

HENCHMEN WITH SERIOUS INJURIES
Menchmen whao are ot of action at the
end ol the battle are removed
permanently lrom the roster sheet
o a 136 roll af 1-2, They have
cither suffered severe injurics,
died of their wounds, or

decided o quir the warband,

On a roll of 3-6 they can fight

in the next bartle as nomal,

HEROES WITH
SERIOL'S INJURIES
Alfter g battle some of

vour Heroes may be
taken oud of action,

Yo will need o
determinge the extent

of their injurics before
the next game,

Ty use the Heroes'
Serious Injurics chart
opposite, roll oo D6,
The first dice roll
represents ‘tens’ and
the second ‘units’, so
that a roll of 1 and 5
is 15, a roll of 3 and
G is 36, cre. This type
of dice roll is
referred to as a

DG ol



11-15 DEAD

The warrion is dead and his body is abandoned in the
dark alleys ol'Mr;q'dhe:im. never 1oche found agaln, All
the weapons and cquipment he cartbed  arc lost,
Remove him from the warband’s roster.

16-21 MULTTIPLE INJURIES

The warrior is not dead but has saffered a Lot of
wounds, Boll D4 times on this table. Reroll any
Pread’, ‘Captured’ and {urther “Multiple  Injuries’
resulls,

22 LEG WOTTND
The warrior’s leg is broken. He suffers 4 -1 Movement
charicreristic pemlly Tom now on;

23 ARM WOLIND

Rodl again: 1 = Severe arm wound. The arm must be
amputated. The warrior may only use a single one-
handed weapon from now on. 246 = Light wound.
The warrior miist miss the nexr game.

24 MADNESS

Rollt a D, On a 13 the warrior suffers from stupidity;
an 4-0 the warrior suffers from frenzsy from now on
(st the Peyohology section for details).

25 SMASHED LEG

Roll again: 1 = The wardor may nor Fen any more but
he: may still charge. 2-6 = The warrios misses the next
game. i

26 CHEST WOUND
The wartior has been badly wounded in the chest, He
recovers but is weakened by the injury so his
Toughness is reduced by -1.

31 BLINIXEL} IN (ONE EYE

The warrior survives but loses the sight in one eye;
rancdomly determine which. A character that loses an
eve has his Ballistic Skill reduced by -1, If the warrior
is subsequently blinded in his remaining good eve he
must retire from the warband,

32 LD BATTLE WOLUND

The wartior survives, but his wound will prevem him
from Rghiing iFvou roll a 1 on a T ar the start of any
bartle, Roll arthe start of cach harele from noeron.

33 NERYOLS CONDITION
The warrior's nervous system has been damapged. His
Initiative is permanently reduced by -1,

34 HAND INJUR\: y
The wartiot's hand is badly injured, His Weapon Skill
i5 permanently reduced by -1

35  DEEP WOUND

The warrior has suffered a senious wound and muse
miss the next D3 games while he is recovering, He
may do nothing ar all while recovering,

36 ROBRED

The warrior manages to escape, but all his weapons,
armour and equipment are bost

@ ampaigns

 Heroes” serious injuries cfart wott See

41-35 FULL RECOVERY

The warrlor has been knocked unconscious, or
suffers a light wound from which he makes a full
PECTVETY. :

50 BITTER ENMITY
The warrior makes a full physical recovery, but is
pavchodopically scarred by his experence. From now
on the warrior bates the following (roll a D4G):
D& Result :
1-3 The individual who causeel the injury. If it was
a4 Menchman, he hates the enemy leader

instead.
4  The leader of the warband that caused the
injury.
5 The entiee warband of the wérrior responsihle
firr the injury
6 All warbands of that type.
61 CAPTURED

The warrior regains consciousness and Ands himself
held eaptive by the orher warband,

He may be ransomed at a price set by the capror or
exchanged for one of their warband who is being Leld
capHive. i

Captives may be sold to slavers af a p:i::xa.'rf TMis g;c
Unidead mzy kill their captive and gain & aew Zombie.
The Possessed may sacrifice cthe prisoner. The leader
of the warband will gain +1 Experience if they do so.
Caprives who are eschanged or ransomed retain all
their weapons, armonr and cquipment; iF caprives are
sold, killed or marned o Zombiles, their weapon; erc,
is retained by their captiors.

62-63 HARDENELY

The warrior survives and becomes. inured s the
horrors of Mordheim, From now on be is immune o
Ser,

04 HORRIRELE SCARS
The warrior causes fear from now on,
65 SOLD TOCTHE PITS

The warricr wakes up in the infamous fighting plts of
Curthroar's Haven and must fight against a Pir Fighter.
See the Hired Swords section for full rules for Pic
Fighters.

Roll to see which side charges, and Gght the banle as
normal AT the warrior loses, roll to see whether he is
dead or injured (ie, a D66 roll af 11-35). 16 he i5 not
dead. he is theown out of the fghting pits without his
artmont and weapons and may resoin his warband,

TF the warrior wins he galns 30 go, +2 Expericner and
is free oo rejoin his warband wsith all his weapons and
EuipImEnl.

b6 SURVIVES AGAINST THE ODDS

The warror survives and: rejoins his warband. He
pains + 1 Experience.
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As warriors take part in
battles, those who survive
become more expericnced,

and improve their bactle
skills. This is represented in
campaigns by Expericnce
froints

Warriors earn Expericnce
points when they take part in
a batte. Onee a warrior has
enough points he gains an
advance. This takes the torm of an
increased characieristic or a new skill, Warriors who
survive long encugh may progress o become great
Heroes, with many skills that they have picked up
during their long and glorious fghting career,

When warriors are recruited. some of them aleeady
have some experience. The warhand lists detail how
many Expericnce points different wartiors begin
with, Recornd these on your warband roster sheet by
ricking the right number of bosxes. No extra advances
are gained tor this
experience, It simply
represents the
experience the
warricns have
accumulared
before the
warband is
formed.
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earing experience
The Expericnce points warriors earn depend on the
seenario. Different scenarios have different objectives
and consequently warriors can carn experience. in
slightly different ways.

Fxira Txperience points are always added to the
fighter's tatal afier the game is over, though it is
gordd idea to keep a record of the opponents your
warrior puts owt af action during the bartle, as this
often affects the expericnee they gain

If vou look through the scenarios you will notice that
warrlors always earn +1 Experience point for
surviving a battle. They earn this even if they are
injured — so lang as they live w fight again!

The Scenarios section includes details of how many
Experience points are earmed for each scenario,

*
experietice adpances

As wartiors earn more Expericnce points they are
entitled (o make Advance roffs, The warband roster
sheet shows how much experience a Hero or a
Henchman group must accumulate before making a
further roll. When the accumulated experience
reaches a box that has thick horders, the warrior may
make an Advance roll. The rollis) must be taken
immoediately after the game in which the advance was
carncd, while both plavers are present to witness the
result, MNote that Henchmen gain expericnce as a
group. and consequently all the warrioss in one
group gain the same advance,

unerdogs

When a warband fights against an enemy warband
with a higher rating, its warriors carn cxtra
Experience points as shown on the table below The
higher the opposing warband's rating the more
puints the underdog carns,

Difference in

Warband rating Expericoce Bonus

{54} MNone

51-75 +1
TO- 1M +2
1001-150 +3
151-300 +-1

3+ +5




B aSpance voffs

Make Advance rolls straighe afier the batle so both
plavers can witness the result. Roll 206 and consult the
appropriate tables below,

BHeroes

2DG Result

2-5 New Skill. select one of the Skill tables
Available v the Hero and pick a skill. IMhe is a
wizard he may choose to mandomby gencrate a
new spell instead of a skill. Sec the Magic
SECio,

6 Charactleristic Increase.
Roll again: 1-3 = +1 Strength; 4-6 = +1 Auack.

7 Characteristic Increase.
Choose either +1 WS or +1 1S,

L] Characteristic Increase. e
Roll again: 1-3 = +1 lnitiative;
4-6 = +1 Leadership,

] Characteristic Increase.
Rl apain: 1-3 = +71 Wound;
d-a = +1 Toughness,

10-12 New Skill. Sclect one of the Skill tables
available to the Hero and pick a skill. If he isa
wizard he mav choose o randomly generate a
new spell instead of a skill.

Bencfmen

Henchmen never add more than +1 poind wocany ol their
initial characteristics, If the dice roll indicates an increase
in a characteristic which has already been increased., roll
again. All warrdors in the group gain the same advance.

26 Result
Z2-4  Advance, +1 Initiative,

5  Advance, +1 Strength.

6-7  Advance, Choose cither +1 BS or +1WS,
8 Advance. +1 Awack,

9 Advance, +1 Leadership,

10-12 The lad’s got talent. One model in che
group becomes a Hero. If you already have
the maxtmum number of Heroes, roll again,
The new Hero remains the same Henchman
type (eg, a Ghoul stays as a Ghoul) and
starts with the same experience the
Henchmean had, with all his characierisiic
increases intact, You may choose mwo skill
lists available to Heroes in vour warband.
These are the skill trpes vour new Hero can

choose from when he gains new skills. He

can immediately make one toll on the

Herpes Advance table, I you still have 1o roll

for the other Henchmen in the group,

ignore any further resales of 10-12.

T ampaigns

new s€ifls
There are several tvpes of skill and each has a
separate list, You may not choose the same skill
twice [or the same warrior, The skills a Tero may
hive are restricted by the warband he belongs o
and what tvpe of Hero he is,

To select a new skill for a Tlero, pick the rvpe of
skill vou want from those available, then choose
which skill has been leamed.

Baractevistic itcrease

Characteristics for cerain wartiors mav not be
increased bevond the maximum limits shown on the
following profiles. 1IF 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, you may increase any other
by +1 instead. Note that this is the only way to gain
the maximum Movement for some races, Remember
that Henchmen can only add + 1 to any characteristic.

WUMAN  (Witch Tluniers, Flagellants, Mercenaries,
Diregs, Freelancers, Warlocks, Pir Fighters, Magisters,

darksouls, Mutants, Hrethreen, Warrior  Pricsts,
Lealots, Sisters of Sigmar, cte.)

Profile M WS BS S T W I A 1d
Human 4 H H6 4 4 3 o 4 9

ELF (Ell Ranger Hired Sword)
Profile M WS BS 5§ T W I A Ld
Ell 5 7 7 4 4 3 9 4 10

DWARF (Troll Slaver Hired Sword)

Mfﬂﬁ M WS BS § T W 1 A Ld
Drwearl 3 07 6 4 5% 3 5 4 1o
BEASTMAN

Profile M WwWsBSs 5§ T W I A Ld
Croor a7 6 4 3 4 i 9
POSSESSED

fmﬁle M WS BS § T W 1 A ILd
Possessed 6 8 0 6 6 4 7T 5 10
YAMPIRE

Profile M WS BS § T W T A 1Id
mpire 6 8 6 7 6 4 9 4 10
SKAVEN

Profile M W5 BS S T W 1 A 1Id
Shkaven 6 B 6 4 4 F T 4 7
GHOUL

Profile M WSBS 8§ T w I A ILd

Ghoul 5 53 2 4 5 3 5 5 7
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. : m ﬂiﬂstr.r. The warrior is able "gw< x_;_'n

several opponents at once. If he fghts ajainst more

than one encmy at 4 time, he gains an extra Artick in
each hand-o-hand combat pﬁ:@ﬁﬂ as long as he is
flghting two. or mere cnemy models. In additon, the
warrior is immurie o Sl Alone! fests,

Weapons Training, A warrior with this skill is adept
at using Ty diﬁ:n:,nt wesapons, He mx} st sy

steel around him. The model g
an Critical Hit tables in hand

Expm Swordsman, 'I"hﬁ;
lﬂughtiﬂ# mnﬁswu s
mism:d wmh if he is m
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e 'an W g.trd mknﬂsaﬂa;ﬁ,{tﬁ
md are gmd ﬁgh’lae:ﬁ and wmb&tﬁeﬁw not very. méwicaﬂv

i

S

ol b e aﬁﬁmwh@n t© them.

sﬁoormg sﬁffs-

Quick Shot. The warrior may fire twice per ﬁJ:ti:!fhl:
s niot muved thist Tuen except o plvot on m«: ngm

Pistolier. The warrior is an expert al usmgzj,!.khu{ﬁ
af pif-mi,s If fe is cqulppnd with a brace of pistols or
duelling pistols, he may fire twice in any sh:mungff
phase; :

Eagle Eyes. The warrior's sight is exceptionally. keen_ o
He adds +6" to the range of any missile weapon he is
wsirmg,.

Weapons l:'.rmt. The warrlor has been trained to
USE SO ufth;':,gmré unmal wzapong of the known
workd. Hﬂ'jﬂﬂ'f mm missile weapon he comes
arToss, ok i.m{ the ﬁtap{ms available from  his
warband’s: hst i

Nimble. The w:.rrinr mmay  move and fire with

S

G weapons that are normally only used if the firer has
‘.ﬂm moved, Note. that this skill cannot be combined

; .Fnr cover when using mlﬁﬁi]t weapr:ns

Hunter. The warrior is an expert at getting:his
weapon laded and ready. He may fire cach fum,
cven with weapons that can normally unty ba- ﬁmd ;
every other turn.

Knife-Fighter. The warrcior is an unrivalled t::;mrt ar'
using throwing knives and throwing stars. He can
throw & maximum of three of these missiles in his
ﬁhﬂﬂﬁngpha&e and may divide his sh.BIE between any

mirgens within range as he wishes, Mate thart this skill
-cmn{mﬁg m:nhu&d with the Quick Shm skill.



acaemic sfiffs

Hattle -‘i-'i_:mguc, This skill may onky be chosen by a
leader: The warrdor has drilled his warband o follow
ﬁh::n'ﬁéﬂre:l commands, This increases the range of
his Leader ability by 6. Note that Undead leaders may
mot wse this skill

Sorcery. This skill may only be taken by Heroes
capable of casting spells, A warrior with this skill gains
+1 to his rolls o see whether he can cast spells
successfully or not, Note (hat Sisters of Sigmar and
Warrior-Pricsts may not use this skill.

Strectwise, A warrior with this skill has pood contices
and knows where to purchase mre ivems. He may add
+2 to the roll that detcemines his chances of tinding
such items {sce the Trading secton).

Haggle. The warrior knows  all the tricks of
bargaining and haggling. He may deduct 2D6 gold
crowns from the price of any single item on ciach visic
to & merchant (down toa minimum of 1),

Arcane Lore. Witch Hunters, Sisters of Sigmar and
Warrior-Priests may not have this skill, Any warrior
with this skill mav learn Lesser Magic if he owns a
Tome of Magic.

Wyrdstone Hunter. The warrior has an uncanny
ability to find hidden shards of wyrdstone. Il a Hero
with this skill is searching the ruins in the exploration
phise vou may re-roll one dice when rolling on the
Exploration chart. The second resule staneds.

Warrior Wizard. This skill may only be taken by
spellcasters. The mental powers of the wizard allows
him to wear armour and cast apells.

strength sfiffs

Mipghty Blow. The warrior knows how to ose his
strengrh 1o maxioum effect and has a 41 Soength
bonus in close combar (excluding pistols), As his
strengeh is used for close combat weapons, the bonus
applies o all such weapons.

Pit Fighter. The warrior has learned how to fight in
enclosed spaces from his dme in the dangerous
fighting pits of the Empire. He is an expert ar fighting
in confined areas and adds +1 o his WS and +1 w
his Ateacks if he is fighting inside buildings or ruins,

Resilient. The warrior i5 covered in battle scars,
Decluct -1 Strength from all hits against him in close
combat. This does not affect armour save modifiers,

Fearsome, Such is the repumation and physique of the
model that he causes fear in opposing models.

Strongman. The warrior is capable of grear teats of
steengeh. He  may use a double-handed weapon
without the usual penalty of abways striking last, Work
out order of battle as ¥ou would with other weapons.

Unstoppable Charge. When he charges, the warrior
is almost impossible tc halt. He adds +1 wo his
Weapon Skill when charging,

T ampaigns

speed sfiff’s

Leap. The warrior may leap D67 in the movement
phase in addirion to his normal movement, He may
move and leap, run and leap, or charge and leap, but
he can only leap once per turn.

A leaping warrior may jump over opposing man-sised
models, including enemics, and obsacles 1" high,
without penaliy

The leap may also be used o leap over gaps, but in
this case vou must commit the warrior (o making the
leap before rolling the dice to see how far he jumps.
If he fails w make it all the way across, he falls
through the gip (scc page 28),

Sprint. The wartior may teiple his Movement rate
when he runs or changes, rather than doubling it as
norml,

Acrobat. The warrior is incredibly supple and agile,
He may fall or jump from a heipht of up w 12"
without paking any damage if he passes a single
Initiacive test, and can re-roll failed Diving Charge
rolls, He can still only make a diving charge from a
height of up w 6"

Lightning Reflexes. If the warrior is charged, the
order of attack is determined by comparing Initiative
values instead of the charger automatically soriking
firse,

Jump Up. The warmior can repain his footing inoan
instant, springing to his foer immediately if he is
knocked doten. The warrior may ignore  kaockes
dowen results when rolling for injurles, unless he is
kuocked down because of a successful save from
woaring a helmer.

Dodge. A warrior with this skill is nimble and as fast
as quicksilver. He can avoid any hits [rom a missile
weapon on a D6 roll of 5+. Nore that this roll is taken
against missiles as soon as a hit is scored o see
whether the warrior dodges it or not, before rolling 1o
wound.

Scale Sheer Surfaces. A warrior with this skill can
scale cven the highest wall or fenee with ease. He can
clirnb up or down g height equal o twice his normal
Movement, and docs not necd to make Initiative rests
when doing so.
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Ft is a SDarf Time.

T Be might of the Emperors is
Dust, their crown is fost to tHem
an® their gfory forgotten.

T Be promise of an age of peace
and prosperity is Yrowned in
bfo09.

T Bis is pour time. For the ruins
of Mordfeim BofP a prize bepond
imagination: stones of power

wfich can grant aff pour wisfes.

But beware of pour enemies.

Fear the Possessed, the Veasts
of tBe Wit which roam tBe night.
Watch for the fnives of the Rat
men, tBe Sfaven of the

BnDermor(®.

Srea? the corpses who waflf fife
tBe fiving: tBe fouf Vampires and
tBeir votting minions.

THhis is No®Beim, the city of W
the Samned. THhis is the fome g
of aff pour fopes. Ve wary or it /
wiff be pour grave as weff. Q
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Srenarios

predattfe seguence

Although you can simply decide with your opponent
which scenario vou wanlt o play, most players prefer
to generate their scenarios randomly. To do this, work
vour way through the following sequence before the
battle,

1

12a

The player with the lowest warband rating rolls
on the Scenario table to determine which
scenario is playved. In the scenarios where there
is an attacker and a defender, the same player
may choose which he is.

Roall for wearriors with old battle wounds to sec
whether they can take part or
not.

Set up the werrain and warbands

according 1o the rules for the

scenario you are playing. The more buildings
the beter, so vou should place all the terrain
you have.

scenario (abfe

2136 Result

2 The player with the lower warband rating
may choose which scenario is played.
Play Scenario 3: Street Fight.
Play Scenario 7: MTidden Treasure,

5 Play Scenarin 3: Wyrdstone Hunt,

O May Scenario 8: Occupy.

7 Play Scenurio 2; Skirmish

8 Play Scenario 4: Breakthrough,

9 Play Scenario 9 Surprise Atrack.

10 Play Scenarin 6: Chance Encounter.

11 Play Scenario 1: Defend the Find,

12 The plaver with the lower warband rating

may choose which scenario is plaved,




Ofen o warband finds a building with a hoard of
wyrdstone or other reasure inside, only to be
challenged by a rival warband, This usually leads w
conflict as it is unlikely thart either side will he willing
tw give up the wealth casily

terrain
Each player takes it in urn o place a picee of rerrain,
cither a ruined building, tower, or other similar item,
We suggest that the terrain is set up within an area
roughly 4" x 4, The lirst building should be placed 1n
the centre of the able, and the objective of the
scEnario is o take conitral of this building.

warbands

The warband with the lowest number of warriors in it
is automatically the defender. If both sides are equal,
il o decide,

The defender is deploved first inside or within 6" of
the objective building, The attacking warband s
deployed within 6" of any table edge, Note that you
can split the warband (o enter from different cdges if
VLl wish,

In the vastness of the Mordheim ruins there is always
the risk of running into a vival warband. While two
proups sometimes pass each other withour a fighe,
more often than not there is a vicious battle amongst
the ruins. 1f & warband can drive their rivals away, they
will have a larger area in which to search [or
wyTdstone.

terrain
Each player takes it in tuen to place a piece of terrain,
cither a ruined building, tower, or other similar item,
We suggesl that the terrain is set up within an area
roughly 4' x 4',

warbands

Each player rolls a dice. Whocever rolls highest
chooses who sets up first, The first player then
chooses which table edge (0 set up on, placing all his
warriors within 8" of thar edge. His opponent then
sets up within 8" of the opposite edge,

starting tfe qame
Bath players roll a D6, The higher scoring playver takes
the first turn.

Scenario 1: Yefend tBe find

BEeenarios

starting the game

The attacker has the first turn.

ending (Be game
If ar the end of the defender’s turn the
attacker has more standing models within 6" of the
ohjective than the defender, the attacker wins,
Alternatively, when one of the warbands fails its Rout
test the game cnds.

epperience
+1 Sarvives. Il a TTero or Henchman group survives
the buttle they gain + 1 Expericnee,
+1 Winning Leader. The leader of the winning
warhand gains +1 extra Experience,

+1 Per Enemy Out of Action. Any Hero carns + 1
Expericnce for each enemy he puts ont of action,

wprPstone

One shard of wyrdstone for each Hero of either
witrthand who is inside the objective building at the
end of the game (up 0 a maximum of three shards
per warbund).

ending (fe game
When one of the warbands fails its Rout test, the game
ends. The routing warband loses and their opponents
winn.

expevience
+1 Survives. Il'a Hero or a Henchman group survives
the battle they gain +1 Expericnce.
+1 Winning Leader. The leader of the winning
warhand gains +1 cxtra Experience,
+1 Per Enemy Out of Action, Any Hero carns +1

Experience for cach cnemy model he puts owt of
dotion.




Eoenarios

P Scenario 3: wprdstone funt ——=—=A)

Scattered in the ruins of Mordheim are innumerable
tiny shards of priceless wyrdstone. Tt often happens
that rwo warbands come upon the same areca and only
a hartle can determine who will pick the spoils.

In this scenario, warbands cocounter cach other
while scavenging in the same mined warchoase,
vault, temple or other such potentially rich building,

terrain
Each player takes it in turn to place a picce of terrain,
cither a ruined building, tower, or other similar itern.
W suggest that the terrain s set up within an area
roughly 4" x 4

T28

special rufes

(nce you have placed the terrain, put some
Wyrdstone counters on the tabletop to represent
where the shards are, There will be D3+ 1 counters in
totul.

Each pluver takes it in turn to place a counter, Roll a
D6 o see which player goes first. The couniers musi
be pliced more than 10" [rom the edge of the rable
and @t least 6" away fom each other. Note thar
counters are placed before deciding which edpe the
warbands will play from, s0 it is a good idea o put
counters towards the middle of the table, Warriors
can pick up the counters simply by moving into
contact with them, A warior can carry any
amount of wyrdstone without any penaley
Warriors cannot transfer their wyrdstone to
another warrior. If the warrior who is
carrying a counter is mken out af action,
place the counrer on the table where he fell.

warbands

Both players roll a DO o see who deplovs
first. Whoever rolls highest sets up first,
within 8" of the table edge of his choice. 11is
opponent then sets up within 8" of the
apposile edge,

starting the game
Both players roll a 6. The highest scoring
plaver takes the first turn,

ending the game
The game ends when one warband fails ies
Roat test. The routers automatically lose.

experience
+1 Swurvives., I a Hero or a ITenchman
group survives the baule they gain +1
Experience,

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

+1 per Wyrdstone Counter. If a Hero or
Henchman is carrying a Wyrdstone counter
at the end of the battle he receives +1
Expericnce.

+1 Per Encmy Out of Action. Any Hero

carns +1 Experience for each enemy he puts
ot ef cction,

wprPstone
Your warriors carn one shard of syrdstone
for each counter still in their possession at
the end of the battle,



When news of a huge deposit of wyrdstone  starrs
cicculating, warbands will mount expeditions to
unearth the wealth, Mowever, their rvals often try o
block them, eager to claim all the wyrdsione for
themselves,

tervain

Each player takes it in murn o place a piece of errain,
either a ruined building, wwer, or other similar item,
We suggest that the terrain is set up within an area
roughly 4" x 47,

warbands
Fach plaver rolls a dice. Whoever scores higher
decides which table edge the auacker sets up on.

The attacker sets up first, within 8 of his table edge.
The defender sets up anvwhere on the table as long as
all his warriors are at least 14" away from any artacker.

starting tBe game

The attacker has the first turn.

Often pwo warbands will come Eace o face with cach
other in the narcow streets of Mordheim, Sometimes
they pass each other without incident but more often
the meeting ends in bloodshed,

terrain

Set up all the buildings into a single street, with no
gaps along the sides, Behind the buildings are
impassable ruins, although the buildings themselves
arc still accessible. The only way out is along the
street, The street may be as winding as you like and
should not be too norrow o fight in, but can have
narrow bottlenecks at some points, We suggest that
the terrain is set up within an ared roughly 4 x 4,

set-up
Both plavers roll a D6 to see who sets up first,
Whoever rolls highest chooses whether to deploy first
or second, The warbunds are deployed within 6" of
opposite ends of the sireet,

speciaf rufes

Meither warband can backtrack down the street to
leave the battlefield via their own edge.

== Gcenario 4: breafthrough

Scenario 5

Sicettarios

ending the game
If one of the warbands fails a Rour test, the game ends
immediately and the routing warbund loses.

If the atacker manages 10 move two or more standing
warriors (o within 2" of the defender’s wable edge,
they have broken through and he wins the game.

experience

+1 Survives, Il a IMero or a Henchman group survives
the hattle, they gain + 1 Fxperience.

+1 Winning Leader. The leader of the winning
wirband gains +1 Expericnce,

+1 Per Enemy Oui of Action. Any Hero eams +1
Experience for each enemy he puts ot of action,

+1 Breaking Thromgh. Anvy warrior earns +1
Expericnee for breaking through enemy lines. If the
wirrior is a Henchman, then the whole group gains
+1 Expericnoc.

street fight

starting tBe game
Rl a D6 to see who has the fiest turn.

ending (Be gqame
When one of the warbands manages to move all its
remaining warriors out of the street via the opposing
edge, the game ends and that plaver is victorious,
Alternatively a warband which [ails a Rout test loses
the game.

experience
+1 Survives. If 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 carns +1
Experience for cach enemy he puts out of action.

+1 Escaping. The [irst TTero [rom either side {not
both!y wha exits via the opposing table edge gains
+1 Experience.
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Seenarios

m— Sceniario ¢: fance encounter

Both warbands have completed their daily search of
the ruins and are on their way back to their
cncampment when they run into each other, Neither
side was expecting a fight, and the warband that
reacts the quickest has the advantage,

terrain
Each player takes it in num to place a piece of terrain,
either a ruined building, tower, or other similar item.
W suggest that the tecrain s set up within an area
roughly 4" x 47,

set-up
1. Each player rolls a T3, The playver with the higher
seore can choose o deploy first or second.

2. The first player to deploy sets up his entire
witrband in deployment zone A as shown below,
2+ He may choose which quarter

L ; ' of the table o nominate as

' deplovment zone A,

3.  The second warband
can then be setupin
deplovment zonc B,

bt no model

may e sel up

om within 14" of

any cnemy
merclel.

starting the qame
Each plaver rolls a 136 and adds the normal Lnitiative
of their leader, The player with the higher score goes
tirst.

special’ rufes
Each warband is carrying 133 shards of wyrdsione at
the beginning of the battle. Mark down the number
cuch warband has.

ending the qame
The battle ends when one warband fails a Hout test.
The routing warband loses,

eyperienice

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

+1 Winning Leader. The leader of the winning
wiarband gains +1 Expericnee.

+1 Per Encmy Out of Action. Anv Hero carns + 1
Experience for each enemy he puts ot of action.

wprdstone

Both warhands gain all the wyrdstone they were

carrying at the bheginning of the hatle, minus the

number of their own Heroes that were taken owd af

goction during the game, down o a minimum of zero,

In addition, they guin one extra shard of wyrdstone
for each enemy Hero they take and of action, up o

the muximum number of shards the

opposing wirband was carrying at the

beginning of the battle.

rf?li' mt
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There is 4 rumour that one of the ruined buildings
has a concealed cellar with a treasure chest hidden in
it. Two rival warbands have heard about the cellar and
are now scarching the area, Who knows what they will
fingl?®

terrain

Each player takes it in men o place a piece of terrain,
cither a ruined building, tower, or other similar ivem.
We suggest that the terrain is set up within an area
roughly 4' x -

setup
Both players roll a D6 and whoever rolls highest
chooses which warband sets up lirst, This warband is
deployed within 8" of any able edge the plaver
chooses. His opponent sets up within 8" of 1he
opposite side.

special rufes

All the warriors (not animalsy in each warband know
roughly what they are looking for and must inspect
the buildings to find the treasure. Each time a warrior
eniers a building which has not been previously
searched by either side roll 2036, On a score of 12, he
has found the reasure. Buildings in the deployment
gones are not scarched (since they have alveady
been thoroughly ransacked) and ecach building
iy only be searched once.

If vou have not scored 12 with any roll when
there is only one building left to scarch. the
treasure will automatically be found there, After
finding the treasure chest, the warrior must then
take ir ro safery via his own table edge. Carrving
the treasure chesi will slow the warrior carryving
it to half speed. Two or more models may carry
the chest without any penaloy You may use the
tressure chest model to represent the chesy, 1f
the carrier is put o of eection, place the treasure
chest at the spot where he fell. Any man-sized
model may pick it up by moving into buase
contact with it

Whoover recovers the chest may roll on the
tollowing chart after the game 10 see what the
chest contains. Mote that you roll for each item
separatchy, apart from the gold crowns, which are
alwayvs automatically found. For example, roll wo
see if you find any wyrdstone - you need a 54 w
find it. Then roll to see if you find the armour,
and so on. This can make the chest a very
valuable acquisition — however, it could also
mean that your warband has visked death [or
only three gold crowns!

== Gcenario 7: Biden treasure ——==

SErenarios

g

ITEMS 6 ROLL REQUIRED TO FIND
A0 go Autormatic

D3 picces of wyrdstone 54

Suit of light armour 4+

Swiord 3t

3 gems worth 10 ge cach S5+

starting the game
Roll a D6, The playver rolling highest has the ficst tarn.

ending the game
When one warband gets the reasure 1o salety, or a
warband fails a Rour test, the game ends. The
victorious warband then gains the treasure chest

experience
+1 Swurvives, Ifa 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 Ilero carns +1
Experience for each enemy he puts onf of acfion.

+2 For Finding the Chest. If a Hero finds the
treasure chest he earns +2 Expericnee.
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Bcenarios

e Bcenativ 8: occUpy ————=A=€

This scenario fakes place in a part of Mordheim where
the buildings are bursting with shards of syrdstone
and other wealth. Taking and holding these buildings
means  that vour warband gains rich  pickings,
Unfortunmately, vour opponent has the same idea,

Cevvain
Each player takes it in turn to place g piece of terrain,
cither a ruined building, tower, or other similar item,
We suggrest that the termain is set up within an area
roughly 4' x 4/,
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warbands
Each player rolls a D6, The plaver with the highest
score decides which warband sets up fist. The first
playver chooses the table edge he wants o set up on,
and places all his warriors within 8 of it. His
opponent then sets up within 87 of the opposite edge.

starting tfe game

Both plavers rall a 136, The player with the higher
score takes the first tarn.

speciaf ufes
The objective is to caplure
D342 of the buildings on
the tabletop. Mark these
buildings, starting with the
omne closest to the centre of
the table, working vour way
outwards to the next nearest
building. A building is
occupicd if at least one of
yvour standing models is
inside und no enemy models
are inside the building.

ending the qame
There is no need to take any
Honst tests — as the game lasts
foor a maximum of eight
turns, I one warband
virluntarily rowuts, the gane
ends and the winning
wirband is considered to
cocupy all of the buildings
on the table,

experience

+1 Survives. If 2 Hero or a
Henchman group survives
they gain +1 Experience,

+1 Winning Leader, The
lesader of the warband who
controls the highest number
of buildings at the end of the
batte gains + 1 Experience,

=

Il both sides occupy the
same number of buildings,
then the battle is considercd
o be a draw and neither
leader gains this bonus,

Iy

+1 Per Enemy Out of
Action, Any Hero earns +1
Fxperience for each enemy
he puts out of action.

T
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Seenarios

P Bcenatio 9: surprise attacf — 2

Chne warband is out searching the ruins of Mordhein
tor loot when it is attacked by an enemy warband, The
defenders are spread thinly and must muster a
defence quickly to drive off their attackers.

Cerrain
srarting with the antacker, cach player takes it in turn
o place a piece ol terrain, cither a mined building,
tower, or other similar item. We supgest thar the
terrain is set up within an area roughly 4 x 4"

set-up

1. 'The defending player rolls a 136 for each Tlero
and Henchman group in his warband, in any
order he chooses, Onoa 1-3, they are clsewhere in
the ruins and turn up later as reinforcements. On
a 4-6 thev are deployed al the start of the game.
MNote thar at least one Hero or Henchmen group
will be present at the start, I all rall 1-3, the last
Hero or Henchmen group will automatically be
deployed at the start of the banle,

[ B

The defender deploys his available Heroes and
Henchmen on the table. No model may be closer
than 8" to another model, as the warband s
spread oul wide (0 search the mins. No model
may he deploved closer than 8" 1o 4 table edge.

3. The attacker deplovs his whole warband within 8"
of a random table cdge, as shown below. He may
choose which edge to nominate as '1° hefore
rolling o see where he deploys.

starting the game
The attacker always -
gets Lthe first
furn.

speciaf 1ules

The defender, at the start of his sccond and
subsequent turns, may roll a DO lor cach of his
Henchmen groups or Heroes not vet on the table. On
a 4+ they move on in the movement phase [rom a
random table edge as shown below — roll a DG, All
reinforcements for that num arcive from the same
edpe and may charge on the turn in which they arrive,

ending the game
The game cnds when one warband fails a Rout rest,
The routing warbund loses.

epperience
+1 Survives. Ifa Hero or 2 Henchiman group survives
the battle they gain 4+ 1 Experience.

+1 Winning Leader. The leader of the winning
wirband gains +1 Expericnce.

+1 Per Encmy Out of
Action. A Hero carns

+ 1 Expericnce for
each enemy he
s aef of
acHo.

ol

.
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At the end of each
battle, a warband may roll
on the Exploration chart,

This is done as soon as a game

i5 over so that plavers can
witness each other's dice rolls. As
you can see [rom the chart, a
wiarband that is just starting out has little chance of
finding ihe more obscure places in Mordheim,
However, a warband will make more discoveries as it
goes along thanks to its better equipment and
accumulated skills.

Roll 4 DG for cach Hero in vour warband whe survives
without going owf of gctiornr, This represents the
warband's cfforts (o unearth wyrdstone, Do not roll
for uny Heroes who went ot of action during the
battle; they are taken bhack o the warband's
encampinent to recuperate instead. 5o, for example,
if vour warband includes four Herocs who all survived
the last battle, you can roll four dice. If you won your
last game, you may roll one exted dice. Add the resuls
of the dice together and consult the Exploration chan
10 see how many shards of wyrdstone vour warband
has found,

13a not roll [or Henchmen, This does not mean that
they don't search the ruins, but instead represents the
efforts of the Heroes in coordinating the search
pariies. In addition, some Henchmen like Zombies or
Warhounds (for obvious reasons) are not particularly
useful when it comes to looking for wyrdstone.

voffing muftipfes

As well as finding shards of wyrdstone, the warband
can come across unusual places or encounter
inhabitants of the ruined city. If vou roll two or more
of the same number while searching, vou have found
an unusual building or encountered something out of
ordinary. Consult the chart and refer to the
appropriate entry in the Exploration resules.

For example, you might roll two 3's or three 55, in
which case you should refer to the chart, Choose the
mast numerous multiples if yvou score more than one
set ol multiples. So, if you rolled a double 3 and a
triple 5, only look up the triple 5 on the Exploration
chart. In the case of two doubles or triples look up the
highest result. For example, if you rolled double 1

and double 3. look up the double 3 result,
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Any money or loot you find in these locations is
added straight 1o the warband's treasury. Any shards
of wyrdstone you find can be sold as normal.

expforation procedure

1. Roll 106 for cach of your Heroes who sunvived
the battle and one extra dice if vou won, plus any
exira dice allowed by skills or cquipment, Note,
however, that you must pick a maximum of six
dice out of all the dice vou roll, even it vou arc
allowed to roll seven dice or miore.

2. Some things, such as skills and equipment, (like
the Mordheim Map) may allow you 1o re-roll dice
Il your warband includes an FIf Ranger, you may
modify one dice by +1 or -1

3. 1M vou rolled any doubles, wiples, etc, vou have
found an unusual location in Mordheim. Consult
the Exploration chan on the next page w see
what vou find. Refer 1o the appropriate entrv on
the following papes and follow the instructions
Eiven there.

4. Add the results together and consult the chart on
the next page to sce how many shards of
wvrdstone vou have found. Mark down the
amount of wyrdstone on your warband’s roster
sheet,

NUMBER OF WYRDSTONE SHARDS FOUND
Ehice Boesualt

15
- G-11
12-17
18-24
25-30
31-35
36+

Excemple: The Selisiords, a Reiblander warband, bave just
e o battle. Three of thelr Hevoes swrvived and the warband
discovered the Entrance to the Catacontbs in dn carlier battle.
Thiy means that the warband nay voll four dive and re-rolf
o of vern. Fhe plaver molfs 5. 5, | and 3. He then pickes ome of
Hwe dee (the 1) v re-rofls it He scorves a 4. His warband glso
tnciudes an B Raagern, g0 be can modify one of the dice milfs
by +15M0 The player decides to furd e 4 inlo a 5, giving bim
e gretrd bededd of 5, 5, 5 and 3. This meais theat the toarband beos
found four shards of wyrdstone (5+5+5+3=18 which
acenrding to the table above gives the warband four shards)
and the three 5 produce o ‘Merke! Hall' result on the
Lixpalorcatinn chart.

Shards Found
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Hncome

SDoubles

(1 1) Well

The public wells, of which there were several in
Mardbetm, were covered by rooves raised up
on pillars and adormed with carvings and
fountains. The city was proud of its toater
system. Unfortunately, like all the otber wells,
thiz one is in a parfous state and undoubtedly
palluted with wnyrdstone.

Choose one of your Heroes and eoll a D6, IF the
result is equal o or lower than his Toughness, he
finds one shard of wyrdstone at the bottom of the
well. If he fails, the Hero swallows fainted water
and must miss the next game th_mrugh sickness.

(2 2) Shop

The Merchants Guild sbop bas been thoroughly
ransacked. Even so, there are still items
scattered around the single, fong  room,
mingled in with the rubble. Some are useful,
such as cast fron pols and pans and rolls of
fine cloth, All mianner of smaller items are
lying about — the sort of frippery which no
langer bas a use in a devastated ci.ur writh fei
inbabitants.

Aftera thorough search you End 1gm worth D6 ge.
If you roll a 1 you will also find a Lucky Charm (see
the Equipment section, page 53).

(3 3) Corpse i

You find a stillawarm corpse. A chipped dagger
sticks out of bis back Surprisingly, bis
Dossessions have m'm looted.

To see what you find When you scarch the corpse

roll a Dé:

- D Result

1-2 Dege

j Dwg t :'“' A

4 e

5 Sword e
6 Suit of light armour

(4 4) Straggler
Your warband encounters one of the survivors
of Mordbeim, who bas lost bis sanity along
with all bis worldly possessions,

Skaven warbands can sell the siraggler to agents of
Clan Eshin {who will use the man for food or
slavery) and gain 2D6 gc.

Possessed warbands can sacrifice the unformunae
individual for the plory of the Chaos gods. The
leader of the warband will gain +1 Experience.
Undead warbands can kill the man and gain a
Zombie for no cost.

Any other warband can interrogate the man and
gain insight into the city. Next tme you roll on the
Exploration chart, roll one dice more than is
usually allowed, and discard any one dice. (For
example, if vou have three Heroes, roll four dice
and pick any three),

(5 5) Overturned Cart

Stuck in g ruined pateway is an overturned
wagon — the covered type that nobles travel in
Jrom the city to thelr estates in the country.
Since anyone tmportant fled a long time ago,
whet is it doing bere? The horses bave broken
thetr traces, or did someone cut them free?

Roll a 16 to see what you find:

D6 Result

1-2 Mordheim Map (se¢ Egripment)

34 A purse with 2D6 ge

5.6 Jewelled sword and dagger. These can be
kept or sold at twice the value of a normal
sword and dagger, but note that the
normal selling price is half the actual cost
(see the Trading section for rules on
selling items), so the jewelled sword will
sell for 10gc, for instance,

(6 6) Rnined Hovels

The street congists of ruired bﬂmﬁs, which are
leaning over at alarming angles. Not much
weorth Inoting bere.

You find loot worth D6 ge amidse the ruins.
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MAncome

T ripfes

(11 1) Tavern

The ruin of a tavern is recognisable by its sign
still banging on the wall, The upper part of the
butlding is ruired, but the cellars are cul into
rock and are still full of barrels. There are
broken flagons and tankards everywbere,

You could easily sell the barrels for a pood price.
Unformunately your men are also interested in the
contents! The warband's leader must take a
Leadership test. If he passes, the warband gains
41D g worth of wines and ales which can be sold
immediarely.

If he fails, the men drink most of the aleohol
despite their leader’s threats and curses. You have
D6 ge worth of alcohol left when the warband
reaches their enr:ampmie:nt.

Undead, Witch Hunter and Sisters of Sigmer
warbands automatically pass this test, as they are
not tempeed by such worldly things as alcohol.

{2 2 2} Smithy

The furnace and toppled anvil make it obvious
what work was done bere. Most of the fron and
the tools bave been looted long ago. Coal and
slag fitter the floor but there may still be
wedfrons fo be found among the debris.

Roll a D6 to determine what you find inside:

D6 Resuli

Sword

Double-handed weapon

Flail

D3 Halberds

Lance

206 ge worth of metal

{add the value to your treasury).

{3 3 3) Prisoners

A muffled sound comes from one of ihe
buildings, nside you find a group of finely
dressed peaple who bave been Incked in a
ceflar, Perbaps they are prisoners taken by
cultists, ready to be sacrificed during
Gebeimmnisnacht.

Oh W Ll B e

Possessed warbands can sacrifice the victims
{undoubtedly finishing the job of the captors),
They gain. D3 Experience which is distributed
amongst the Heroes of the warband.

Undead warbands can callously kill the prisoners’
cand gain D3 Zombies at no cost.

ﬁ’k:aw:n can sell the prisoners into stavery for 3D6
g

Other warbands can escort the prisoners out of the
citv. For their trouble, they are rewarded with 2D6
ge. In addition, one of the prisoners decides he
wishes to join the warband. If vou can afford o
equip the new recruit with weapons and armour,
you may add a new Henchman to any of your
human Henchman groups (with the same stats as
the rest af the group, even il they have already
accumulared experience).

{4 4 4) Fletcher

This bovel was once the workshop of a fletcher
- a maker of bows and arrows. There are
bundles of yew staves and willow rods
everywhere,

Roll a D4 1o see what you find:

Result

D3 short bows

D3 Bows

D3 Long bows

Quiver of hunting arrows
D3 Crossbows

c"‘""""“"zg

{3 5 5) Market Hall

The market ball was raised np on
pillars, with the timbered corn
exchange above the open markel
place. The upper storey bas been
badfy damaged, but the covered market still
offers a good deal of shelter. The vernains of the
Iast market day are still lying around on the
cobbles. Most of this is broken pottery and iron

_pots,

You find several items worth 2D6 ge in motal.

{6 6 6) Returning a Favour

As you are relurning [o Your encaninmen, you
meet one of your old acquaintances. e bas
come to repay an old favour or debt,

You gain the services of any one Hired Sword
{choose from those available to your warband) for
the durarion of the next battle, free of charge. After
the hattle he will depart, or you may continue o
pay for his vpkecp as normal. See the Hired
Swords section on page 147,

*




Httcome

(1 1 1 1) Gunsmith

You find the workshop of a Dwatf gunsaith. Its
doars bave beent broken down and the rooms
rerded, but sonie of the iron stronghoxes bhave
surpived intact.

Roll 4 D6 1o see what you find:

D6 Result
Blunderbuss =~
Brace of pistols =
Brace ol du-;-lling pdsml:c

- D3 Handguns

D3 Flasks of sup-'.‘:nut h].th,puder
‘Hochland long rifle

Oh e e B

L

(222 2)Shrine

Your wearband stionbles across a ruined shrine,
wihich is so badly damaged that it is d:_ﬁ"imf: te
 tell which god was once worshipped within its

walls, A few images remcin on fhe painmﬁ-

 plaster walls but they bave been df,j'ace.rz"_'ﬁ'jr

i berctics. Fragments of smashed  statues e

[ among the ruins. Some ifems appear to be

i covered in gold leafl most of which bas been
torn off

Your wirband may strip the shrine and: R;iﬂ.l'l *I}G aC
worth of loot:

Sisters of Sigmar or Witch Hunter “a.rha.ndzi jna}r'

save some of the shrine’s haoly relics. They will g gain

D4 ge lrom their patrons, and a blessing from the
pods Cme ‘of their weapons (chosen by the pl..lj't;r} ;

will now be blessed and will always wound any

Tndead or Possessed model on a o wound roll of

2+,

(3 3 3 3) Townhouse

This threestorey bouse was once part of a
tenement  block nvsriuukmg il narrow
alleyway. The street s now in ruins, but this
bouse remains largely intact. prh}ﬂng it vou
find that the garret leans over so far that you
cun step out of the windomw into tbe attic of the
house apposite. L

Your wirband finds 306 gc wnh l_vf losat,
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Hour of & find

(4 4 4 4) Armourer

A breasiplate banging from a pole drew your
attention to this place, obvtously too bigh up to
be easily Inoted. The workshop is ruined and
the forge has been smashed. Rooting abowt in
the soor, you find various balf-finished items of
AP0,

Koll a D6 to see what you find;

G Result
1-2 D3 Shields or bucklers (choose which)
3 D3 Helmers
i 3 Suits of light armour
5 3 Suits of heavy armour
6 Suit of Ithilmar armour

(555 5) Gravevard

You find an old graveyvard, crommed with
sepulchres that are overgroum with vy, The
momipnends to the dead dre grotesgue and
decorated  with  sculpted  gargoyles. The
iromwork bes been ripped from some of the
tommbs, and stones bave toppled off It fooks as
if some of the crypis have already been hroken
into By toad robbers.

Any warband apart from Witch Hunters and Sisters
o Sigmar may oot the orypts and graves and gains

. Dix10 ge worth of loot.

If you loot the graveyard, the next time you play

. against Sisters of Sigmar or Witch Hunters, the

entire gnemy warband will Befe all the models in
yvour warband., Make a note of this on your

warhand roster sheet.

Witch Hunters and Sisters of Sigmar may seal the
graves. They will be rewarded for their picty by DO
Experience points distributed amongst the Heroes
of the warband,

(6666) Lamr.:umhs
You find an entrance to the catacombs and
tunnels below Mordbeim,

You can use the new tunnels vou found in the next
battle you play. Position up to three fighters (not
Rat Ogres or the Possessed) anywhere on the
battlefield: at ground level: They are set up at the
end of the \;ﬂuwr 5 ficst turn and cannot be placed
mt_h.[n " ufaﬂy' enemy models, .

'I'hia. represents the warriors making rhuJ.r way
tiu'nrugh the tunnels, infiltrating enemy lines and
emerging suddenly from below ground.




Hncome

ofive of a find

(111 1 1) Moneylender’s House

A grand mansion, that is strongly built from
stone, bas survived the catacfysm remarkably
well. A carved coat of arms adorns the lintel
above the doorway although it bas been
defaced by raiders and the symbols arve now
urrecognisable. The door itself bas been
stashed open with axes and barngs open on s
binges,

Inside, hidden amongst the debris, you find DEx10
gc 1o add to your reasury: :

(2 2 2 2 2) Alchemist’s Laboratory

A narrow stairway leads dowi@ o a crypi-lilee
dwelling which was once an alchemist's
workshop. he sign still bangs from one binge
ahmhbemhmm Jrﬁnohyasffmisma very
old E:mfd:‘ng which bas remained in use for
centuries although it did not survive the
comel’s destruction too well The stone floor
beis strange spmbols on it and there are charts
and astrofogical symbols painted onto the
wells.

In the mins you find loot worth 3D6 go and a
battered old notehook. One of your Heroes may
study the Alchemist’s notebook, and the extra
wisdom he pains will enable him to choose from
Academic skills whenever be giins a new skill in
addition o those skills m}fmni.lg av;ula.hle o him,
(333 33) Jewelsmith ~"'*~:'+»

The bouses in the jE‘w&HE?‘S qwm bave m‘!
been well and truly Imwdﬂougag& Even the
rubble bas been picked over miany {imes for

'Mﬂﬂmﬁ af gold and gﬁﬂ%‘wﬁm still, some

-WH but valuable Atems ma;» bm.vé been

"Mlaﬁﬁmseemmﬁm “
D6 Result o
12 Quartz sLones %@gﬁr %
34 Amethyst worth 20 ge
5 Necklace worth 50 ge
¢ A ruby worth Déx15 go

If your warband does not sell the gems, one of
vour Heroes may keep them and displays them
proudly. He will gain +1 to the rolls for k}rﬁnﬁg
rire items as merchants flock to such an obviously
wealthy wﬂxﬂun 4

(4 4 4 4 4) Merchant's House

The merchant's Bouse stands by the waterfront,
It bas a vaulted stone undercroft which is stilf
stacked with barrels and bales of cloth. The
Soodsiulls bave been looted or eaten fong ago
and buge rats infest the rotting bales. 1ip the
statrs are the dwelling quarters, solidly built of
Hmber, a!?batggb buadly damaged you think you
can still get up to them but you'll need to tread
with care!

Inside you find several valuable objects which can
be sold for 2D6xS ge. 1f you roll a double, instead
of finding money vou find the symbol of the Order
of Freetraders. A Hero in possession of this gains
the Haggle skill.

{55 5 5 5) Shattered Building

The comet destroved this building afmost
completely, making it unsdafe for all bur the
miast daring (o explove. But places such as this
are the best for searching for wyrdstone shards,

You find D3 shards of wyrdsione amongst the
ruins. In addition take a Leadership test against the
warband leader’s Leadership value. If passed a
wardog that was gu.m]mg the ]:mﬂdl.ng joins the
warband,

o

(6 6 6 6 6) Entrance to the Catacombs
You find a well-bidden entrance to the dark
cettacombs which extend for miles beneath the
,ﬂ&' Q.!ZME!M Although the entrance looks
Mﬂng the tunnels will take bowrs off your
seg-mﬁﬂ: of the city

*m:;n can use these wnnels to explore Mordheim

 more efficiently. From now on, you may re-roll one

dice when you roll on the Exploration chart. Make
a note of this in your warband’s roster sheet.
Second and subquqlmnz camcnmb ENIANCEs Yo
find do not grant you any a.dcllﬂtmal re-rifls,
although you may ﬁmi ﬁ:;‘;htr rﬁzrull:- from other
SOUrCes.

S
e 2
4o ,,;
2
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{(111111) The Pit

You bave come within sight of the Pit, the buge
crater created by the comet. A black cloud seilf
rizes from it but you can see glowing wyrdstone
everyiwhere. This is the domein of the Shadow
Lovd, the ford of the Possessed, and no-one is
welcomne bere — even bis own folfowers!

If you wish, you can send one of vour Heroes (o
search for any wyrdscone hidden here, Roll 4 D6,
On a roll of 1 the Hero is devoured by the
guardians of the Pit and never scen again. On a roll
of 2 or more he returns with Do+ 1 shareds of

wyrdstone,

(2222 2 2) Hidden Treasure

In the depths of Mordbeim, you come across a
Bidden chest, bearing the coat-ofarms of one of
the noble families of the town

When you open the chest you find the following
items. Roll for every item on the list separately
{apart from the pold crowns) to see whether you
have found it. For example, on a roll of a 44 you
find the wyrdstone. !

Items D6 Result Needed
D3 Pieces of wyrdstone 4+

SD6xS pe Auto

Hoty relic 54

Suit of béavy armour e

D3 Gems worth 14 goeach 4+

Elven cloalk 5+

Holy tome 5+

Magical artefact 5+

(3333 3 3) Dwarf Smithy

You find a solidly buillt stone worksbop. A runic
inscrifition indicates that this may bave been a
Duvetrf somithy.

Roll a D6 o see what you fngd:

D6  Result o
1 D3 Double-handed axes ,{,}'.- i
2 D3 Suits of heavy armour e ;’{
3 Gromril axe R
4 Gromril hammer 3t
5 Double-handed gromril axe r:';'i""l_
L& Gromril armour i ‘jf L

Six of a find

(4 4 4 4 4 4) Slanghtered Warband

You find the remaivs of an entire warband,
Broken bodies lay scatlered among the ruins,
torn apart By some monstrous creature. You see
a buge shape, which looks like an immense
Passessed creature, shanmbling away.

After giving the dead their final rites (Sisters of
Sigmar or Witch Hunters), eating them {Skaven or
Undead) or looting them {anvone elsel) vou find
the following {tems. Roll for every item separately
(apart from the gold coins and daggers) to see if
you find it. For example, on a roll of 44 you will
findd the suits of light armour.

D6 Result Needed

Item

306x5 go Ao
3 Suits of light armour 4+
Suit of heavy armour 5+
D6 Daggers Ao
Mordheim Map (sce p55) 4+
15 Halberds 5+
D3 Swords Eh
03 Shields 24
33 Bows 4+

D3 Helmets ' 2+

(55555 5) Fighting Arena

During better Himes, Mordbeim was famous for
s duellists and pit fishters, You bave found
one of the aredas used to frain these warvriors,
The place is filled with training equipment and
practice weapons.

You find a training manual, which you can cither
sell for 100 go or let one of your Heroes read. The
extra knowledge vour Hero gtea.nsr &nm reading
tht manual entitles him to choose from Combat
skills whenever he gains a new skill, and his WS
may now be increased by an extra point above his
normal ractal masimum (for example, a Human
wha has the book would now have 4 maximum
Weapon Skill of 7).

{66666 6) Noble's Villa

You find a fine bouse which is partially ruined,
it bas been thoroughly ransacked and all the
Jurniture bas been stripped of its fine fabrics
Shards of broken pottery of the finest quality
are scattered over the floor

Roll a 6. I you roll 1-2, you find Déx10 ge worth
of items and money to add to your treasury. On a
roll of 3-4, you find D vials of Crimson Shade. On
a roll of 36 you find a hidden magical artefact
carcfully concealed in a hidden cellar or behind a
secret door: Roll on the Magical Artefacts table,




Hrteome

magicaf artefacts tabfe

Roll a D6 and wse this table to determine which ftem you find when a result in the Exploration
chart indicales that you bave found a magical artefact. In a campaign none of these ftems can
apprear more than once, so if you find a magic item which is already in someone else’s possession
roll again - even f the warrior carvying il bas been killed.

1 The Boots and Rope of Pieter 4 Bow of Sccking

Biefer, the master thrisf of the Guild of Shadows, was the This bow wes & gift to Count Stetnbavdt froms the EIf
mpost fermons of all the cat burglars of Mordbeim. He forls uf the Forest of Shadows,

earned the nickname Spider’ for Bis daring robberies.
The secvet of bis Steecess wias o pair of enchanted foots
areek et mmcigicel ﬂipl’ wbﬁcﬁbe.b&dﬂnfm’mdfmmfuﬂﬂ
Arelry, ;

Any arrow shot using this magic bow will parsue the
targer and hit it even il the tanget is behind cover. Trear
this a5 an Elven bow thar abways hits on a 2+ repardless
of sy tohit modifier. Such s its deadby preecision that all
A model wr;ar!mg ﬂ'l(!ﬁe boots. may move normally the arrows shot with this weapon count as Huntlng
{including mqnl:m,ghamam} ijahd of terrain, Arrovws (+ 1 on all Infury rolls),

including vertical surfaces. W‘niwﬁnﬁ ‘the model, Pi.:.'lr. f el | b b
simply adde 4 mwm 5t Pick uny enemy model in range, not just the dosest, but

i o ahe shooter must be ahle to see the target (cven the dp of
I:::Td mﬂsmﬂm;ﬁlﬁ’ﬂgw.wnﬂﬁrﬂ{ E o UJ' e Jarget’s weapon is enough — as long as the shoorer s
mmp gaps ; o fEy ‘ G “aware of the presence and position of the arget, he can

s ° T\ﬂ : 'ihmr] In addition, il any Dwarf is an eligible target, the
2 The Count of Ventimiglia's "‘ﬂw o arrows will always deviate from their intended et and
this dagger was used hy the notorious Tilean try tes hit the Dwarf instead, For abvious reasons this bow
gentleman-frirate known as tbe ‘Black Corsair’, It is cannot be used o shoot ar Blves,
clatmed that be fourid it tn ancient Floew ratns and

legend aiso bas it that the dugyer's ”‘““‘i" w‘" be 5 Executioner's Hood

;g W o 2 Recotiered from a sbipwrecked Darfe BIF pesged this bond
The d’ﬂf #J-I“':IIM a5 3 sword, Dppcmfm% wiundied carvies evil glowdng vines swhich G the wearer with
by it ane smniwd oty . n:aull: of 1.3 (Uncdead are kam::ksxz‘ nRTesOnig rage.

downn as noconaly aind put ot .m:}ibn -
pu o wr iy -(i : Awarrior weiring this becomies subject oo and abeays will

. , fﬁ i be frenzded even if he is Epoicked down or stunned. He
3 Awla’s Plate Mﬂﬂ Lhe s alsoadds + 1 o his Strength in close combat, such is the
1his armour was giver as a #WI by ﬂ«"ﬂ Mf—’-“"“’ : w&mm The wearer never leaves combat under
Kergan to the warlord ﬁﬂ‘k# ﬁi the 1{?-':1? of waﬂﬂt mwwm and will always attack opponents in
Heldenhammer. : i  bise m& Mﬂ:u:y are taken out af action,

At'la’s Plate Mail B it @MQW Wtﬂ" M I there ave any stunsied or nocked down models within
MWBE theee mu'ES Mdm% S i - the wearer’'s charge rnge at the beginning of his tuen, he

-:j.nz

ancufﬁpe:]l e will charge and atfack the closest one, even if they are
i il b il members of his own warband! Fight the hand-to-haned
; combat until one of the warriors is taken ot of getion.
Rune of Pam.m‘ihg  solid :
Ezjcets;‘ like walls ¢l i PRt e can st 6 All-seeing Eye of Numas
gl em). o g w': o i-“ & This ferwel ws rmm-edfmm ihe ruins of Numas far in

Bune of Bortitade: 'l?l??&*}l‘tm T-las an m%md the south, It gives ﬂs witelder borrific niphtmares theat
Note that this may take his toeal ‘H’Emndf.ﬂ&m hla- v predict b;sﬁm

rRce’s maxhnom, i ,> s i
o ! H Thﬁ ﬂfﬂwﬂl seeing Bve can see all models on the

mb@ﬁt&ﬁ;ml i they are Bidden or our of slght, He can
W]ﬂg fellow warband members through the mins
{this allowws wour 1o roll two dice for the bearer after hatrle
when rolling on the Exploration chart). The bearer also
has an additional 64 save {which is not modified by
Strength or weapon modificrs) against all shooting
aitacks and strikes in close combar, as he can sense the
attacks before they are made,

i

All animals (such as wardogs, horses, etc) will be
alfected by frerzy whien fighting against the bearer of
the All-sceing Eve
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seffing wyrPstotte

Wyrdstone is tremendously valuable and is in
constant demand by Imperial nobles. This means that
finding buyers for your warband's wyrdstone is not
dilficult, You do not have o sell all your wyrdstone
immediately afier the battle — you may want to hoard
it and sell it later, as selling wyrdstone in smaller
quantities will increase demand and raise 1the price.
Unfortunately, the demands of running a warband
often mean that you will have o sell most of vour
wyrdstone as soon as you find i,

The warband must spend a large portion of its income
on basic necessitics such as food, drink, repair of
wedpons, and new accows and ammunition, as seell as
celebrating| A warbund leader is also expected to
share any profits made by selling wyrdstone between
his men which means that the more money the
warband makes from such sales, the higger the share
for the men.

The more models there are in the warband, the more
it costs toomaintain and the higher the level of any
profits made that must be shared between the men.
The number indicated on the ollowing chart is the
profit in gold crowns earmned alter deducting the
warband’s maintenance costs. The profit is added o
warhand’s treasury
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Numbwer of Warriors in Warband

13 46 79 10-12 13-15 16+

= 1 45 40 - 35 M 30 25
22 60 55 50 45 40 35
43 RTINS
24 9 8 T0 65 60 35
< 5 110 100 9 80 0 65
4 [ 120 114} 163 o) 18] T
“ 7 145 130 1200 110 100 90
8+ 155 140 130 120 110 100

[ ] ¥
sisters of sigmar an? income

Worldly possessions mean linde o the Sisters. but
their holy mission to  purity
Mordheim ol the influence of
Chaos requires supplies and
weaponty, and these are much
in demand. Thus the warbands of
the Sisterhood compere with
cach other to gain the bes
weapnns and equipment  from
the temple's armoury

Ty measure their success, the more

wyrdstone the Sisters bring to be kept under lock and
key in rthe Vault of Vindication in the temple at
Sigmar’s Rock, the more aid they will receive from the
temple.

Thus all gold crowns in the possession of a Sisters of
Sigmar warband represent the resources that the High
Matriarch will put at their disposal. It doecs not
represent money in a literal sense, so you may like o
think of it as faith, picty, dedication, cre.

sfavent an® undead

Meither of these warbands purs much value on gold,
but they send all the wyrdstone they find o their
superiors and receive aid and resources in return.
Skaven use their own currency for trading, while the
Undead are somewhat beyond petty concepts of
wealth, Far Skaven, the gold crowns in the warband's
rreasury represent the wirp tokens which the Skaven
use for currency, while lor the Undead it represents
the favour they enjoy in the eves of their master, ¥lad
von Carstein of Sylvania,

You can spend any accumulated money on weapons,
armour, hiring new warriors, buving new
equipment or simply save the money for a

higger purchase, See the Trading section by
for details, o
X"I' J,J;d






Every
settlement
arouned the city of
Mordheim has at
least one trading

post, shop or
merchant's
guildhouse
where the
local traders
sell their wares
; and buy wyrdstone
and other items that have been scavenged from the
ruing, In a large village such a place might cover a
substantial area with many waders and merchanes
offering their goods and services. Small settlements
are served by travelling traders,

All marbands are able 1o get new equipment one way
or another. The most unscrupulous merchants
actively  trade with the Possesscd Cualtists, and
creatures such as the Skaven have their own network
of contacts, while Vampires can send the Dregs that
serve them into the less salubrious settllements
around Mordheim, such as Cutthroats” Haven.

*
speniPing cash
Ahter every game, a warband can collect income from
exploration, cte, and scll any wyrdstone and treasures
they have acguired, Cash can be spent on recruiting
new WATIors, or on new equipment for the warband,

The price of wyrdsione varies according 10 current
demand. Aee the Income section for details,

fiew recyuits

Mew warriors are recruited in the same way as the
original warband, They may be armed with any of the
weapons described in the appropriate list, but cannot
have additional equipment until they have fought at
least one barttle,

Warbands may recruil whatever type of warriors the
plaver wishes, but the usual restrictions apply
regarding the number of Heroes, Henchmen, wizards,
et For example, no warband may recruit a second
leader, and no Mercenary wiarband can have mone

than two Champions,
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recruiting Bired swords
Players may hire mercenary sarriors known as “Hired
Swords’ for the warband if they wish. See the Hired
Swords section starting on page 147,

new recruits and
episting BencBmen groups

You may add new recruits o existing Henchman
groups. If the group is relatively inexperienced. you
will have no difficuloy in finding raw recruits to add to
their numbers. Bur more experienced gnarled
veterans arc not so keen on letting novice warriors
join them - and quite rightly so! Between each batele,
roll 2D4: this represcnts the experience of the
warriors currently available for hire. You can hire as
mEAny warriors a5 you wish, as long as their combined
Experience does not exceed vour dice roll. For

example, if vou rolled 7, vou could add a single
warrinr (o a Henchman group with 7 Fxperence
points, or o warriors o 2 Henchman group with 3
Expericnce points, or any combination thereof
Drisregard any excess Experience points.

As with other new Henchmen, you must pay for all
their weapons and armour, and in addition you must
add 2 gold crowns to their cost for each extra
Experience point they add w the warband's total,
New [Menchmen muost be armed and equipped in the
same way as existing members of the group.

WeApons

If a player wants w buy new weapons or other
equipment for existing warriors, reler o the Price
chart that follows. The chart lists all the equipment
available in Mordheim, nor just the common weapons
inchuded in the Recruitment charrs, Rare items and
weapons are not always available and vary in price.
Remember that vour warriors lack the skill to use any
weapons other than the ones listed in the
Recruitment charts. You may still want o buy rare
items offered to you, as your warriors may he able to
use them as they gain in expericnee.

Flayers should preferably complete any recruiting and
trading after the battle is over, making the appropriate
dice rolls whilst both players are present.

However, some plavers may prefer to wait until the
heat of battle has cooled and they are able to consider



purchases more carelully, Determine which rare items
are offered for sale while both players are together.
The plavers can work out what they will buy later,

b

trafing &
Trade items are divided into two sections: oowtron
and rare ftems. Common items can be bought guite
readily in any of the numerous trading posts and
settlements around Mordheim. Players may purchase
as many of these items as they want. The price of
common items is fixed. so plavers alwayvs pay the
same rate for them.

Rare ttems are hard or even impossible o come by
Only occasionally do such  items
turn up for sale and the price asked
is often way above the true value.
These items are often offered only to
the most famous warbands, or those
with the most money.

apaifabifity

The Price chart has g column
marked Availability”, Common items
are always available, and can be
bought in  any quantity. Ttems
marked ‘rare’ are morve difficult o
find. A rare item’s availability is
indicated by a number, for example
‘Rare 9,

Whenever a Hero wants 1o buy a rare
item, roll 206 and compare the
result to the number stated. If the
roll is equal or greater, the item is
available, For example, you need o
roll 9 or more (o acquire an item
marked ‘Rare 9% You can only buy
one rare item for each successful
roll, You may also only make one
roll for each Hero looking tor rare
items. For example, if vour warband
has four Heroes, you may make four
rolls 1o locate rare items. Warriors
taken ont of action during the last
battle may not look for rare items.

seffing

A player may trade in weapons and
equipment at the same time he buys
new ones. After all, as warbands
become more powerful they often
abandon their earlier armament in
favour  of  something  better.
However, the second-hand value of
equipment is not high duc to the
considerable wear and tear inflicted
on it by your warriors.

FJ

i T Ay iy

L

TraBing

Warriors can automatically sell equipment for halfl its
listed price. In the case of rare equipment and
weapons which have a varable price, the warband
receives hall of the basic cost only (merchants are far
better at haggling than your warriors).

Alternatively, weapons, armour and egquipment may
be hoarded for tuture wse (make a note on the
warband roster) or swapped around the warband
from one fighter w another (though not berween
warbands), As @ wedapon's value is low compared to
the cost of equipping any new recruils vou may get, a
warband can usually find a use for its cast-off
ACMAments,
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recruiting Bired swords

This section introduces Hired Swornds — protessional
mercenaries — to Mordheim campaign games, Taverns
in the sertlements and shanty towns  aroond
Mordheim are pood recruitment centres (or warriors
who do not belong to any particular warband or
retinue, but instead hire out their services o the
highest bidder,

A plaver can recruit Hired Swords when he creates his
warband, or during the campaign phase after 4 game,

Hired Swords don't belong to the warband they fight
with and usuully don't help the warband except by
fighting, This means that they do not count towards
the maximum number of warriors or Heroes in the
warband and don't affect your income from selling
wyrdstone, A player cannol buy extra weapons or
equipment for a Hired Sword, and he

cannot sell the Hired Sword’s weapons
or equipment. To reflect their rarity,
you can only have one of each type

of Hired Sword in your warband,
You mayv not use the Leadership of
any of the Hired Swords for Rour

bests,
Bive fee

When a warband recruits a Hired
Sword, you muast must pay his bive
fee. Subsequently, after cach harttle
he fights, including the first, you
must pay his epkeep fee il you want
him to remain with the warband. 1f
the Hired Sword is killed, or vou no
longer rvequire his services, you
don't have o pay any upkecp!
These costs are indicated in the
entries for each Hired Sword.

The money paid to Hired Swords
comes from the warband’s treasury
in the same way as buving new
WCApOns Or  recruiting new
warriors. If you don't have endugh
gold to pay for the Hired Sword, or
want to spend it on other things, he
leaves the warband. Any expericnce
he has gained will be lost, even it
you hire a new Henchman of the
SAMIC VP,

Swords

injuries
Il a Tired Sword goes out of action during the game,

ol for his injuries as you would roll for 3 Henchman
alter a battle (ie. 1-2 = Lost; 306 = Survives),

Bived swords and epperience

Hired Swords gain experience in exactly the same way
as Menchmen. Refer to the scenarios to find out how
much experience Hired Swords gain after each game,

Write the name and profile of a Hired Sword on your
roster sheet in one of the Henchman group slots.

Once the Hired Sword gains enough experience for
an advance, roll on the Heroes Advancement table (as
opposed to Henchmen) o determing which advance
he gains, Skills available to the Hired Swords are
listed under their entrics.




Bired stmorth

s it fighter s

30 gold crowns to hire + 15 gold crowns upkeep

Fit Fighters are denperous men who mabke thefr
living in the iflegal fighting pits of the Empirve. Many
af them are slaves and prisoners but some are free
men who earn their Heing from savage pit fights in
setflements like Cutthroat’s flaven or Black Fit. Foen
though pit fights arve banned in many provinces, they
dare very popudar and a greal deal of money is
wagered on the outcome. Thus many authorities
furn a blind eve to these bloodsports.

When not in the pifs, Pit Fighters affer thelr services
ko the bighest bidders, and they readily find
employment in warbands intent on exploring the
ruins of Mordbeim. Pit Fighiers are powerful and
dangerous fighters, and their unigue weaponry gives
them an ddvaniage against almost any obponerdt,

May be Hired: Any warband apart from Undead and
Skaven may hire a Pit Fighter

Rating: A Pit Fighter increases the warband's sating
by 422 points, plus | point for each Experience point
he has,

A Ld
2 7

Profile M WSBS §5 T W |1
Pit Fighter 4 4 3 a4 a 1 4

Equipment: Morning star, spiked gauntler and
helmet: The spiked gavnitlel counts as an additional
hand weapon and a buckler, And no, your Heroes
cannot learn to usc it!

Skills: A Pit Fighter may choose from Combat,
Speed and Strength skills when he
gains a new skill,

= Ggre boVpquard =&

80 gold crowns to hire +30 gold crowns upkeep

Cures are large, brutish creainres, standing some fen

Jeet lall, and all of it bone and muscle, For this

regason they gre much in demand as bodyguwards and
mercenaries, desprite their lack of brains. A warband
hacked up by wn Ogre makes a fearsome enemy,
since Oores gre extremely dangerous fichters and a
terrifiing sight to bebold when enraged. They happily
accepf any employen, as they are notoriously
wunbarhered aboul who they fivht for

May be Hired: Any warband except Skaven may hire
an Ogre Bodvguard.

Rating: An Opgre Bodyguard increases the warband's
rating by +25 points, plus 1 point for each
Experience point he has,

Profile M WSBS 5 T W 1 A 1Id
Ogre 6 3% 2 a4 4 3% 3 2 7

Weapons/Armour: Either two swords, axes or clubs
(or any mix of them), or a double-handed weapon
(vou may choose which). Ogres wear light armour,

SPECIAL RULES
Fear: Opgres are large, threatening creatures that
cause fear Sce the Psychology section for details.

Large: Ogres are huge, lumbering creatures and
therefore muke tempting tarpets for archers. Anv
model may shoot at an Ogre, even if it is not the
closest target,

Skills: An Ogre may choose from Combar and
Strength skills when he gains new skills.




sy (affling scout ==

15 gold crowens to hire 45 gold crowns upkeep

Hafflings are diminutive creatures, generally more
concerned with the Himing of their next meal (or o)
than with mtfitary pursutts. They range from three to
four feer tall, and are neither very strong nor tough,
bt are naturally good shois and steadfast In the
[fece of danger: Some Halflings are more adventurous
than otbers, bowever, and these bold spivits are
much sought after by mercenary bands, for they are
splendid archers, and excellent conks to boot.

May be Hired: Any warband except Skaven, Undead
and the Possessed may hire a Hallling Scout.

Rating: A Hallling Scout increases the warband's
rating by +5 points plus 1 point for each Fxperience
point he has.

Profile
Halfling 4 2 4

M WsBSs § T w 1 A Ld
2 2 1 4 1 8

Equipment: Bow, dagger and a cooking pot {counts
as a helmet).

SPECIAL RULES:

Cook: Halflings are renowned for their conking skills.
A wurband with a Halfling Scout may increase its
maximum siee by +1, as warriors from all around are
attracted by the smell of great food! Note that this
does not increase the maximum number of Teroes
yvou may have.

Skills: A Halfling may choose from Speed and

Shooting skills when he gains a new skill,

P

nd

Bired swords

e §FAYCOCE mm—t

3 gold crowns to hire +15 gold crowns upkeep

Wizeerds, shamans, niystics, all these and morve are
aissociated with men who can wicld the power of
magic. Afl megic is potentialfy dangerous aned
originates from Chaos, so fhose blessed (or cursed)
with the power of sorcery gre bated and feared,

St 1t s not difficadt to find emiployment §f you are
a wizard, for many are willing 1o take the risk of
persecution. Bui bring a Warlock does not only
mean that you loge your gold — if the teachings of the
Cult of NMgmar are to be believed, your soul is at risk
as well. .

May be Hired: Any warband except Witch Hunters
and Sisters of Sigmar may hire a Warlock.

Rating: A Warlock increases the warband’s rating by
4+ 16 points plas 1 point for each Experience point he
hus.

Profile M W5 BS S T W |1
Warlock 4 2 2 3 3 1 4

A Ld
1 =8
Equipment: A Warlock carries a stalll

SPECIAL RULES:

Wizard: Warlocks are magicians and have owo spells

generated at random from the Lesser Magic list. See

the Magic section for details.

Skills: Warlocks may choose skills from the Academic

skills list, or they may randomly determing a new
spell from the Lesser Magic spell list.




Bired awerds

e Ifveefancey

50 gold crowns to hire +20 gold crowns upkecp

Just as wwarviors of the lower social orders con
become mercenaries, sguives or nobles may offer
their skills fov hive by becoming a FPreelancer ar
robber kBnight' Frecloncers ave often the Younger
soves of nodles, who bave inhberited little hur their
wegfrons, borse and armour. Having  become
disitlusioned with their lot in life they bave taken the
ol roced avatiable to them: that of a Hired Sword.

Finenictad considerations take precedence over the
dictates of bonour and chivalry, Many Freelancers
have drifted (o the shaniy towns survounding
Maordbeim, and offer their considerable strength fo
the Ighest bidders.

May be Hired: Mercenarics und Witeh Hunters may
hire Freelancers,
Rating: A Freelancer increases the warband's rating

by +21 points plus 1 point for each Expericnce point
he has.

Profile M Ws B 5 T W I A Id
Freelancer 4 4 3 a4 3 1 i I
Warhorse 8 3 0o 3 3 1 3 1 5

Equipment: Heavy armour, shield, lance and sword,
If you are using the optional rules for mounted
models, o Freelancer rides a warhorse. When
mounted, the Freeluncer has an armour saving throw
of 34+, On foor his save is 4+,

Skills: A Freelancer may choose from Combat and
Strengrh skills when he gains a new skill,

e Eff vangey =i

) pold crowns 10 hire +20 gold crowns upkeep

Elves are a wondrous race: Hebe, tafl, beautifil, tong-
fived e magical. For the most part they are feared
and distrusted by bumens, though some live in the
cities amongst wmen and offer their services as
minsirels and archers in refrorn for o bigh fee

Though Flves become rarer in the Ofd World each
year. there are stilf some roaming on the trackiess
peeehs of the Dralacald Fovest and the Forest of
Shadnis.

Elves sensibly tend to avold the ruins of Mordbeim,

Jor dne the City af the Deonned theve is Hittle to attract

that fey and strange race, but sometinies they are
hived by freasure buniters, for few can match their
skill with a bow, or thelr fnbunen guickness and
agility. The senses of an FIf are nech keener than
any bumean s, and they make excellent scouts,

May be Hired: Mercenaries and Witch Hunters may
hire EIf Kangers. Warbands which include Thaarfs may
hire EIf Rangers, but must pay 60 gold crowns after
cach battle instead of 20.

Rating: An Elf Runger increases the warband's rating
by 12 points plus 1 point for cach Expericnee point
he has.

Profile M Ws B § T W T A Id
EIlf Ranger 5 4 5 3 3 1 6 1 8

Equipmeni: FIf bow, sword and Elven cloak.

Skills: An EIf Ranger may choose from Shooting and
Speed skills when he gains a new skill. In addition.,
there are several skills unique w EU Rangers as
detailed below, which he can choose instead of
normal skills. Note that these special skills can only be
acquircd through experience, They are notr possessed
by a new recruit.

SPECIAL RULES

Seeker. When rolling on the Exploration chart, the
Elf Hanger allows you o modily one dice roll by
i1

Excellent Sight. Elves have evesight unmaiched by
mere humans. The EIf Ranger spots Hidden enemies
from two times as far away as other warriors {ie, twice
his Lnitiative value in inches).

EIVEN SKILLS
Fey, Hostile magic spells will not affect the EIf on a 16
roll of 4+,

Luck. The FIf Ranger is blessed by Lileath, the Elven
goddess of luck. Once per game he may re-roll any
dice roll he makes (bt not one made by other
members of the warband).



Owarf troff sfaper

Birdd swords

25 gold crowns to hire 4 10 gold crowns upkeep

Troft Stavers are memtbers of the morbid Dwarf cull
whose foffowers are obsessed with seeking an
honowrable death in comibet, Flaving conunitted
somre unforgivable crime or been dishonoured in an
irvedecniabie way, o Dwerf will forsake bhis bome
and wander off to div fighting the enemies of
fherflin.

Holl Sayers are insanely dangerons individuals,
psychopathic and violend, However, there are few
better fivhters, so they are much sought after when
wETrinrs cire recded,

Krotat as “Hived Axes’, Trofl Slayers who come o
Mordbeim find plenty of opportunity to indulge their
dectbiish,

May be Hired: Mercenaries and Witch Hunters may
hire & Prwarl Teoll Slayer. Warbands that include Elves
may hire Slavers, but must pay 20 gold crowns after
each battle instead of 10 gold crowns, Dwarls won't
put up with weak poinoecarcd folk unless they have
to, or are adequately compensared for their sulfrance.

Rating: A Dwarf Troll Slaver increases the warband's
rating by 12 points plus 1 poimt {or each Experience
point he has.

Profile M WSBS 8 T W 1 A Id
Troll Slaver 3 o4 3 3 o4 1 2 1 9

Weapons/Armour: Two axes or a double-handed axe
{the hiring player may choose).

Skills: A Troll Slaver may choose from Combat and
Strength skills when he gains a new skill. In
addition, there are several skills unique to Devart
Troll Slayers which he can have instcad of normal
skills when he gains a new skill.

SPECIAL RULES
Deathwish. Troll
Slayers seck an
honourable
death in
commbat, They
arc
completely
immune o
all
puvcholosy
and will
never need
1o test if
they are
fighting
alone,

Hard to Kill. ‘lroll Slavers are tough, resilient
individuals who cun only be taken owf of action on a
D6 ol of & instead of 5-6 when rolling on the Injury
chart. Treat a roll of 5 as stunned.

Hard Head. Troll Slayers ignore the special rules for
maces, clubs etc. They are not very casy individoals 1o
knock out!

TROLL S5LAYER SKILLS

Ferocious Charge. The Dwart may double his attacks
on the tuen in which he charges, He will suffer a -1 o
hit penalty on that turn

Monster Slayer. The Troll Slaver always wounds any
opponent on a DO roll of 4+, regardless of
Toughness, unless his own Strength (with weapon
modifiers) would mean that a lower result than this is
needed.

Berserker. The Dwarf may add +1 to his to hit rolls
during the turn in which he
charges.

’:?:




= : 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
1 two more Hired Swords that can be recruited by vour warband.

Smpeviaf Assassin

40 gold crowns to hire + 20 gold crowns upkeep

Politics is a dangerows game and not alf dangers are found
on the battleficld, The Assassin specialfzes in removing
‘obstacles” with discretion. He will bire bimself out to the
Bighest bidder and satisfaction is guaranieed, The Assassin
calmily dispatches bis rather distastefiel duries with
Sastidiousness and finesse. In between jobs, such a mern will
aften join a wandering warband in order to bone bis skifls;
assassination {s not a profession for the sfow or dullavitted!

May Be Hired: Any warband except Witch Hunters, Sisters of
Slpmar or Skaven may hire the Assassin.

Rating: An Imperial Assassin increases the warband’s rating
by +22 points, plus 1 point for cach expericnce point he has.
Profile M WS BS § T W I A TLd
Assassin i 4 4 3 3 1 5 2 8

Weapons/Armour: Sword, dageer, throwing dagpers and a
crossbow 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 o keep — he will not
give it o another warband member later In addition,
although he knows how to use them, an Assassin will never

use a blackpowder weapon as such devices are far o
conspicuous in their use for somenne in his profession,

Poisoner: Assassins specialize in the use of poisons. The
Assassin starts cach game with his weapons poisoned with
cither Black Lotus or Dark Venom. The controlling player
decides which poison the Assassin is armed with hefore the
game starts, and this poison does not need to be traded for.
And no, the Assassin cannot poison other warband members’
wieapons, nor will he loan his out!

Skills: An Assassin may choose from Combat, Speed,
Shooting skills or Unstoppable Charge from the Strength
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 antacking his targets
when their back is turned, The Assassin may charge an
opponent he cannot see (he knows you're there!) as long as
the target madel is within his charge reach. If he does this, he
surprises his opponent and receives a +1 1o hit him with all
attacks and any rolls on the Serious Injuries chart are ar +1,
This bonus lasts for the first round of combat only, as his
opponent will swiftly recover his wits if he survives the initial
assault.

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




‘Cifean Narfsman

Ik cromms o hire + 15 gold crowns upkeep

The Empive is not the onfy place thal breeds mercenaric
The constant warring among the city-states of ea provid
mckry opportunities for a man who knows bow fo wse
weapon. SIl, sometimes the fiphring dies down in Tilea and
mutrry of these mercenaries are forced (o seek ernployment in
other lands. Many of these temporarily wunemployed
mercenaries bave beard of the trouble brewing in Mordbeiin
dnd bave come seeling a new

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

Ratimg: A Tilean Mar

+16 points, plus 1 point for each experience point he has.

Profile M

Marksman 4

Weapons/Armour:
shons

SPECIAL RULES

Steady Hands: The Tilean Mar
ignores ‘o hit' modifiers for long range when shooting his
crosshiow,

Light armour, sword, dagger and

Dead Eve Shot: The Marksman has the eyes
can hit the smallest target. He i
vover when shooting his crosshons:

Skills: A Tilean Marksman may cho
when he gains a new skill.

Al 1 sy we were here first; vou'd bheter leave!”

The argoment had been going for oo solid fifeen
minutes, with neher party budging from their position;
Resinhold stooped o press lis Gce olose o his scarlet
Liced adversary, the leader of the Dawarf warhand
Drwarls weere infamous for their stubboraness, ancd this
individual seermed to be out o prose that his feputation
was well lounded, Both warband leaders had soaerioes
scattered  throughoor the ruins of the big  hall,
Crosshows were nocked and aimed on both sides, and
the stress was showing oo several of the Human faces
The Dwarts seemed steansely calm

Suddenly the door burst open, slimming one of the
members of Reinhold's Bamd dnto the wall. Through che
oy, barely able w enter the room because of his
incredible bulk, strode an Cgee mercenary, The creature
stopped as soon as it was fully in the eoom. 11 s
indeed a frghiening sight, and the man o the Ogre's
left scarcely reacted when the monster geabled the
cromsbow from his hasds aned crushed i in a huge fise

b, there you are Ronch!” cried the Dl wearhand
leader, a smile springing intg his oormally dour
features, 1 was wondering when vouw'd get here, These

L Fifecnrs AMeprfeswtan leads the .lJn'J'."u’.':."-'J.'.":.sL'.lr.11'4'.";;'.1'5
tr ok eteniresly ot Skeerecy wearbeand. We v
Merdgiereiliveny Dhappraerke fromgetie Movlzsien of
Wirnegdlicin fe vepppsent e Malzniin

ek prxeed

f

sentlemen want e lorce vs to leaves Convinoe them thar
wee should stav”

CRONCH SMASHY bellowed the Opre Tle theew the
remrants of the crosshoay across the room and broughi
up his cnormoos sword preparing o oot the oxe-
crosshowiman in two. TS poor victom was frogen in
shock, and could do nothmg o stap his Goe

Fortunately for him, he didn’t necd we e o the nexi
isant the Ogrre froze, o look of shock and horeor xed
lor bis face, The creature’s mouth moved slowly, But ne
st escaped, Then the hulking brote toppbed Toeward
anch el faee down into the dost char coverced the o
Chuat ol s back protroded adapgper

Standing in the doorsay was o man, somewhar smaller
than average in heighil, with nondescript looks and the
barest hint of a smike oo his Gce Fle would ave looked
like any nobleman's foppish son. 4000 were not for the
utilitarian look o his night-black clothimg aml the utier
lack ol emistiom in Ris cyes

“Miss me?” asked Dhrk, the assassin that Beinhold hacd
hircd. The warband leader just smiled
they would ger o stav alier all,

It looked like




his section details some of the strangest and
meom famous {or infamous) characters 1o be
found in Mordheim and the outlying settlements.
Cceasionally, these warriors join forces with a
warband (usually demanding wyrdstone or a bag of
goed in pavment),

The following characters (known as ‘special
characters”) are hard o find and expensive to hire -
yvou must be lucky and wealthy o atract theic
ALention,

This list does nat, by any means, include all the
famous warriors and cold-hearted killers you could
encounter in Mordheim, There are famous

Drwrarf gold hunters, Burgomeisters of the
Merchants' Guild, Theodor, the
marksman of Hochland,
and many others, In fact
wie hope that the
characters detailed

here will inspire
players o
invent
spucial
characters
ol their
LWL

You can only cver have one of a particular special
churacter in your warband. A warband may employ as
many special characters as it likes — i it can afford
themn!

foofing for speciaf cBaracters

After a bartle, vou can send any number of vour
Heroes to look for a special character. Only Heroes
can look (Henchmen are rarely trustworthy enough).
HMeroes who went ot of action in the last banle are
unable to join the search because they are recovering
from their wounds,

Heroes who are looking for a special character cannot
lock for rare items. Decide which special character
you are seeking, and how muny Heroes have been
sent o look for himy, Roll a D6 for each scarcher If any
ot the searchers rolls under his Initative he has
located the special characrer, You can, of counse, only
lind one of a particular special character, no matter
how muny seacchers coll under their Initiatve,

Bive fee

The warband must pay the Bire fee lor the special
character when he is recruited, and afier cach bartde
he fights, including the first, you must pay an upkeep

Jee, These fees are indicated in the entries, This

money comes from the warband’s treasury in the
same way as buying new weapons or recruiting new
wirtiors, If vou don't have enough gold 1o pay for the
special character he leaves the warband.

erpevience,
injuries and equipment
Special characters have their own equipment. Only
they may use this cquipment; it can't be given o
other warriors, Furthermaore, you cannot buy

extra weapons or equipment for a special
characrer.

Special characters do not earn Experience
points, although they suffer serious injuries,
just like TTeroes, if they are taken our of

action.

Each special characrer’s description tells
you how much o add w your
warband's rating for including them
(taking into account their
expericnoe and abilities),



o— Yentur, the sword of twifight

Many Famous  swordsmen  bave come o
Mowdbeinm to make thelr fortune, but few can

mertch the tevrifying reputation of the Eif swordsman
Aenwr. This righly werrior was responsible for
slaving the enfire Possessed warband of Karl
Zinpreeran, and single-bandedly cleansed the Rat
Hole, a setifement thai had beenm overrun by
Heasirmen.

Rumours about Aenur’s origin abound, Efves usualfy
auoid  buman  settlements, and Mordbeim  in
particular, bt for some reason the fall, pale
swordsmean bas stayed in the frroximity of the ruined
cily for mosths,

Nounte say Aenur comes from beyond the Greed Oceean,
frome the fabled Flven EBingdomes, and thal be is the
caftain of the lependary Order of Swordmasiers.
Others claim that be is a Waod FIf prince in exile.
Avrir bimseff says little abour bis past and those
wiho give wise do nwot guestion .

Whernever o werband prepares an expedition to
explore the inner city, there is a chance they may
bear a sharp rap at the gate of their encampment —
thelr urtexpected wisitor will be Aenuy, offering bis
services to their feader

if, indeed, Aenur seeks sometbing in the grim vuins of

Mordbeim, no-one knows what this wight be. Some
say that be wishes fo explove the Pit itself and slay
the enigmatic Shadow Lord, though such a task must
surefy be above even this mighty warrior

Aenwer {5 tall even for arn Eff, and beneath bis finely
waoven Elven cloak be wears armonr of gleaming
itbilmcy. He carries a sword of immense size which is
rumotired fo bave arcane properties. Cerlainly no-
one who bas been sfruck by 1 bas ever feed to tell
the tale,

Hire Fee: |50 gold crowns to hire,

May be Hired: Any warband except Skaven, Undead
and the Possessed may hire Aenur,

Ratimg: Acvnur increases the warband's rating by

+ 100 points,

M WsBS 5 T w I A Ld
Avnur 5 H 4 4 % 2 F A B

Weapons/Armour: Acour wears ithilmar armouor, an
Elven cloak and carrics an enormous sword known as

Fenh-Eheain,

Skills: Aenur has the following skills: Strike to Injure,
Expert Swordsman, Step Aside, Sprint, Tighining
Reflexes, Dodge and Miphty Biow.

=ramalis personae

—é

SPECIAL RULES
Invincible Swordsman. Acnur always hits  his
opponents on g roll of 2+ in hand-to-hand combat.

Wanderer. Aenur only ever stayvs with i warband for
the duration of the battle. A warband who used Acnur
in their last battle may not seek him out

until they have fought ar least one
battle without him.

lenh-Khain (the Hand of
Khaine). lenh-Khain is an
incredibly long single-
edged sword, which
Aenur uses with
consummate skill,
This sword allows
Aenur to parry,
adds +1 to his
Strength and
CALSES o
critical hit
an a rall
of 5-6
when
rolling
T
wound,




Sramatis persenar

Fgmee—ee—— Roflann (Be fiife ———eis

) ef powr bands off me, brutel Let oo of me, and

@I'ﬂ' tell you what Tlrow. So, you seek fobann
the Knife! lake oy advice, friend, do not spealk bis
wairrie ouf ford, He does rol ke people tallzing abord
bifmre v the street. What do you seele bim for arywdy?
Sa, vore've got o fob for hime! Well why didn’l you say
sa before? [ cannol say where you wight find him,
because I do nol know mepself Who does? Amywea), no
mtter. When be bears word, be will find vou soon
enongh! Tal ba! I will cost you though, for be fikes

pold, does Folann, e bnowes s city — what's left of

it — like the back of Bz band If be can't find
sopeone, no-one can. He is ke a shadow, be can go
v areed owt of anyebere, unscen, He can also fight bis
ity ol of anvwbere, No-
ane oo ool bin,
Az quick as lghining
wHith a kaife, be is!
o traces, all very
fredt and

tiddy, Af T
need from
v is the
pold, and the
name,_fobann
il eler v
resf”

LTS lion
bzl in
Mol heim

OF the many cutthroars and assassins for hire tha
infest the settlements around Mordheim, Johann the
Knife: is the most famous. He exhibits his vocation as
hired knife-fighter and assassin extraordinaire by the
various lethal-looking daggers hanging from his belt,
and the mean glint of his eyes, Johann wears dark
leather gear, slightly out of fashion, which has never
been washed (or so the barmaids say), His long face
bears the scars of many u fight, and his unkempt hair
is lank and greasy,

Johann's purse is always heavy with gold, and he takes
no teouble to hide i, since only a fool would oy o
steal it from hime Many have tried, and all have died. ..
very guickly, The cruftsmanship and gualicy of
Johann's dageers is bevond compare, as he has taken
them froan the bodies of the many  wealthy, but
unskilful, opponents he has despatched in vicious
duels.

Hire Fee: 70 gold crowns o hire; +30 gold crowns
upkeep cost. Johann is addicted to Crimson Shade, so
you may hire him for one portion of Crimson Shade if
you wish.

May be Hired: Any warband except Skaven, Undead
and the Possessed muy hire Johann,

Rating: Johann the Knile increases a warbund's rating
b 4610 poines.

M WS BS 5 T W I A Id
Johann i A 604 3 2 6 1 7

Weapons/Armour: Johann is armed with countless
throwing knives and several long dapgpers (he always
counts w5 having two swords in close combat). His
weapons are always coated with Black Lotus and he
muay take Crimson Shade before a battle if you want
him to,

SKILLS
Johann has the following skills: Dodee, Scale Sheer
Surfaces, Quick Shat, Eagle Eyes and Knife Fighter.

SPECIAL RIJLES
Enife Fighter Extraordinaire: Johann has a
deserved reputation for being the greatest knifoe-
fighter in whaole of the Empire. Unlike normal
warriors, he can combine the Keife Fpbrer and
Ouick Sbot skills {yes, he can throw six
throwing knives in one turn if he does not

maowve! ),



Sramaliz persentae

w= Bertha Bestraufrung, Pigh matriarch of the sisterfood =

discifrfine and devotions of the Ststers of Sigmar

wly the warrior god of the Empive was worthy of

ber esteern. Only e was constant and faithful. And

Freaed not Bofy Sipniar, tn truth, chosen ber to be one af
bis bandwmaldens?

29{;1‘3 agn, Hertha sowught rvefupe in the strict
h

The pure blood of the Unberngens runs in Bertha's
velns, as evinced By ber long golden plaits and fierce
Blue epes, which can freeze a Gioblin at fwenty paces
with an fcy glare. Fren ber voice commands
authority, turning strong, bairy-thewed men into
treinbling wretches,

The Sisters fook up fo Bertha as an example of boly
wiorhanbood, She vose rafidly through the ranks of
the Sistevbood, and on ber deathbed the revered
Marrigreh Cassandra named Bertba ber successor,
iew High Matriarch, and Abedissa of Sigmar's ook,

Sonwetimoes, a5 Bertbea strafs ome ber Gromvil drvaonr
irz the lght of daen, sbe reflects on the lost innocence
of ber youth, Thern, angrily, she tivhlens the studded
fecttber straps Hebify over ber frov-berd fimbs and
stricles outside to spend bours practising with ber
gred! warbonuners, preparing berseflf as a bride of
Sternar should, for the day of batile.

bxrrace fronm che Tome of Heroes

Hire Fee: None, Bertha will come 1o the aid of any
Sisters of Sigmar warband if they send one or mare of
their Herpines 1o look for her in the normal manner,
rolling under their Initiative (representing their
efforts 1o gain audience with the High Matriarch). If
she does grant an audience, she might decide that her
personal help is needed in the forthcoming battle.
She will only come to the aid of a Sisters of Sigmar
warband if their enemy has a higher warband rating.
Consult the table below, and roll a D6 o sec whether
Bertha will aid the warband.

Difference in

Warband Rating Dice roll required

-9 il
30-99 6+
100-149 9k
150- 199 4+
200+ 3+

M WS BS S T W 1 A Ld

Bertha 4%_%112&51(1

May be Hired: Bertha Bestraulrung will
only join Sisters of Sigmar warbands,

Rating: Bertha increases a warband's
rating v + 105 points.

QiU

Weapons/Armour:  Bertha is armed  with  two
Sigmarite warhammers, wears gromril armour, and
carries a vial of hlessed water and a holy relic.

SKILLS
Bertha has the following  skills: Mighty Blow,
Unstoppable Charge and Righteous Fury.

PRAYERS OF SIGMAR
Hertha knows all six Pravers of Sigmar,

SPECIAL RULES
High Matriarch. As the ITigh Matriarch of the Sisters
of Sigmar’s Mercy, Bertha will
automatically be the leader of any
warband she joins,

Sigmar's Handmaiden,
Bertha is Livoured dbove all
other Sisters in the eyes
of Sigmar, She gains
+2 1o all her rolls o
see whether her
Pravers of Sigmar
are grantecl.

9%



Sramalis pevsonae

e—— Desfit, igh executioner of cfan eshin —e

tdeitled us afl! We couldn’t stop #f, our wedons

broke against (s body.. It was black (ke a
shadow, and i was moving so fast, cutting men o
shreds left and right. We fought, ves we foupht bavd,
cernel ofel Merrcies even fried bis trick with the off flask,
It was engulfed by flomes and for o momend we
thought we'd stopped it No weay, #fF come ot of the
five, sHill abloze, It weas as i # didn 't care! Thal was
toer much and those left of ws ran for 6 SHIE
Solfowed ws, on and on, relentiess and merciless,
There wes no escaping, no biding, #s red eye could
alteays spot you, (b that eve,.. that eye..”

Last wards of Beice Hober ar the Inn ool the Red Mosn,

Vieskit wis already o tadented
clan Eshin Assassin when
he was entrusted with his

g most difficult mission,
? He was hired by Clan
Skeryre o free one of
their oldest and most
expericnoed
Warlocks who was
being held hostage
by a rival clan.

(T e

Veskit managed 1o take the prisoner back, fighting his
way rthrough the guards, but at a very high cost. He
suffered terrible wounds and would have certainly
died, but the Nightmaster of Clan Eshin made a pact
with the Warlock Enginecrs. The Skaven scientist-
sorcerers replaced various parts of Veskit's body with
their part technological, part magical implants and
made him into a walking arsenal of deadly weapons,
Vieskit is now more 4 machine than a living thing, and
his  thirst  lor  killing  has  become  almosi
uncontrollable,

When news of the wyrdsione came to the hidden
fortress of Clan Eshin, the Nightmaster sent Yeskit to
Mordheim to deter the man-things from exploring the
city, which rightfully belonged w the Skaven., From
that day on, many adventurers have met their end in
the dark allies of Mordheim, Veskit's unblinking eye
misses nothing, and those be hunts on the streets of
Mordheim never return to the Gargovle Gate.

Hire Fee: 80 gold crowns to hire; 435 gold crowns
upkeep cost.
May be Hired: Veskit may only be hired by Skaven
warbands.
Rating: Veskit increases the warband’s rating by +70
s,

M WS HS § T W 1 A 1d
Veskit 5 5 4 4 4 2 5 4 8

Weapons/Armour; Bshin Fighting Claws (the extra
attack is included in his profile). Each Fighting Claw
incorporates an in-built warplock pistol, so Veskit can
shoot in every turn, and he fights in close combart with
Strength 5 and a save modifier of -3 (note that he
can stll parry twice with his claws!).

SPECIAL RULES

Unfeeling. Veskit is a cold, calculating
killing machine. and feels few of the
emations that living things do. He is
therefore immune to all psyehology,

No Pain, Veskit ignores Brocked deown and

stunned results on the Injury chart. He

must lose his last wound and be taken
out of action before he is removed
trom battle.

Unblinking Eye. Thanks to the
sorcerous devices built by the Warlock

Engineers of Clan Skryvre, Veskil can spod
hidden enemies within twice his Initiative
value in inches.

Metallic Body, These give Veskit his high
Toughness and a 3+ armour save,
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ejoice, for tBeve sPaff come to pass a

time wlen fopes of safvation sfaff
come to nought. Seath and Vespair
sBaff vise up in a ti¥e of tervor to sweep
away the folfies and foofish Preams of
mortal man, Set the misquiDed puppets
of Caw foof upon tfe great Yestyuction to
come and weep, for aff that is civifised
an® unnatuvaf sfaff be brought fow.

Rejoice for the fand itseff wiff Beave up
in mighty rebeflion to the cBains of
order, the Dead sBafl stiv in their graves
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qods. ‘T Be fives of bfissfuf war sBaff
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Rejoice, for the night sBaflfl afwayps
foffow Day, the Parfress wifl afwaps
ecfipse the fight an® Chaos sBaff once
move rufe supreme!
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his section includes a variety of rules that add an
rC exira dimension 1o your battles in Mordheim. As
they are additions 1o the basic rules they are not an
essential part of the game, and vou should agree with
vour opponent belorehand whether vou are going to
use any of them.

We rccommend that new plavers ignore this section
toy begin with, at least until you are familiar with the
wiay the game works, [fvou consider vourselt to be an
experienced gamer then you'll have no problem
incorporating rhese elements. Some af these
additional rules alter the game quite dramatically, and
you are under no obligation oo use any of them. They
have simply been incladed for plavers who want o
explore differcnt aspects of

1a0

ew critical Bit Barts

Depending on what weapon your warrior is using,
you may roll on one of the following Critical Hie
charts. For example, if your warrior is using a sword.
roll on the Bladed Weapons chart. All the rules
governing critical hits given in the main roles also
apply 1o these tahles,

o NI55I0C DEAPONS >

{Bows, crosshows,

blackpowder weapons, throwing knives etc.)

1:2  Hits a Weak Spot. The missile penetrates its
tarpet’s armour. lgnoce all armour saves.

34  Ricochet. If there are any other models within
6" the closest cnemy model is also hit. Roll to
wound and take any saves as normal for both
fargels,

§*6 Master Shot. The missile hits an eve, the
throat, or some other vulnerable part. The
target suffers 2 wounds instcad of 1. There is
I MU SAVE.

= bfuDgeoning weapons =

{Clubs, maces, hammers,
flails, double-handed hammers ete.)

1:2 Hammered. The target is knocked off
balance. Your opponent may not fight this
turn if he hasn't alecady toughe.

34 Clubbed. The hit ignores armour saves and
saves from helmers,

b) Wild Sweep. Your opponent's weapon is
knocked from his hand. I he is carryving two
weapons, roll to see which one he loses, 11e
must fight with whatever back-up weapon he
has in his equipment {or the rest of this
combat (or fight unarmed il he has no other
weapons). Holl to wound and ake armour
5aAVEeSs as normal.

a Bludgeoned. The victim automatically goes
out of action if he fails his armour
save, Bven if he has several wounds
remaining, he will be taken out of
acrion by this atrack,



s BV WEAPONS P

{Swords, axes, double-handed swords cte.)

12 Flesh Wound. This ariack hits an unprotected
area, so there is no armour save,

34  Bladestorm. The warrior unleashes a virtual
hail of blows, The attack causes 2 wounds
instead of 1. Take armour saves separately for
each wound. Remember that, as with other
critical hits, if an attack causes multiple
wounds tor other reasons as well, you choose
the highest number of wounds.

576 Sliced! The strike ignores armour T%;.
saves, causes 2 wounds, and your
warrior gains + 2 o any Injury rolls,

e UNATMED COMPAL e

{(Wardogs, warhorses,
Zombies, Possessed, animals cte.)

1:2  Body Blow. Your opponent staggers, allowing
vou o seize the indtiative and make an
additional attack, Immediately roll ta hit and
o wound, Any saves are taken as normal.

34  Crushing Blow, The blow lands with
tremendous force. You gain + 1 o the Injury
roll il your opponent fails his save.

56 Mighoy Blow. With u mighty punch or flying
kick, vou send your opponent sprawling o
the ground, The attack ignores armour saves
and you gain +2 1o any Injury rolls.

Cp tBrusting weapons ~=—<p

(Spuars, halberds, lances etc.)

1+2  Stab. With a quick strike, vou penetrate your
opponent’s defences. You gain +1 1o any
Iojury rolls. Armour saves are taken as normal.

34  Thrust. The thrust lands with great force and
the target is frnocked dowr. Take armour
saves as normal and see whether the model
sulfers a wound.

5'6  Kehahb! The thrust knocks the irget back with
titanic force, ripping apart armour and
puncturing flesh. The arack ignores armour
saves and you gain +2 to any Injury rolls, The
victim is knocked backwards D6" and the
attacker follows, staving in base contact, Any
other models involved in the combat are
separated and only the model which siruck
the blow and his target are still considered
(o be in combar. If the target collides with
another model, the other model is hit once
ar 53

Gptional’ mfes

Zscaping from combat

Warriors that are engaged in hand-to-hand combat at
the srart of their own furn may try o escape [rom
combat during their movement phase. Such fighters
are assumed to have realised thar the odds are against
them and decided thar it is just too dangerous for
them o continue.

Declare which of your warriors will try to escape from
commbat ar the start of your movement phase, at the
sume lime as you declare charges. Turn the models
around o show this.

Take a Leadership test tor cach warrior (rving to
escape from combat, This represenis his efforts to
find the right time to escape. If he passes, the warrior
can move up o double his normal Movement rate
away from combat and the enemy he was fighting, in
any direction.

If he fails, his opponemt is allowed o make 1
automatic hit against the warrior who is oving o
escape, and the Heeing warrior (provided he survives)
will run 204" directly away from combar. He will have
to take a Leadership test at the beginning of his next
turn,

If successful he will stop, but may not do anyvthing
else during that turn. If the test is failed, he will
continue to mn 206" towards the closest able edge
and must test again the following tuen if he s still on
thie table.

If a warrior is charged whilst he is Heeing, the
charger is moved into base contact with

him as noemal, but the flecing warrior

will then immediately nan a [
further 216"
towards the table
edpe, before any
blows can be
soruck.
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When a Magister or Mutant from a Possessed warband has accumulated enough
cxpericnce, instead of picking a skill, he may roll on the Rewards table below. This
represents the pilgrimage of the Mutant or Magister to the Pit, where he can beseech
a favour from the Shadowlord himself. Roll 2D6.

Wrath of the Shadowlord! 'The wardor is 78
mutated bevond recognition and vanishes

into the ruins, joining the many other

horrors that roam Mondbeim.

Nothing Happens. The
capricious Shadowlard

ignores the pleas of his
servant,

Mutation. The warrior develops a severe
mutation. Roll a DG, On a roll of 1 you lose
a single point from one of vour warrior's
characteristics (chosen by vou), due to
atrophy, or some such degrading mutation,
On a roll of 2 or more vou may choose
which once of the murarions listed in the
Cult of the Possessed Warbands scction
viour warrior has heen rewarded with,

210 Chaos Armour. The
wartior's body beoomoes
encrusted with an arcane, all-
cnveloping suir of armouar, This
confers a basic 44 save, but does
not affect the model’s ability wo
cast spells or move in any way,

n Daemon Weapon. The
warrior receives a weapon with
a bound Dacmon inside it, This
weapon adds +1 to his Sirength
in close combat, grants a +1
bonus on all 1o hit rolls wsing it
The user may choose the
weapon’s form (a sword, an axe,
etc), though it will not have any
of the special abilities normally
associated with common
weapons of that tvpe. An axe
with a4 hound Daemon, for
example, will not
benetit from the
usual exira save
musclificr,

12 Possessed! A Dacmon
tikes over the soul and body of
the warrior. [le immediately
gains +1 Weapon Skill, +1
Strength, +1 Attacks and +1
Wounds. These increases do not
count towiards his maximum
characteristics. The warrior loses
D3 of his skills {chosen by the
plaver) and may no longer use
weapons or armour, exceplt for
Chaos Armour or Dacmon
WeApOns,
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Aounted warriors

Horses are vare and expensive in Mordbeim, but they do allow warriors to move

guickly, so as long as the steed stays on the streels and does not venture into the
ruined buildings, where it could easthy stumble and fall. By using the following rules,

you can fnclude mounted Heroes in your games.

mounted models in mordfeim
A warrior and his horse are treated inoall respects as a
single model, Should the rider be tken ot of acifon,
then the entire model is removed [rom the barde,

Mounted warriors use the rider’s Leadership value for
all Leadership-based tests. When the warror is
attacked, use the rider’s Toughness and Wounds,

Mounted warriors automatically have an ammour save
of 64+, even if the rider is wearing no armouor, This
reprosents the extra protection allforded by the horse,
If the rider is wearing armour his armour save will be
+1 better than it would be il he were on foor,

In close combat, a warhorse can make 1 attack, but a

normal horse has no Attacks characteristic and
therefore does not attack in closc combat.

A horse inereases a wirband's rating by +3 paoinis,
and @ warhorse by +5 points,

mounted modefs
and® movement

Mounted models may not move into
buildings. This limits their movement to
relatively flat surfaces such as streets,

A horse or warhorse may jump over an

obstucle up o 2" in height with no
movemenl penalty

sBooting
at mounted warriors

Because of the siee of a mounted warrior,
any shooter may always pick one as a
target, even il there are enemies closer,

mounting/ismounting

A mounted warrior may dismount during his
movement  phase. e  loses  hall his
movement and may not charge or run during
that turn.

A cavalryman who has dismounted is considered to be
followed by his steed wherever he goes and may
mount it again whenever he wishes, provided he is
not inside a building ov in any other place where the
mount could not be used (such as on a roof), The
warrior loses half his movement when remounting
and may not charge or run during that wen,

Repluce a mounted warrior with a model that is on
foot if dismounting, and vice versa.

mounts and campaigns

Il a mounted warrior is taken ot of action, roll a D6
after the battle. (n a 1-2, the mount is killed and
removed from the warband roster,
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uring the period in which Mordheim is set, the
Qlfchnﬁlug}' needed to make blackpowder
weapons was still rare, and pistols, handguns,
blunderbusses, etc were prone (o mallunctions, jams
and misfires.

The following rules were not included in the
Shooting scction, as they would have slowed down
the game, but if you want o create more realistic
games, feel free w use the Misfire males below:

If vour do use these rules, vou might want to reduce
the cost of the weapons (we suggest by 20%) o keep
the balance of the game fair.

misfives
Each time vou roll a 1 when rolling to hit with a
blackpowder weupon (handgun, pistol, blunderbuss,
warplock pistol, etc), roll a D6 and consult the chart
below.

BLACKPOWDER WEAPON MISFIRES
1 BOOM! The weapon explodes with a
dealening roar! The shooter suffers an S4 hit
(this does not cause critical hits) and the
weapon is desiroyed.

2 Jammed. The weapon is jammed and useless
iy : ; for the remainder of the battle, You may use
- 1 VTR it as normal in the next hanle.
3 Phut. The weapon fails to fire and you must

remove the shot. This means thar the shooter
must watit one extra trn before he can fire
this weapon again.

4-5 Click. The weapon [ails o fire, but there is
no additional effect.

6 KA-BOOM! The weapon roars and spits a
clowd of black smoke and lame! The shot
hits the intended target and counts as having
+ 1 Strength.
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9ioSuaf battles

ne thing we discovered during playtesting

Mordheim was that after a while very expericneed
warbands became virtually unbeatable when fighting
against novice warbands.

Whilst this might be amusing for the player with the
experienced warband, it will result ina very one-
sided battle, where the inexpericneed ?@_
warband is swittly crushed, without even a

chance 1o put up a decent fight. Although the
underdogs system batances this out somewhat, it is
often much more fun to play with roughly cqual
forces, cspecially when introducing new players to
the game,

The following rules allow both plavers o pick
warbands up to an agreed equal value, say 1,000 pold
crowns, This will make the game much more even, as
the two forces will be roughly similar in strength.

Use the Warband lists o recruit and equip vour
warhand. The lists tell you which Heroes, Henchmen
and equipment vour warband is allowed to use, The
limitations of the list ensure that the warbands are
reasonably balanced.

You must recruif ai least three warriors, including a
leader, and vou may either follow the limitations for
the maximum size of a warband given in the list or
agiee 4 maximum size with your opponent,

eapons & armouy

Each Hero vou recruit may be armed with one or
more weapons and any armour chosen from the
appropriate list. Different types of Tlero are restricred
to differemt types of weapon. The Equipment lises for
the individual warbands tell you exactly what
equipment is available. You may buy rure weapons
and armour. Pay the appropriate prices for these as
given in the Trading charts.

Every model in ecach Henchman group must ke
cxactly the same weapons and armour, This means
that if vour Henchman group has four warriors, and
vou want to buy them swords, vou must buy four
swords,

The weapons you choose for your warriors must be
represented on the models. This way your opponent
will know what he is facing {(and he will not be
shocked to discover in the middle of the game that
the warrior who looks like a Hallling with a bow is in
fact an Ogre with a club!).

The exceptions to this rule are knives and daggers,
which vou may assume are mcked in boots or
concealed in their clothes, if not actually represented
on the model.

upgrading Hevoes
In a campaign game, you must carn statistic increases,
but in one-off games they can be bought beforehand.
You may increase the siarting characieristics of your
Heroes by paving the cost in gold crowns given below:

Mote that all races have maximum statistics values
These can be found in the Expericnee section of this
rulehonk.

Movement + 15gc per point,

Weapon Skill  +15gc per point, :

Ballistic Skill  +15gc per point.

Strength + 25gc for the first increases +33gc
for each additional increase.

Toughness +30ge for the first increase/+45gc
for each additional increasc.

Wounnds +20gc for the first increase’’+ 30gc
tor cach additional increase.

Initiative + Mg per point.

Attacks +29% GC lor the lirst increase/+35gc
for each additional increase.

Leadership +15gc per point,

Skills: +allge tor cach skill, You may

choose one skill at this price for
cach chardctenstic INcrease vol
take. Choose from the skills
normally available wo your
WUITIOL,

readyp for battle

The warband is now ready o fight against
YOUT Opponent.




I. Recovery

During the recovery phase vou may
attempa 1o rally any of vour models that
have lost their nerve, Tolake 3 Rally lest,
redl 206 10 the score iz equal o or less
than the model’s Leadership value the
model stops [lecing and has rallied, The

2. Movement

‘Curn sequence

medel cineet move or shoot for the est
of the fuen, but can still cast spells. If the
lesl is failed, the model continues to flee
towards the closest tabdbe cdpe

A model cannot sally iF the closest model
b him s an enemy meoedel.

J. Shooting

4. Close combat

Churing the recovery phase, swarriors that
have been sfummsd become Keocked desen
instead and warriors whe have been
fenocked doces may stand up.

In your movement phase, you may move your warriors in the following order:

. CHARGES

2. COMPULSORY MOVES

3. REMAINING MOVES

RUNNING
A TUnming warrior moves al twice ils
normal speed. A model may nol o i
there are enemy models within & al the
starl ol the turm.

A running warrior may not hide or shoot
that furn, though it may cast spells.

CHARGES
Without measuring the distanoe, declane
that the model = charging and mcicate
which ey winrrior if 15 going b attiack.
Warriors charge at twice their normal
spued.

O ppposing models are touching
bases, they are engaged in hand-to-hand
combat.

You may nist change a model if there is
anuther enemy model within 2" of the
kit direct charge owte.

CLIMBING

Aowarrior may climb o height equal foats
Movement vadue in g smgle movement
phase, Take an Initiative test, IF it foils
while climbang up, it cannot move that
turn. IF it fails while dimbing down, it
falls {see Falling, bolow),

JUMPING DOWN

Warriors may jump down from high
places, up to a maximum height of 6"
Take an mitiative test for each full 27 the
warrior jumps down. If i fails any of the
tests the model falls down and rakes
damage as detailed in Falling.

MVING CHARGE

A warrior may make a diving charge
against an enemy whois on a lower level
than himself and s within 2" of the place
where your warrior lands. lest tfor
jumping down as detailed above. [F the
midel sucoeeds it gains a1 Strength
bonus and +1 *to hit” bonos inthe hand -
te-hand combat phase.

JUMPING OVER GAPS
Modiels may jump over gaps, up tooa
miaxtmurn distance of 3" MYou are not
allowed by measure  the  distance
befurehand. ) If your model doesn't have

enough movernent left it automatically
Fuals.

I the owode] covers the distance, toke an
Initiative fest, [ the mode] fails to pass
the fest it falls {see below),

WARRIORS KNOCKED
DOWN OR STUNNED

I o warrior is krocked doum o stunmed
within 17 of the edpe of a roof or building,
there w5 a chanow it will slip and fall nff.
Foll a [ If the score is maore than
warrior’s Initiative, it will fall over the
edie and take damage {see Falling,
below)

FALLING
Maodels that fall lake 23 hils at a Strength
equal to the height in inches of the fall
Moo armonr saves apply,




HITTING THE TARGET
s the chooter's BS & hind the D8 score
needed be hit

HIT MODIFIERS
Target is in cover
Muoving & shooting
Eongranpe il
Large target

ROLL TO WOLND
Cuongaare he fargel’s Toughness against
the weapon’s Strenglh 1o find the )&
senfne peguired fowonnd.

" TWH(] STRIKES FIRST
+ Ph el that charged its cnemy strikes
CHrsk, @therwase, models fight in order ol
Mescending Initiative,

HITTING THE ENEMY
Eall a I for each model fighting, Tf the
miodel has more than 1 Attack mall a Di
[or each atack.

Compare the WS nf the attacker with the
W5 of his opponent and consult the
tollewing chart o find the minimuam 6
sore needed o hil,

o

%

b B b B b2 R
: } i 3

N_r\_-;?;r.mmuam
fqrawuﬁ.mq*’:&._

{= SO - I A P |-J.'5.-_;1'.-"
Fa b ba m ta m.uuqx

BB B e G e

K T2

CRITICAL HITS

A veound roll of 6 cawses a critical hit, Eoll
a [ and comsult the Cratical Hit chart, A
rodel may only cause one critical kil in
gach hand-to-hand combat phase,

CRITICAL HIT CHART
1-2  Hita wital part. T wound = 2

wiotinds, Koll armour saves Arst.

Hits exposed apol, 1 wound = 2
wiolinds, Moo Arminur saves.

Master Strike! 1 wound = 2
wioinds. WO armour saves;
+2 to Tnjury toll{s],

Tfose combat
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ATTACKER'S WEAPON SKILL
e wa R

ROLL TO WOUND
Conpare the targei’s Toughness against
the weapon's Strenglh (o find the s
scope pequired to wound (see the 1o
Wownd chart in Shooting, above)

ARMOUR SAVES
Models wearing armour are permitled a
saving theow o aveid receiving damage
from a wound. Deduct any save
modiliers that apply

MMinimum 126 score

Armour required Lo save

Light armour fr

Heavy armour 3

Caromril armour 4

Shaeld Adds +1
tuarmone save

INJURIES

As aonom as a model loses 165 last wound
ronll & 16 om the Tnpury chart,

INJURY CHART
1-2 Knocked down. The force oof the
blowe knocks the warrior dowm.
Place the model face up.

Stunned. [he target falls to the
groind, barely conscious. lurn
e mwodel face down.

Out of action, Remove the model
{rom the game,

ARMOUR SAVE MODIFIERS
The higher a creature’s Strength the more
easily ik can plerce armour,

The chart beloiy shows the reduction in
the  cnemy’s  armour saving  throw
compared 1o the altacker’s Strength.

St 1-3
Save Mod.

4 5 b T B9

Mone -1 -2 -3 -4 -5 -6

WARRIORS KNOCKEL XOWN
I an enemy model is fighting 2 warrior
who is bnacked doren, he maw attack him to
proit b onl el ackion.

Foll to wound as normal. [F any of the
atllacks wound, lake an armour save
modified b the Strength of the attacker
as nowmal. IF the save is failed, the warrior
is autnmatically vt of getiom,




Murdbeim is a skirmish game fought between opposing factions in the ruins
of a once great city. If you've never played anything like it before, then read
through the following examples to get an idea of bow it works. Once you've run
through them and bave a better idea of what to do, take a look at the rulebook.

Ready for Action

To play through this example vou will need two
models, a Mercenary armed with a sword and a
dagger, and a Skaven armed with a sling and a dagger,
Assemble the models following the insrructions in this
booklet. Later on vou can paint them, but do not
worry abour this o begin with,

L4

Setting up

To play this combat through vou'll need some open
space on a mabletop or the Hoor Place the two
warriors facing each other 12" apart. You can use the
range rmlers from the box to measure the ranges, or a
steel tape measure or roler. The warriors are now
ready for combar. They have both been searching for
wyrdstone and stumbled upon one another.

‘Time to Light!

120

Who Attacks First?

Mordheim is plaved in turns, first one side then the
other, then the firse side again and so on. Normally
one plaver represents one side — but you can choose
o conirol borh sides for the purposes of our example.
To decide who has the first tum both sides roll a dice.
The player with the highest score goes fiest. Let's
assume  that the Skaven rolls a 5 against the
Mercenary's 2, so the Skaven takes the first tum.

Skaven Turn

Movement

Dhring his side’s tum, a warrior can move and then shoot
his weapon. Let’s allow our Skaven to do just this. Mose
the model directdy towards the Mercenary, measuring 5°
using the mnge miler Note that Mercenaries and Skaven
doy not move the same distance. This is explained fully in
the mulehook.

Thr Nlecerum reropes 5
tonedreds the Merceriory

Shooting

Aflter the Skaven has moved he can
fire: his sling at the Mercenary: The
first thing to do is to check the
range. The sling has a range of 18"
and the targel must be within this
distance before a hit can be scored.

The ruler shows that the models

arc 77 apart which is well within
the sling’s range.




To see whether the Skaven's
shot hits the Mercenary, roll a
dice, The Skaven requires a
seore of 5 or more o hic his
target.  If the score s
hetween 1-4 the shot misses,
if the score is 5 or 6 the shot
hits.

Roll to Hit
Let™s assume that the Skaven
seores A hit. We  rhen

Thr Skacrrere s pedideden FaHgE
sur Bt depkees o shiod,

determine its ellect — has the

stone struck and wounded his enemy or has it merely
caused a bruise or bounced off his armour? To find
out roll another dice.

The Skaven needs a scare of 4 or more 10 wound the
Mercenary, I the dice roll is 1-3 the Mercenary has had
a lucky escape, if the score is 4-6 the stone has injured
him, We'll assume that the Mercenary has been Tucky
and has not been wounded by the sling’s stone.

Mercenary Turn
Charge!

The Mercenary is 7" away from the Skaven and has the
option of charging his cnemy A charpe is a special
move at double speed which akes a warerior inoo
hand-to-hand combat. To make a charge. the player
must tell his opponent that his warrior is charging, 1le
then measures the range, and il the enemy is within
the charge distance ol 8" (in the cuse of 4 Meroenary
who can normally move 47 the warrior is moved
towards his enemy and placed in base-to-hase contact.
We know the models are less than 3" apart, so we'll
make the Mervenary charge, With a ferce ory and an
astounding leap, he propels himself towards his foe.
Mowe the Mercenary into base-to-base contact with the
Skaven.

Hand-to-hand Combat

The two warriors are now said to be fighting hand-to-
hand., Once engaged in hand-to-hand combat in this
way neither warrior can shoot or move until one or
the other is seriously hurt. In every turn, including the

T Mercerainry
clvarges the Muaen

=

-1

other player’s turn, a round of hand-to-hand combat is
fought. To work out what happens in hand-to-hand
combat proceed as follows.

The Mercenary has charged and so has the chance of
siriking first, This is important. because warriors who
are wounded cannot fight back:

Warriors normally have one attack each, bur the
Mercenary 15 wielding two close combat weapons {the
sword and the dagger) and therelore gets an extra
Artack dice, The Skaven cannot use his sling in hand-
to-hand combat, so he will only ger wo roll one dice
{assuming that he survives the Mercenary's artacks!).

The Mercenury necds a 4 or more o hie the Skaven.
Let's say he rolls a 2 and a 5,

The 2 is a miss, bt he scores a hit with the other dice.
The Skaven is now in trouble, and we have to
determine whether the hit causes a wound,

Roll to Wound
This hit is worked out in the same way as hits from
shooting, Roll a dice. If the score is 4 or more, a
wound is caused. Let's imagine we roll a 4. The Skaven
has been wounded,

Injuries

Because the Skaven has suffered a wound, he must roll
for injuries. All injuries infliceed by shooting or in
hand-to-hand combat are resolved in the same way

Roll a dice for each wound: a score of 1 or 2 means
that the warrior is brocked down (he Talls 1o the Noor
and cannot fight for the rest of this wurn. He must
attempt to get up on the following tarn). Onoa 3 or <4
he is stunred (he will need two urns 1o recover) and
on a5 or 6 he s ot of action (the model is so badly
injured that he is unable to ight anymore and is out of
the combat). We could be cruel and assume thar rhe
Skaven is really unlucky; the Human ralls a 6 and the
Skaven is ouf of action. Remove the Skaven model
from the table wp.



%1‘(}111 the very beginning | knew that Mordheim was
poing 10 be special. As T have worked on this project
frovm the beginning o the very end | can ook back and
sav that 1 am proud of all the mvriad people who were
involved in this project, be they artists, writers, miniatre
designers, painters or editors.

Maost of all, Td like to thank those gamers who wrore in
und gave me feedback and suggestions. Others helped
me with plavtesting and concepts, Many of these will find
their names gracing the credits page, bue there were
many others, and they all helped to make Mordheim a
game for Warhammer plavers.
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Mordheim is o skirmish game system compatible with the
Warhammer Fantasy barcle same. It is not just a game set
in a specific tme period in the Empire: it is a skirmish
system designed (o support the Warhammer hobby With
a dittle alteration, vou can plie ames setin Lustria whene
the Lizardmen clash with preedy treasure-hunters such
as the Dark Elves, Tileans and Norse, or you could
descend into the deep darkness of the lose Dward realms
tor o battle between Skaven, Night Goblins, Oees andd
raegrfs and their human mercenarics,

Ihere are many other aspects of Mordheim we could mot
cram into this book  In the Oprional Hules section s
have included some of the more unosual ideas which
came ufp during development of the game. There arve
mary more hesides — the elfects of lane, buildings and
upgrades to the encampment of your warband,
additional warbands, new cguipment, cte. 1 hope o
publish some of these in White Dwart magazine in the
future, so look oul Tor them.

Here at the Stuchio | ran the Dark Moon campaizn which
proved immensely popular, Many lunch hours were
spent in desperate skirmishes and ambushes, as
members of the Design Studio strupgled for supremacy.
Many heroes emerged, wyrdstone was waded and
alliances struck (and treacherously broken). To assist the
plavers T ereated a siordline which involved the sirogple
of the Shadowlond and Grand Prince Sicpfricd of
Reikland, as well as the dreaded Count Ylad von Carstein
of Sylvania

To make manters more interesting, D wrole several special
seenarios  for plavers to creare varicty and  new
challenges. There were frays over the possession of a
merchant ship in the harbour of Mordheim, a huge banle
o expel a group of Minotaars and Beasimen which had
macte Mordheim  theic laic and even oa wvisit by the
infamous Count ¥lad von Carstein of Svlvania and his
conscguent expedition to the ruins, For somae strange
reason none of the mercenarics be hived returned.
All these incidents were recorded in a weekly
neswsleter called “Town Crver’.

With a little effore vou should be able to do the
same. All vou need is somehody willing to be the
Game Master (called Shadowlord in our campaign)
W owrite, organize and  record  any unosual
happenings that po on in the campaign.

I hope Mordheim will offer vou lot of fun. Thank
vou for making the journey with me.



When 1 decided o take part in the Dark Moon
campaign here ar the Design Smodio 1 had w put
together a warband. 1 already had a bunch of plastic
Mordheim sprues, and after a bit of thought T decided
tor build a Middenheimer warhand hecause 1 like the
terocious look of the Middenheimers with their woll
cloaks and hammers and axes. As a bonus, the
Captains and Champions of Middenheim warbands
start with 54, which can make a big dillerence in close
cevmbat.

First | needed a leader, 'lo find some good names for
him and his men, | grabbed a few history books and
scoured the internet for Germanic names. After some
searching [ decided to call my leader Wulf, and wrote
his nume down on the Heroes' roster sheet, along
with his characteristics and type (Mercenary Captaing.

Next, Woll needed some weapons and armour, All
wartionrs in Mordheim come equipped with daggers,
but if Walf was going survive for any length of time, he
necded better weapons and equipment!

I gave Wull two hammers, which meant he'd get 2
atlacks in close combut, and would be more likely to
stun his opponents. T also equipped him with heavy
armour, as 1 wanted o keep him alive for as long as
possible. 1 oricked twenty of the boxes thar record
cxpericnee. | didn’t get any skills and advances with
this — it was simply the amount of experience Wull
had accumulated o hecome a Mercenary Caprain. |
marked down his Leader skill on the roster sheer in
the boxed marked 'Skills, Injurics, etc”, and wrote
down his equipment: two hammers, a dagger and
heavy armour

Satisfied with my leader, T paid 116 gold crowns lor
him (Oge for Walfl himself, fgc for 2 hammers, and
Slge  for heavy armour) and  continued  my
recruitment.

Next | chose a couple of Champions, The first one of
these was Gunther, a huge bruiser who | armed with
a halberd, He was joined by ‘Crusher” Heinrich, who
was armed with a double-handed hammer. With these
weapons and Strength 4. this pair would be lethal
when they got their hands on any opponent!

Both my Champions started with 8 experience, and |
marked this down on the Teroes roster sheet, This
ecxpericnee did not give me additional advances or
bonuses — it was simply the amount of expericnce
necded to get them this far | wrote down their
characteristics und eqguipment on the roster sheet.

Gunther cost me 45 gold crown (35 +10 ge for a
halberd) while Heinrich was hired for 30 gold crowns
{35 +15 lor the double-handed hammer).

I now had three Tleroes and had spent 211 gold
crownsg, MNext T owanted some [enchmen, From
previous experience 1 knew that Swordsmen are
cxcellent both in atack and in defence, so T chose a
group of three - the Middenland Fencers. All the
Henchmen were equipped with o sword and buckler.
Their Swordsman skill meant that they would be
dangerous in arack as well,

I noted down the name of the Henchmen group
‘Middenheim Fencers’, their number (3) and their
tvpe (Swordsmen) on the Henchmen eoster sheet, |
also wrote down their characteristics and equipment,
and made a note of their Swordsman skill in the
Special Bules box As Henchmen don't start with any
expericnee, | had now recorded evervthing | necded
tr T opaid 150 gold crowns for my three Swordsmen
{each one of them cost 35ec plus 15 gc lor the sword
and buckbery. T stll had 139 gold crowns lefi, so 1 ||.,ir.|
cnough money for a few additional men.

Even though the Middenheimers are known for their
brute strength, it often pays to have some men armed
with bows, Some of my potential opponents, such as
Skaven, are fast and would be easier to pick off with
arrows rather than run them down, | picked a
Henchmen group of two Marksmen, who [ named the
Deakwald  HMuniers, and  equipped  them  with
longhows, These have an excellent range ol 30", and
the Marksmen can move and shoot during the same
rn. 1 decided to give them no additional weapons or
armour because | ointended o keep them out of
harm's way, The Marksmen cost me 20 gold crowns
each (25 per Marksman and 15 lor cach longbow),

1 had noss spent 441 gold crowns, and decided 1o
leave the rest of them for the future. You never know
when vou will need extra men or new equipment. 1
alsey might wanrt to recruit 2 Hired Sword for my Hest
game, perhaps a Pit Fighter or an EIf Ranger. But for
now my warband was complete.

The last thing | necded o do was caloulate the rating
of my warband. | had 8 men cach worth 5 points, and
the total accumulated expericnce of the warband was
36 (20 for the leader and 8 for cach Champion) This
gave me a warband rating ol 76,

Now my warband was ready 1o be painted. Mordheim
b wary of the wrath of the Wolfsheads!

Lra
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