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Welcome to

RAVENING HORDES

a collection of 15 “get-you-by” army lists for veteran Warhammer generals

avening Hordes is 2 comalete set of army lists that allows
veteran Warhammer pliyers o convert their existing
into a suitable format for the new verston of the
Warhammer game. Ravening Hordes i3 not a permanent
addition o the Warhammer range - the idea is to0 enable
players to get by until such tdme as the new Warhammer Armies
supplements are ready. Players should be sware that the new
Warhammer Armies supplements will supercede and to some
degree change the temporary information given in Ravening
Hardes — woe don’t know quine how as we haven't written them
all yetl

As the idea behind Ravening Hordes is 10 enable existing
players to “get by we call this 2 set of ‘get you by army lisws. If
you are 4 new player you might find these lists interesting as an
insight into the armies we will be reviging in the future,
However = bear in odnd thar not all of the woop types
tescribed are currently available and some will change when
the new Warhammer Armies books come out. We recommend
that mew players consider collecting one of the new armies
described in the new Warhammer Armdes supplements and fior
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which all the redesigned models are available. The Emplre and
Orc & Goblin supplements will be made available very soon
after the Warhammer game and further volomes will be added
every few months,

We've prepared these lists because we are all Warhammer
plavers who own large armies - some of which contain models
collected over many years of gaming, Just like everyone else we
want to be able 0 continue o wse our exdsting armics right
now = 50 Ravening Hordes has been created to enable us to do
just that. OFf eourse, that won't stop us collecting new armies of
new models or adding o our existing armies. Ultimately,
however, we know that some old wwoops may have o be retired
for most purposes because they don't quite ‘Bt in® with the new
rules. As yet we don't know exactly what things are going to
change — we"ve still got many hard howrs of playing and resting
to go yet... well someone has o do in

As a final note, .. YES the new Warhammer Armies books will be
an appropriate size for the subject mamer and will contain
background information comparable 1o the old versions.

CHOOSING AN ARMY FOR BATTLE

All the armies In this book uss the same system for sehecting
forces for battle. This is explained below and is different from

the old rules.

How the army list is organised

The army List is divided into four sectlons,

* CHARACTERS

* CORE TROOPS

= SPECIAL TROOPS

* RARE TROOPS

Characters represent the most able, brutal and swecesshul
individuals in your army: extraordinary leaders such &8 heroes
and] wizards. These form a vital and potent pan of your forces.
Core Troops represent the most common types of wartiors in
the army. They usually form the bulk of the army and will often
bear the brunt af the fghting,

Special Troops are the best of your warriors and some of the
meone common cngines of war. They are available wo your asmy
in limited numbers,

Rare Troops are so called because they are scarce compared to
your ordinary troops. They represent unique units, uncomemon
creatures and unusual machines.

How to choose an army

Baoth players choose armies 1o the same agreed polnts value.
Muost players fnd tha 2,080 points is sbout right for a barde that
will last an evening. Whatever value you agree, this is the
maximum number of points you can spend on your army. You
can spend less and will probably find i is impossible (o use up
every last pobnt, Most 2,000 point armies will thercfore be
something ke 1,998 or 1,999 poine, but they still count as
*2 0 penine armdes for our purposes.
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Choosing characters

Characters are divided into two broad catepories. Lords (the
mast powerful charcters) and Heroes (the rest). The madimum
number of characters an arewy can include s showmn on the clart
below, This table applics v all armies exeepr the Bretonnians
who have thetr cwn version at the start of thewr list

.g.Lmr'lﬁ.l.nE _Hpmﬂ fers Lovrds

< 2,000 3 o
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IMPORTANT. The number of chitacters is the fotal rumber of
d]l.:tttﬂ'sﬂ]nwndnﬂwum}'mdnd’w Lords. For example: a
2,500 point Dwarf semy may hive up oo 4 charcters in toal, of
which 1 may be 2 Lord (e 1 Lord +3% Heroes).

An wrmy dods ool bt 10 include the muximum number of
characiers allowed, and can always ncude fewer than indicsoed
dowmn o 4 misimom of one {the General), Similarky an army
does not have to inclode Lords, it can include all of s
chasaciers as Heroes if you prefer.

At the heginning of the bartle choose one of the clafkers in
Four sy 0 be the Genersl and rell pour opponent which one
it is. Your General will always be the character with the highest
Ld in your army. However, as there can obviowsly only be ane
General i each army, you will have to choose who w elec &
rwo ar more of your characters tle for highest Ld,

Chariots & ridden monsters

Characters ane sometimes allowed 1o dde on the backs of
mmﬂh&lm.ﬂzﬁﬁmdﬂmmhgjmmﬁrm
chasion of mount, They will not all eram onbo one!

Magic items

Characrers (exceps daemons) may chonse mags: iems from the
oomman onés lated in the nuldbook or the ones an the end of
their army lim. Mote that you cannos ke magic items from
other army lists. Lords may have up o 100 poins worh of
magic items. (nher chasscters may have up 10 50 points wonth
Unies thay can take magic bansners are listod at the beginning of
each army.

Choosing troops

Troops are divided into Core, Special and Rare unis. The
msmber of units of each cype that are wvallable w you degpencds
upon the points value of your army, This is indicated on the
char helow

Army ¥aloe Core Special Rare
< 1,00 Z+ 0-3 1
1,000-2.960 5+ o4 il
3,000-3,999 4+ -5 -3
Fiobo +1 FAT T

For example, if pou are choosing a 2,000 polnt army vou must
take & minimum of 3 Core units and could choose o ke up o
4 Special and or up to 2 Rare.

In addition, if an individual myhnlmmbaru;umng it e D-
1, then you may only hawe thas masy in your army Othereise
you may bave as many as the restirictions above, and podnts
albom:

ery pocasionally you may mke several unics as a simgle opton.

Eg you cn ke up 1o 2 Goblen Wodf Chardots as a single Special
choice. You may onfy take 1 Ore Boar Chariot for the same
Special chonm,

Unit entries

Each unii is represented by an enery in the Army List. The unit's
name is given and any limitsions that apply are explained.
m.m:m:mhrmmmmm
are given in the unis eniry 'Where severnl profiles are required
these are also given even i, as in many cases, they are optional.

Undit Stzes. Each entry specifies the minimum stze for esch uniz,
In some exses units also have o maxitmam size.

Equipment, Each cotry lists the standard weapons and srmour
fise that wnit type. The value of these dtems is included in the
podnts vahue, Additional or optional weapons and armeur are
listed sogsther with thedr exoes oost

Special rules. Many troops hawe special mules which are
described in this section,

Mercenary regiments

Mercenarcs ane troops of other races who are prepared to fighe
under your Bag in retuen fof money, food, or some other
sultable eward. You may always chooss o mhe regiments of
MEFCEnAned in your army; Count ¢sch meroenary regiment as 2
Rare cholze. Rules for meavenary regiments will e included in
White [raarf magazine

Special characters

The old army st include 2 selection of “special charactens’,
each with their own unique special rules and items, A quick
glance at these sections will explain very simply why they are
not included on the following pages: space. At 2 conservathe
estimade they would double the stee of this vobume, and a8 most
af the pliyers we have walked o and seen i clubs acros the
world wse the splendid models we mulos for them simply as
pencrald or wizards, we thought thar this was the best solution
until we kave the tme o reprint thiem.

Important points to remember

* The number of chasaciers is the fonad number of characrers
allowed in the army including Lords.

* Thie mumber of Core undts is the misimum you must take, The
Special and Rare mumbers are saisesms,

* Fenally, I at first glance you can't see your favourite roogs,
don’t parc. You will sometimes And thit several ald troop types
have heen Bsted here as @ single entry with many options for the
nln:pfb::.—um

* Feel frea to platocapy any part of tbis ook for your pum ue
ar b0 gid fo @ friend if they need o for thetr armmy




ORCS 6 GOBLINS

Greenskins live in the mountains and forests all over the
Warhammer World. They respect nothing bur strength and their
culture is based on the simple undestanding that eigh is dght

Champions, Muosicians & Standard Bearers
A undt of Black Ores, Spider Riders, Ogres or any Cofe unit except
Snotlings may upgrade a model to a Champion, musician or
standard bearer for +10 points each. Any unit of Boar Boys or
Savage Orc Boar Boys may upgrade s model wo 2 Champion,
musicizn or standard bearer for +15 points each. A Champlon will
have 414 A stancand bexrer from the following units may cary a
magic lenner worth up o 50 points: Black Orcs, Boar Boys or
Savage Orc Boar Boys.

Special Rules
The Eollowing specal rules apply to the Ore & Goblin asmy.

* Anirmosity. Roll ar the end of the Seart of the Turn phase fior each
wnie of Boar Boys, Sawmge Orc Boar Boys, Spider Riders, Squig
Humters, Netters ar any Core iroops excepl Snodtings. On a 246 they
are (K and do what you want, on a 1 they squabble amongst
themselves and can do nothing &t all this .

* All Gobling fear Elves they do not outmimber 2-1 ar moe.

* Night Goblins bute Dueasfs.

* Owros don’t take panic tests due o breaking or Beeing Goblins or
Snotlings

* Boars sirike with +25 on the om they charge.

* Orc & Goblin wizards may use the Beasts and Death lores of
magic from the Warhammer rulebook.

LORDS

WARBOSSES

Black Osc Warboss 139 pis [ Orc Warboss 110 pis /

Savage Orc Wasboss 125 pes / Goblin Warboss 65 pes /
Night Goblin Warboss 55 pts / Forest Goblin Warboss 65 pus

GHEAT SHAMANS

Ore Grest Shaman 1B0 pts / Savage Orc Great Shaman 190 pts /
Goblin Great Shaman 155 pis / Night Goblin Great

Shaman 145 pts / Forest Goblin Grear Shaman 155 ps

M WS BS
Black (e Wb 4
O Wibos 4
O Geen S £
oy e Vet 4
Sav e Gt Sy
Gl Gt ey 4
Vgl &
Bt Gob G ftman 4
Fored G ey 4
walf 9
Gl Spuder 5
Wywern 4
Equipment: Ham! weapon. A Greal Shaman may not have other
equipment. A Warboss may have an additonal hand weapon (+6
pis), Great weapon (+6 pts), spear (+6 pts) or halberd (+6 pis)
He may wear light armour (43 prs) and may carry a shiebd (+3 pis)
A Black Ore may wedr heavy anmour {+6 ps).
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Bl ORCS & COBLINS

An Orc or Black Orc Warboss may ride a Wyvem (+230 pts). An
Ore, Savage Orc ar Black Ore may ride a boar (418 pes). Any type
of Goblin mayride @ wolf (+18 prs) or Gigantic Spider (+50 pus).

Special rules: A Great Shaman is 2 level 3 wizard, This may be
increased vo level 4 2t a cost of 435 points. Somge Ores are subject
t0 frevizy. A Wyvern can fTy, causes fevror, has 2 54 asmour save and
is a large targer, A Gigantic Spider causes faar, has 4 4+ armour
save and ignores penalties for moving over difficalt ferin and
ohstacles such as rocks, cliffi and so on. However, they cannot
Egnore water feamres like rivers and swamps.

HEROES

BIG BM)SSES

Black Ore Big Boss 80 pes/ Ouc Big Boss 65 ps /
Savage Osc Big Boss 75 pas / Goblin Big Boss 35 pis /

Night Goblin Big Boss 50 pas | Forest Goblin Big Boas 35 pis

SHAMANS

Ore Shaman 65 pia / Srvage Ovc Shaman 67 pts /
Goblin Shaman %5 pts |/ Night Goblin Shaman 50 pes
Forest Goblin Shaman 55 pis

M_ws BS = T W R A 1d
Bhck (e Biglos 4 ] 3 3 3 2 3 3 B
CiebgBoss. .. 5. 3.4 .5 .2 3 8. R
Orc Shaman 4 3 3 3 4 F 2 1 7
"= S TR LT N R - LT SO T |
Smglcfesn 4 3 3 3 4 2 2 1 7
Gl B Reni ol A e o0 40 2 3 - AT
Goblyftaman 4 2 3 3 3 32 2 1 &
BeaioidyPod; 4 B4 20 de 5008
Fight Gob Shuman. 4 2 3 3 3 2 3 1 5
Lo T T TS SRR S S SRR R )
Ferest (o Shamin 4 2 3 3 3 2 2 1 1
Boar <. 7 X (1] 3 A4 1 3 1 -]
Wiclf 2 3 0 3 3 1 3 1 3

Equipmeni: Hand weapon, A Shaman may not have other
equipment. A Big Boss may hive an sdditional hand weapon (+4
pis), Great weapon (+4 pis), spear (+4 pes) or halberd (+4 ps).
He may wear light armoar (+2 pis) anvd may carry a shield (+2 pus).
A Black Ore may wear heavy aomour (+4 pis).

An Orc, Savage Orc or Black Orc character may ride a boar (+12
). Amy type of Goblin may dde 2 wolf (+12 ps).

One Big Boss may be upgraded o 2 Battle Standard Bearer for +25
pedngs, He may carry any mage banser {ne points Hmit), but if he
does o he may ke no other magic liems. He may not be given any
extra equipment except light aomour. A Bande Standard Bearer may
not be your army General

Special rules: A Shaman is a level 1 wizard. This may be increases
to level 2 at & cost of +35 points. Savage Orcs frenzy

CORE UNITS

0-1 UNIT OF BIG"UNS
SAVAGE ORC BOYZE




Equipment All have a hand weapon. Oncs & Bag'Uns have lighe
amour. My hive sdditional hand weapon (+2 pis), spear (+2
pes), bow (<4 pe) oc a shield (+1 pr). Ore Bove and BigUss may
have: halberd (+2 pes). Savage Oros may have warpaine (+1 pt.

Special rules: Savage Oros are subject to frevsy, Their warpaint
gives them 1 6+ waed Sive.

GOBLING 2 poidnits per el
NIGHT GUBLINS it memrrmrmmimrerne: 2 piinits per model
FOREST GOBLIME ........ocrimimssnimisias - & points per model
. M_Ws BS & T W 1 A Id
Goblln 4 3 3 3 & 1. % 1 &
™ 51T I T i e A S R S
Forest Goblin 4 2 3 3 3 1 z 1 [
Fanatic™ D6 wpecal T4 3 1 ST TR

Undt Skpe: 21+

Equaipment: Hand weapon ard shield. May have spear (+1 pr) ar
swap cheir shield foic a short bow (+1 pt), Goblins may be given
lighe armenar (+ 1 pt). Night Goblins may include (-3 Faratics {425
pa each) in sach regiment,

Special rofes: Fanadcs are wabreabahle. They interrupt the
normal sequence o emenge D46 (in a direction chosen by the
Goblin player) s soon as an enemy unit moves within B°, ar the
Ciphdin nuowe 1o within 87 of the enemy: In subsequent narms move
them 206" in 2 random drection. Except on the e they emerge,
Faratics die f they roll a donshle for movement. Fanstics also die
they hit an obstade such as a well, or move into diffcsh or
Impassahle t=erain, Any wndt wuched l'u.ﬂ:trﬁ 1D6 5% his with no
armaiur save, Fanatics canmot be fought normally, but cin be shot.

GOBLIN WOLF RIDERS ...ocoiicivinnn 12 paiinits per model
M WS BS S8 w I A 14

T
Ooblin 4 2 3 3 3 1 T 1 &
b st e P IR . B BT T, B

Unilt Sdze: 54

Eijud peavestid 1 Hand weapom aned light srmoae. May have short bow
(+3 posy, spear (+1 pe) and or shield (+3 pas)

Spocial mdes: Rarr canalry.

SNOTLINGS
. N WA B % T 1
Snodings 4 2 % 2 2 3 3
Ulnit Siver 3+

Eipeipement: Dd bits of bone and assorted scrap.

Special rules: Snotlings are represented by several models
maurted on 1 single base and are treased as 3 sinple ercature with
3 wounds, Canol be joined or lod by characters. Ignore Animosirg
Count +1 ‘rank’ banus in close combar for each base after the Brst
o8 maimam al +4

SPECIAL UNITS

0-1 UNIT OF BLACK ORCS  wvveisess 10 poinis per model
M Wi BS & T W 1 A Ld

Black Ore 4 4 3 4 4 1 v 1 B
Unde Sime: 104+

Equipment: Hand weapon and bessy asmour May have zn
addiitonal hard weapon (+2 pas), spear (+2 pis), halberd (42 pis)
or Gréal weapon (+2 pes). Black Cwes mgy have shields (+1 pi).

Undt Sixe: 5+

Equiganeni: All hive a hand weapon amd shield. Mormal Orc Bear
Hays also have light armour and 2 spear. Savage Orcs may have a
spear {(+2 pas) snd,/of warpaint (+3 pes),

Speecinl rulum favage Cwes e subject to freney, Thels waspeil
ghves them & 6+ wand save.

S HOFPERS .. - 1B paovit per ded
M Wi BS 5 T W 1 A Ld_
Mightticklin 4 2 3 3 3 1 3 1 5
bt B SR S R R TR (S e R

Unit Seer Fight indiiddualiy, but you meay take op o 3 as 3 singhe
Special chalce.

Equipment: The Gobbo has 3 hand weapon.

Special rules: Umbreskabis. Moves in the Campulsory Movement
phase. Choose a dircction and rml 206 B you rofl 2 double
randomise the direction, otherwise move the dice rall o énches in
that direction. If the Squig lands on @ unlt it will anack and chen
boance off before the enemy fights: back Calculste the astack
immediztely, then move the Squig again. It will sop bowncing
when it fails v land on a unit. Nose that it will attsdc fend and foc
ailikee.

BOLT THROWER ... csien. 30 poings per model
STONE THRIVWER v T psimts per model

M Wi BS 8§ T W I A 14
Boh Thiwer - - 7 3 . -

praen S AT IR e ST
Gablin 4 2 3 E] 3 1 2 1 G
Unkt Skxe: 1 Stone Thrower with 3 Goblin crew; o up oo 2 Boke
Theewers with 2 Goblin crew each, 3 1 single Special cholce.
Equipment: Hand weapon.

Spedal males: If you have 2 Doom Diver, teeat it as 2 Sone
Theeres for firw:

ORE BOAR CHARIOTS ..., e.... 80 points per model
GOBLIN WOLF CHARTOTS ..., - 60 podnts jrer model
.M W5 Bs 5 T _W_ 1 & 1d
Basar Chario ¥ 4 - - -

OE!EIF ro "f"“‘! 3"" - 1""-"er'" B

3 3
m ""’L“‘“ J""'“f"' W ‘*‘-”'“'—’E'E“T"
Goblin - 2 3 3 &
T e g e e
Hdt!ltlﬁoﬂmiu&ﬂmmﬂﬁiﬁdﬁummbyi
wolves or an Ore Boar Chariol with 2 Ones, pulled by 2 boars. Sou
may ke up 60 2 Goblin Wolf Charion a8 1 single Special cholee,

Equipment: Hand weipani, The Gobbos abso have shor bows,
The Ores also have speers, Both charises Bave scythes. Gobbo olf
Chariots may have an extra wolff {+3 p5).

Special rules: The Wolfl Charlot has an armour sawe of 5+, the boar
chariot a save of 4+,




RARE UNITS

&1 UNIT OF FOREST GOBLIN SPIDER RIDERS
12 points per model

T W 1 A 14
L] 3 1 2 1 [
3 1 i ] 1 3

Unit Size: 10+

Equipment: Hand weapon, May have a spear (42 pts), short bow
(#3 pas) anedior shield (+1 pt).

Spocial rabes: Giant Spiders ignose the penalties far moving over
cifficult terrain and obsmcles such as rocks, cliffs and o on,
However, they cannot ignese water features like rivers and swamps.

(-1 SNOTLING PUMP WAGON ............ 40 points per model
—_ M_Ws B5 5 Y W 1 A 1A
Fump Wgen 2D6 - . d & 5 . . B
SoceMagr TR 0w 02 0 s e s S, eI
Unit Skre: 1

Equipment: The Snothings fght with whatever comes to hand,

Spocial reles: Unbreakable. The Sootling Pump Wagon moves
" In the Compulsory Movement phase (and not at all in the
Novement phase). Fick a direction then roll the: dice, If it hits 2 undt
it coums as having charged and will do 26 impact hits. Tt has an
armiour save of G+

TROLLS .cncrusnmmmmsnmsneanssmasas 70 points per model
e M WE RS 8 T W O F A LA
Triall ] 3 1 5 4 3 1 3 4
Undt Size: 3+

Equipanent: Trolls often fight with a large club (hand weapon),
though they don't really need one. You may upgrade Trolls to
ether Stone Trolls (+5 pts) or River Trolls (+ 10 pis).

Special rules: Regemerate, cause fear, stupid. Instead of thelr
noemal amacks, Trolls of all rypes may vomit once on a single enemy
model in baseto-base contact, Troll vomit s 55, alvays his, and
allows no armour save. In addition, units of Stone Trolls ey use
an extra 2 Dispel dice against any spells that affect them. All dlose
combat attacks agzinst River Trolls are at -1 to hit.

01 UNIT OF NIGHT GOBLIN SQUIG HUNTERS

« B podnts per Squlg Hunter Team
e 20 points per Cave Squig
M WS BS S T W T A Id
Ngh: Goblin 4 2 3 3 3 1 3 1 5
CeSplg 2306 4 0 5. & 1 s B 2

Undt Size: 5+ models (each Hunter Team is made up of 2 Gobbos)

Equipment: Gobling have prodiders to herd the Squigs {count all
the Gobbos 25 armed with spears).

Special rules: Units contain & mixure of Goblins and Squigs.
Handomise shooting hits between Sguigs and Gobbos. Unis fighrs
in 2 ranks with all the Squigs in front If there are more than §
Squigs per Gobbo, the excess leave the unit — ircat them as
Bouncing Squigs that always move randomly (see the Squig Hopper
eniry, ahowve).

0-1 LINIT OF GOBLIN NETTERS ......... 4 points per model

M W8 BS § T W 1
Might Goblin 4 2 k] 3 3 1 3 1 5

Unit Size: 10+

Equipment: Either hand weapon and net, or 2 club,

Special rules: Units contain a mioure of Metters and Clubbers.
Handomise shooting hits bermeen Netters and Clubbers. Ness
mmumﬂtmmh:.mhgﬁﬂ:mmﬂhmﬁghm
each hit from a Nerter 284 one 10 the number of hits caused by the
Clubbers. In addition, if the ensnared enemy model hasn't fought
back yet this tuen he boses 1 actack, Hies are an 54 as long a8 theee is
at lesst 1 Clubber fighting, If there are no Clubbers Rghting then
the Netters use their hand wespons.

0-1 UNIT OF OGRES . cimiecannee 35 points per model
M Wi BS § T W 1 A Ld
Ogre [ 3 2 4 4 3 2 3 )
Umit Size: 3+

Equipment: Hand weapon, May have adiitional hand weapons
{+& pts), Grear weapon (+6 pis), halberd (+6 pts) and’or light
armour {(+3 pas)

Special rubes: Cause fingr.

GIANTS .. 200 points per model
M Ws B S T W I A Id_

Glant a 3 5 0 5 6 3 Special 6

Unit §ize: 1

Equipment: Huge club.

Special rules: Large tasget, cawses fear. Giants are not slowed by
obenicles, but are prone to faling. Bell a D& if they cross an
obstacle or lose a round of combat. If you roll 3 1 e Giant has
fallen and will squash those undemeath, Use the Scatter dice to see
which direction he falls, and the model iself 25 a2 template, Those
undesneath ke a single 510 hit for DE wounds. Giants may not
attack whilst on the grourd. I3 takes a Giang one tum w stand up,
Otbviousty, Gians Gl over when they die. In close combar agatnse
enemy classed a3 o large arget, Giants can Yell and Bawd (enemy
automartically loses by 2 - anly once per combar) or *‘Eadbure (106§
hits at 56 on single enemy model}. Against smaller opponents,
Giants can either Yell and Bawd, Jump Up and Down (206 56 hits
on unit, but test to fll over fisst - see above) or Swing With Chub
(1D 56 hits).

MAGIC ITEME

¥ou may choose aiage ibems e yonr charscrers and whis drom the
Bending Ave {magic weapon) Upssved wounds s dioubled. 38 pes.
Chgre: Bluale (mmagic weapon)- +25 40 pis

Battersd Bromes Axe (maglc weapon: +34 50 pis.
"Uge ‘me (magic wespon | Hits auloimatically 7% pis

Troaskin Shield (maglc armonr) Cowns as 4 shiekhd (5+ armoue
bave). Al pives the wearer 3 64 wad s 50 e, .

‘Warpmnt (mipuman): Savape Oves only 5+ mm-m b wmesd

Crown of Sorcery (enchanted ibem) Makes the bearer a level 4

Badum Siuif (arcane iem)’ + 1 o the castiog roél for cach spell cast by
the bezirs. S0 pis

Mok’ War Rannes (magbc banner): Unit geins 3 exoa Disped dice
against any enesy spells that affoct i 40 pa.

Gork' War Banner (meglc bammer): -+ 1% when charging 25 pis




THE EMPIRE

The Empire 8 the greatest realm of Man in the Warhammer
World, It Hes at the the heast of the Obd World and comseguently
18 beset on all sides by every manner of vile faes,

Champions,

Musicdians & Standard bearers

Any unit of oot troops in the srony (except Flagellants) may
upgrade a model 10 a Champion, musician or s;andard bearer
for + 10 pedats each, Any anit of cavalry may upgrade a model
to 2 Champdon, musician o stnderd bearer for +15 poénis
each, & Champion will have +1B8 i the unit he is with is
equipped with bows, crossbows or longhows, otherwise he will
have + LA A sandard bearer fram the following units may carry
2 magic banner wmrth up 1o 50 points: Knightly Oweders, White
Wolves or Reiksguard.

Special Rules

The following special rale applies wo che Empire asmy;

» Empire wisards may use any of the lores of magic in the
Warhammer mulebook.

LORDS
[ T ————— 90 points per model
WIZARD LORD 173 polnis per model
= M WS BS 8 T W _ I A 14
General 4 [ 3 4 4 3 L3 4 9
b G0, FRC e P ST TR S TR P R
Warhose & 2 0 3% 3 1 3 1 5
Pegams -8 32 o0 4 4 31 a3 2 &
Griffon 6 3% 0 5 5 4 5 4 7

Equipment: Hand weapon. A Wizard Lord may notp baee other
equipment exceps barding for his warhorse. An Bmpire General
mzy have am additional hand wezpon (+6 pes), Greal wespon
(+6 pits), spear (+06 pes), flail (#6 pis) or halberd (+6 pes). He
may also carry a longhow (4 15pts), croashow (+15 pes), pistol
{+10 prs), brace of pismls (+20 pes), He may wear light
armour (3 pis) or heavy ammour (+6 ps), and mey casry 2
shécld (+3 pas),

An Empine Genenl may ride 2 Pegesus (+30 pis) or a Grffon
(+200 pis). A Wizard Loed may ride 2 Pegasus (450 pts). An
Emphﬂenu:]mwinldlﬂdm}'rﬂenﬁrhum{+liguj
which may be barded (+6 pis), If a General s mounted be may
have a lance (6 pes).

Special Rules: A Wizard Lord is & level 3 wizird. This may be
immeased o bevel 4 at o cost of +35 points. A Pegasus and a
Griffon can fly. A Griffon causes terror and is a lange farget

HEROES

CAPTAIN 50 points per model
BATTEE WIEARD .oovvimmessiesmnnsmsneices S0 proines per midel
) M WS BS 5 T W 1A 1d
Coptain 4 5 5 4 4 2 3% 3 B8
-7 R S TR R S T R ks
Warhomse 8 L 1] 3 3 1 3 1 5
b D TR B R S S S -

Equipment: Hand weapon. A Barle Wizard may mot have other
equipment. & Captain may buve an additional hand weapon (44
pis), Grear weapon (+4 pis), Bail (44 ps), spear (44 pes) or

halberd (+4 pts). He may also caery A longbow (410 pis),
croashow (+10 pes), pisvol (47 pas), or brace of pistols (+14
pas). He may wear light armour (+2 pes) ar heavy armour (+4
pis), and may carry a shield (+2 pis).

A Capogin ay fde a Pegasus (4% pa). A Caprain or Banle
Wizarl may dde a warhorse (+10 pis) which may be barded
{+d pig). In ackdition, if the Captaln is mounted he may have a
lanee (+4 pes).

Ome Copeain may be upgraded to o Bartlle Standasd Bearer for
+325 paings. He may carry any magic banoer {(no potnits lmi,
but if he does so be may ke 0o other magic ltems, He may not
be gives any cxtra equipment exceps light or beavy asmour and
barding for his horse, A Bande Standard Bearer may not be your
army General, nor may he fde a fiying creansre,

Special rules: A Bartbe Wizard is a level 1 wizard. This may be
Encreased 1o level 2 at a cost of +35% poines. A Pegasus can Ty,

CORE UNITS

-------- v s 7 POLIES per mndel
SPEARMEN ... T poines pir model
SWORDSMEN 7 points per model
M W5 B § T w 1 A__ILd
Hilberadhr 4 3 3 3 3 1 3 1 T
o M PR, TR el ks L O B ety
Fmutdermin 4 L 3 3 13 1 4 1 7
Undt Hizes 10+

Egquipment: All have a band weapon, Rght armous snd shields.
In addiion, Halherdiers have a halberd and Spearmen have a

Gunnen h-i';l: A haned pun, Croasbowmen hare a crosabow, and
Archers have a bow. Any may hawe light acmoor (+1 pt) andior

Uit Skee: 5+

Equipment: Hand wespon, lance, heavy armour and shiehl.
Knights ride barded warhorses.




Equipment: Hand weapon, Great Hamomer and heavy armour,
Knights ride barced warhorses.

SPECIAL UNITS

PISTOLIERS .ocvnssmm mssmnesnn 17 paints per model
M _Ws BE 5 T W I

Pistolier 4 3 3 3 3 1 3 1 7
Waboze & % 0O 3

Undt Size: 5+

Equipment: Hand weapon, brace of pistols and light armour,
Fistoliers ride warhorses.

Special rules: Pistoliers are fust covalry.

. M Wi BS § T w 1
Greatswoed 4 3 3 3 5 1

Unit 5ize: 10+

Egquipment: All have a hand weapon and Greatsword. May have
Ii.#l.t armmonar |:_+1 p-t_':l

i1 7

0" TS e T IR N (R S et EIRET S
Uniit Size: 1 war machine with 3 crew:
Equipanent: Hand weapon.

Special rules: See the Warhammer rulebook for details of these
weapons. The Great cannon is the larger of the rwo rypes.

Ll F T S ——— B0 points per model
M WS BS 8§ T W 1 A Id
Maortar . - - R T S T

Grimg. S A 5 3 5 1S g | Sl g
Unit Sixpe: 1 war machine with 3 crew,

Eguipment: Hand weapon.

Special Roles: Treat as a stone thrower from the ralebook with
the Following changes. You may only guess between 12" and 48°,
the mortar uses the large (2.57) wemplate, resolve hits at 53 with
2 -1 save modifier,

KISLEY HORSE ARCHERS ......ccciaeee - 15 points per model
.M WS BS § ¥ w 1 A 14

Home Archer 4 3 3 3 3 1 E] 1 T

Warhomse 8 h] L] 3 3 1 3 1 5

Undt Size: 5+

Equipment: Hamdd weapon and bow Horse Archers ride
warhorses. May have shicld (+2 pes).

Special rules: Fest cavalry.

KISLEY WINGED LANCERS ... 16 points per maodel
M ws BS 5§ T W I A 14

Lanecer 4 4 3 3 3 1 4 1 7

Warhorse # 3 1] E] 3 1 3 1 5

Unit Siee: 5+

Equipment: Hand weapon, lance, light armour aned shield.
Winged Lancers ride warhomses,

RARE UNITS

HELBLASTER VOLLEY GUN oerome v 120 poinnis per model
M W5 BS 5§ T w 1 A Ld

- £ A S 5 = T E
Crepis) fnd D B A 3 g S e L T

Unit Size: 1 war machne with 3 erese
Equiparent: Hind wespon,

Special Ruolbes: Teear a5 3 small cannon from the rulebook with
the following changes, The Helblaster has a maximum range of
24" and always lires theee barrels in a tarn. When it fives roll an
Artillery dice for each barrel instead of guessing the range. Ifyou
roll a misfire then roll on the able in the rulehook. Whatever
the result, the remaining barrels in this ser of three Fail o igndee,
otherwise, add wp the numbers rolled, If the range is 12° or less,
this is the number of 55, -3 save hits. If between 12° and 24",
half the score to find the number of 54, -2 save hits, Bach
wounding hir causes 1 wound.

A e,

Flagdlamt 4 2 2 4 4 1 3 2 10
Unit Size- 5-30

Equipment: Flails.

Special rules: Flagellants are unbraakable.

0-1 UNITS OF OUTRIDERS ................ 15 points per model
M Wi B § A
Crutrider 4 ] 3 3

Warhorse 8 3 .0 3
Uit Siwe: 54

Equipment: Hand wsapon, repeater hand gun and lighe
armour. Outriders ride barded warhorses,

T W I A M
T
5

1 3 1
Biderplin 3w A

Special rules: The repeater hand gun may fise once as a normal

hanad gun, or twice ar -1 1w hit on each shot. Unlike normal hand

guns, you may move and Bre with a repeater

0-1 UNITS OF REIKSGUARD .............. 10 points per inodel
M Wws B3 § T W I A Id

. es— -t

Reiksguard 4 4 3 4 3 1 3 1 B
Unit Size: 10+

Equipment: Hand weapon, heavy anmoue and and shield.

0:1 UNIT OF DWARFS ., 9 poidnta per model
M_Ws_BS 8§ T W I A Id_
Cravarf 3 4 3 3 4 1 2 1 9

Unit Skxe: 10+

Equipment: Hand weapon and light asmeur. May have shield

{+1 pt), spear {+2 pis) andior crossbow (+5 prs).

0-1 UNIT OF HALFLINGS .....cooniaamnians 3 points per model
M W BS 8 T W _1 A 1Id

Haling 4 2 4 2 2z 1 5 1 &
Unndt Size: 10+

Equipment: Hand weapon. May have bow (45 pis) or spear
(+2 pis). May have light armour (+ 1 pe) andor shield {+1 pd),




01 STEAM TANK oeoosamscsmsmesnieess 250 points per model
M_WE BS_ S5 T W I A id

Oz ] 3 2 4 4
Undt Sdze: 3+

Equipment: Hand weapan. May have sdditional hand sespon
{+6 ps), {rreat weapan (+6 pis), halberd (+6 pas) ancor light
armour |43 pis),

Special rules: Causes fasar

0-1 WAR WAGON ... rmmsssnss 120 points per maodel
Soocs-M Wa B O Y W I A 14
VarTagom = - . 5 i ) 5 - - -
Caew T 3 "3 specl - = T
Warhorse # E - 3 - 21 =

Uit Siwer | wagon with 6§ crew, pulled by 2 warborsos,
Equdpmaedils The crew have a varety of experimental wespons

Special rules: The War Wagon is a chariar with an armour sevs
of 34 and does DS impact his when it charges. The
experimental weipons of the crew are unprediciable in the
extreme Bach combat round roll 118 for che numbser of atacks
from the crew These are all resolved a1 D342 Srengrh (mgxin,
roldl gach rounsd),

01 HALFLING HOT POT 100 points per
M % BS 8 T W I__A 14
HotPoe - - - - 4 2 - - -

Crew Sk O | ) 1 3 =
Umit Shee: 1 war machine wich 3 Falfling crew.

Bquipimeédutr Hiand seapon.

Special Rules: Treat a8 a stone thrower
from the rulebook with the following
changes. The Hor Por has a

] o ey rmgn—al’j-ﬁ"_ Elits
are resolved ar 55 with no
AR EYE,

Tank 4 - 5 B 4 - - B
ComGnder - b 4 %7 ortil FLEETI@
Undt Stz 1

Special Budes; Unbroakable. Trear as a chariot with the smaller
of the two cannons in the miles mounted on the frost The
Steam Taak does 103 impact hits if i charges & wnit. You may
anly fire die cannon if you didn’t move that nam, and ooly in 4
straight line directly forwands. In close combar the Commander
may fight [poim his haich against snyone touching the Sweans
Tank itscE The Steam Tank has an armour save of 3+,

MAGIC ITEMS. = . .

¥ou may choose w.mhmmmuw
ﬂmmmmm&mwhm
rulebook.

mﬂmmmw Bunrﬂm
luh;lnu,m'l&mﬂuml 28 pra; s

Sword of Justice (magic weapon): wmwm
m”“ = e

- -_.1_||.|. et LT -,.I'

Armons of Faith {magic srmour), Connes ax -uu:m;
mﬂ+MmLMMM:HMﬁ
g e

m—amw t&uﬂulﬂ.ﬂﬁh
armonur e}, Duscount Bisn hit sirtfered in the harte . 30 pos.
Jade Amwlet (talismam) 2+ ward ssec aggime the fien
wmtdﬂluudmm:bm: pntpncmn;u. b
mihmmmmmm
from vy of the fores in the nuleboolk at the star of the hattle,
Can be cast an yunae Magne phase Kke 2 normal spell. One use
wndy Bourd spell. Power leved 6. 30 pts. i

Van Horstmamn's Specolum (enchanted ftem) fn 2
chaflenge, the bearcr and his W ﬂl'ﬁ“m
nther's 3 T1andA 25 pes - ]

Groy Wand (mrcene jrem) +1|qm:mﬂmmli:rm
spell castby the bearer. 30 pes. e
mdmwmthmh
rank Baris b combar tesolution, bt canant pusic 70 prs-
have 25 piw.

N e A e T ¥ A S e R 1

DAEMON HOST

‘Wathowt warning, the fickle tides of Chaos vomil forth a
Daemon Host o spill down from the Chacs Wastes and ravage
the mareal realma. All fear them, and righthy so.

Champions,

Musicians & Standard Bearers .
Units of Lesser Daemons may upgrade 2 model 10 a Champion,
mausician or standard beaser for 410 points each, Uniss of
Daemon Civalry may upgrade o model 0 a Champion,
mausiclan or stendard beaser for 420 poiots each. A Champion
willl have + 14

Special rules

The fallowing special rules apply 1o all charactess and 0P iR
4 Drtmon amy excepr Chaos Spawn.

* All Deenons ciuse fr,

* All Tnemons except Pink & Blue Homors have 3 4+ armour
sve, Whe Pink Horrors are wounded they are remowed amd
replaced by I Blue Horroes.

= All aeachs from Daemons count ss maglcal so can hit stbereal
Creutures,

* Spelicasing Daemons may use zny lore of magic from the
Warhamemer sulebook,




LORDS

GREATER DAEMONS

Daemon Prince 225 pes / Bloodthirster S00 pts /

Lord of Change 450 pts £ Great Unclean Ome 425 ps /
Eeeper of Secrets 475 ps

M Ws BS § T W 1A ld
DaemonPese & 27 2O 5 5 4 & 4 10
Blocdthiveer 6 10 0 7T 6 T 0.8 10
Lond of Chinge & & & G [ [ 10 5 10
iemtodenieed 8 0 & 610 4 & 1D
byedieom 8 9 6 26 26 26 10 6 10

Equipment: Daemon Princes may take one Mark of Chaog at
the appropriate podnts cost (see the Chaos Warrior aremy list).

Special rules: All count a5 1 Lord choles and 1 Hero choice,
Causes ferror, large tergel, Dacmon Princes without the Mark
of Khorne may be wismrds 445 pts per level). All others except
the Bloodthirster are level 4 wizards, All except the Keeper of
Secrew and Grear Unclean One fiy. Bloodthirsters get 4 exra
Dispel dice sgainst each enemy spell that affects them, Each
unsaved Wiound from a Bloodithirster becomes D3 Wounds,

HEROES

EXALTED DAEMON oveermersereessrrereeeree 95 points per model

M_Ws BS S T W 1 A Ld_
Ex, Duemon 4 & & 5 4 2 T 3 10

Equipment: Exlted Daemens may ke one Mark of Chaos ar
the appropriate points cost (sec the Chaos Warrior army lst).

special rules: Exalied Daemons may ride the mount of their
chosen god, or any if Chaos Undivided. See the Daemon Cavaley
for points cost. One Exalted Dacmon may be upgraded o a
Bartle Standard Bearer for +235 points. He may not be your arsoy
General.

CORE UNITS

LESSER DAEMONS
Rlmnedletter 20 prs / Plaguebhearer 23 pos J
Dacmonectie 23 bt / Pink Hosror 21 prs

M W5 BS § T W I A Ld
Rloodletter 4 5 5 5 3 1 [ 2 10
Blognepesrers % .5 4 .4 & 2 30
Dacomonete 4 5 5 4 3 1 [ 3 10
PukHomwif o5 (% % 03 pde o 20,20
Blue Horrer 4 3 3 3 ] 1 7 1 10
Unit Size: 10+

Special rules: Divide the mumber of models other than Blue
Harrors in the uals by § (round fractions down)), maxdmam of 4.
Bloodlemers get this number of extra dice 1w dispel each enemy
spell that affects their undl, cther Dacmons are counted as the
equivalent of this level wizard, Spells can be s from any
model in the unit. Calculate these ar the st of each Magic

phase,

SPECIAL UNITS

Unit Sdze: 5+
[
Special rules: Shoots fames up w0 6", Bach hit causes D6 53 hits
an any unit hit. [gnore obstacles when moving.
FLESH HOUNDS ... sermern e 45 polots per model

M WS B § T w 1 A Id
Flesh Hound 10 5 0 5 4 2 L] 1 1o

Ut Sizer 34

Speclal rules: Spells chat effect the unb are automatically
dispelled, even if cast with drrasirible fores.

BEASTS OF NURGLE ...coovimamrmrninsman 45 points per mosdel

LT W 1 A Ld
BastolMergle S 3 0 3 5 3 3 D& 10

Special rales: Poisoned attacks.

CHADS SPAWHN ...oovccessrssras s s 50 points per model
M _ws BS S T W 1 A ud

Chaos Sprwn 2D 3 L] 4 4 3 D6 10

Unit Size: 1+

Special rules: Unbreakable, causes fear. Moves 206" towards
enemy maodel (Chaos player's chodce). Stops If contaots amy unit
{counts a5 charging) and figies with DS amacks, hitting

FIENDS OF SLAANESH 28 p per
— M WS BS S5 T W I A Id
Fiend & 4 0 4 2 2 5 3 10
Unit Size: 5+

RARE UNITS

DAEMON CAVALRY

Bloodletter 20 pts / Juggernaut +60 pts

Plaguebeaser 23 pas / Beast of Nurgle +45 pts
Daemoneote 23 ps / Steed of Slsanesh 412 ps

M _Ws BS S T W 1T A 1d
Bloodletter o s 5 3 3 1 [ 2 L]
Juggermpe 30 A 0 eSS0 22 N
Pagochewer 4 5 5 4 4 1 6 2 10
Bominiige § . 3 &4 730§ 3 3. D6 10
Daemoneme 4 5 5 4 3 1 a6 3 W
weldffbaak 17 3 0 885 1.6 1 M

Unit Size: 5+ for Dacmoneties, 3+ for others.

Special rules: Bloodlemers ride Juggernauts, Plaguebearers
ride Beasts of Nurgle, Daesmoneties ride Steeds of Slaanesh.
Daemonettes on Steecds are cavalry

If a Bloodletter on Jugpernaut or Flaguebearer on Beast of
MNurgle is hit by missile fire, maydomise whether the rider or
enount is kit as with ridden mensters, In clase combat either
may be attacked separately. If che rider is killed the mount fights
on. If the mount is killed the rider 4s removed with it See the
Lesser Daemon entries for Bloodletters, Plaguebearers and
Daeemoneptes.

e



CHAOS WARRIORS

Far o the Monh, bepond the fromen desolacion of the Troll
Country, is the roiling mass of the Chaos Wastes. The twisted
servants of the Chaos gnds gravitate hese, o this plues where
noemmal rules of exdstence do not apply and rvers ere made of
deun&n?nm'mqmnfm

Champions, Mosicians & Standard Bearers
Any unit of Chaos Warriors of Marsuders may upgrade 3 model
o @ Champion, musiclan or standard beacer foe + 10 podnes
each. Amy unit of Chaos Enights, Chaos Ogres or Dmgon Ogres
may upgrade 3 model to a Champion, musicsn or smndard
hearer for +1% points each. A Champion will have +1A &
stmgdard bearer from the lollgwing units may carry 4 magic
hannes worth up to 0 poines: Chaos Warress of Chaos Koiglits,

Special Rules

The Rllowing special rules apply o the Chaos army,

= Chaos armour on ey own is a 44 ammour soee and may be
comhined with shield and mount 25 normal. Wizards may sl
cast spells when wearing Chaos armdis.

* Chaos wizards may use the Beasts, Fire, Metal, Shadoss
Heavens and Death lores of magic from the Wirbammer
rulebook.

LORDS

GHAOS LORD 140 points per il
CHADS SORCERER LORD 200 potnts per model
EXALTED CHAMPION ...ovciniminan 100 paints per model
it M WS BY 5 T W 1 A Id
Chaos loed 4 B 5 5 5 E ] - -
e ) O TR T S N i S
Baaleed (hamp. 4 ) 5 4 4 kS ) i 9
B . e R S T SN TR i
ChasDragna & 0 & & & 3 & &
e 7 g e e | R TR SR S S S

Equipment: Hand weapon, & Sorcerer Lord may not have other
equipment except Chaos armour and barding for his seeed. &
Chaos Lowd or Exalted Champion may have an addidonal kand
weapon (+4 pt), Great weapon (+6 pis), spear (+6 ps), dail
(#+6 p1s) or halberd {(+6 pin). He may wear light anmour (+3
pii), heavy armour (+6 ps) or Chaos armouar (+12 pis), and
mgy carey a shicld {+3 pts).

A Chaos Locd can ride a Chaos Dragon (+ 360 pes) or 8 Chimera
{#260 ps). A Sorcerer Lord may ride a Chimera, (4260 pix). A
Chaos Lord, Sorcerer Lord or Exalied Champlon may ride a
Chaas Siced (+18 po) which may be barded (+6 pish A
mounted Chaos Lord or Bxaled Champlon may have a lance
{+i pes).

A Chaca Lord, Sorcerer Lord or Exalved Champion may ride in
a Chaos Warrior Chariot chosen as normal Som the Spodal
units section of the army list @ the cost shown there, He will
displace one of the crew:

$pecial rales: A Sorcerer Lord is a level 3 wizand, This may be
Increased to level 4 at a cost of +35 points, A chagacter riding a
Chans Dragoen or 8 Chimera counts as 1 Lond cholce and 1 Hero
choboe. A Chimera can ffy, is a [arpe Lergef, ciuses torror dnd
beeathes 53 fire. A Chaos Dragon ciuses ferror, |5 a ings farged
ardl has a 3+ armouwr gave, In additon, the Chans Dvagon has
rwn heads and may breathe with both of them in the same

Shooting phaie, One head breathes 52 fumes with 1 -2 armoar
save, the othe 53 fine,

HEROES
ASPIRING CHAMPION 70 per model
GHAOS SORCERER .vavesoccece s csmssses B0 paints per model
MARAUDER CHIEFTAIN ..o % points per model
M WS _BS 5 T W I A 14
bpdgOeen 4 6 23 24 4 2 6 4 9
Sorceder AT §07 R A T g R
Chichan 4 = 3 4 4 2 5 3 @
Chats Steed B SRS e A R

Equipment: Hand wreapon. A Sorocrer may not have other
equipment escept Chans samour and barding foe ks seeed. An
Asplring Chimpion or Marauder Chiefiain may have an
addiconal hand weapon (+4 pes), Grear weapon (+4 o),
spear (+4 pesh, Dadl (+4 prs) of halbesd (44 pus). He may wear
lightt armowr |+ pis), heavy srmour (+4 pis) or Chaos armoor
(+B pis), and may carry & shicld (+2 pua).

An Aspering Champlon, Soscerer or Chisfrain may rde a Chans
Sececxd (+ 12 pia) which may be barded (+4 pes). 17 an Aspiring
Champéon or Chiefraln s mounted he may have 2 [ance
:+-ipu;.

e Aspiring Champlon or Marssder Chiefiain may be
upgraded 1w 1 Baile Standad Bearer for +25 polas. He may
iy any magkc banner (no poénis limicy, bt if he does w0 bhe
may iake no other magic ftems. He may not be given any extra
equipment except light, heavy or Chaos armour and barding for
his meed, A Banle Standard Bearer may not be yoor army
General,

A& Chieftain may dde a Chaos Marauder Chariot. An Aspiring
Champlon or Sorcerer may ride & Chaos Warror Chariol
Chariots are daosen & nonmal from the Spedal units secion of
the army list ot the cost shown there. A charscter will displace
o af the coewe

Special rales: A Sorcerer §8 a level 1 wizsed, This may be
increased o kevel 2 at a cost of +33 points.

CORE UNITS

CHADS WARRIORS ....o.cororimsnmimsmrarns 10 poines per model
CHADS MARAUDERS ... imimimnicassse 4 paints per model

M W5 BS 5 T W _I A
ChacsWardord 5 3 4 4 1 5 1
MiEnader - T ATTATTRT AT LR T
Wahose 8 3 0O 3 ¥ I 3 1
Linit Sime: 104

Bguipment: Hand weapon, Chaos Waerriors also have heavy
aremoiar and may upgrade this to Chaos Armioar (+2 pes). Chacs
Warrtors may abio have Grear weapon (+2 po), halberd [+2
ps} or sdditonsl hand weapon {+2 pts). May have shield
{+1 ).

Marausders heve 2 hand weapon and may be mounted oa
warhoses (+5 pts). If they are on foor they may have Great
weapon (+2 pis), fladl (+2 pes) or addsttonal kand weapon (+2
prs). Maraudes on foot may also have shicld (+1 pt). If mounted
they may have moming swar (+1 po) andior shield (+2 pe)

Special roles: Mounted Chaos Marauders are fast cavalry.

wdw |




SPECIAL UNITS

CHAOS BENIGHTS  .ooorveerreseeerimesieeneene 31 poings per model

) M_ WS BS § T W 1 A 14
ClaoEnghté 5 3 4 4 1 8 2 9
e R RO M. - R i B R

Uil Size: 54

Equipment: Hand weapon, lance, heavy armour and shield,
May upgrade their armour 1o Chaos armour (42 ms). Chaos
Enighis ride barded Chaos Steeds.

01 LINITS OF HARPIES ..oococconien 22 uints per model

_____ M_ WS BS S T W I A 14
Hapy 4 3 0 4 4 1 2 1 &

Unit Size: 5-10

Special rules: Fiying urit, They may never be bed by charmcters
and cannot use the General's Leadership.

o M WS BS 5

Mrder, Chanit - - -5

Marwader - 4 -0 3 =

C W Chariot - 5 :
T oA B
Chaos SteedB 3 4 n o FL

Unit Size: 1 Marauder Chariol with 2 Marauder crew, pulled by
2 Chaos Steeds or 1 Chaos Warrior Chariot with 2 Chaos Warrior
crew, pulled by 2 Chaos Steeds, You may take up to 2 Marauder
Chariots as a single Special choice.

Equipment: All chardots have scythed wheels. Marauder
Charlots have a 5+ armour save, and their crew carry hand
weapons and flails, Chaos Warrior Chadots bave a 4+ armour
save and their erew have hand wespons, halberds and heavy
ACTHOL,

CHADS SPAWH ....oocumisesssmmiamsass sessssasnns 50 4 per model

M Ws B & T W 1 A Id
Cheos Sgewn 2060 3 0 4 i 3 3 (T
Uadt Sige: 1+

Special roles: Unbreakable, causes fear, Moves 206" towards
enemy model (Chaos player’s choice). Stogs if contacts any woit

{counts as charging) and fights with D& amacks, hittdng

sutommatically.

RARE UNITS

CHADS TROELS ....cooeicceimmssscensmassmas 50 points per model
M Wi BS § T W 1 A 1d

Chaos Troll & 3 1 ] 4 3 1 3

Unit Size: 3+

Equipment: Trolls often fght with 2 laege club (hand wezpon),

Special rules: Regenendare, cause fear, stupid, Instead of their
aormal attacks, Trolls of all types may vomit once on a singhe
enemy model in base-to-base contact. Troll vomit is 55, always
hits, and allows no armour save.

DRAGON OGEES -.oicmmirmmimmissiirman 75 points per model

M WS BHS 5 T w I A Ld
Dragon Ogre & 4 0 5 5 4 2 3 8
Undt Size: 3+
Equipment: Hand weapon . May have additional hand weapon
(+6& pes) or Great weapon (+6 pes). May have light armour
(+3 ps)
Spedal rules: Cause fear. Scaly skin gives an armour save of 5+

which may be combined with light armour for a 4+ armour
save,

CHAOS OGRES 1.vvvveeosesossassrsmssnsssees 35 pioimts per model
M WS BS S T W 1 A 1d

Chgre: & 3 2 4 4. 3 z 3 7
Unie Size: 5+

Eguipment: Hand weapon. May bave additional hand weapon
(+6 ps), Great weapen (+6 pes) or halberd (+6 pis). May have
light armour (+3 pas), heavy armour (+6 prs) andfor shield
(43 pes),

Special rules: Cause foar.

s pe ey iy ttre rliebonk. in addiian, your iy clooss Chaoy
Mm i Crrmiiens fram the folloving e These mus
e chin wmm Eith el may

MMWMNMMM 40 ps "-.
uqmmum-}mmmm nJ
mummﬂm} +IT, 50 pts. ), v
Mﬂwmlﬂ'ﬂm} Hmﬂiammmm
d?:hﬂi:nwmuﬂhﬁmznﬂd‘mmmwmm
whﬂ:ﬂﬂmﬂrnrﬂddﬁﬂﬂﬂuﬂuﬂmqh
oW AU aEveE, b ha rolls o dests agaimst lus own characrenvisos.
25 pts. - Vi i i
M“mmmdhmm Hpn .‘d_f,'.
Daemon Sword (magic wepon) Bach unsned wwund becomes DG
mﬂ;ll:ﬁdhﬁhﬁ:mw&mlmnﬂwwﬂiw
asve of any kind allowed 50 prs, CF TEaN
Cmm:unm[-*mkmmumm
(4 armau save), Opgoneat: must jass 4 Ld bt once per turn o atfack
it wemier in close combat. thrﬁl,,&armml:mmuﬂﬂ
wmmmu.h T WGy
mwwmymn;“{umm
Alsey Baiiifies the effecs of any mph: weapon used oo anack the beawer 1n
Mmh#mim::mmmm 50 pay.
ma—mmm&nmmm#uh»m
Bl SOP 3o gt
mmwﬁwhmmmmm
Mnxmmnummm stw he Dacmon
mrih-!ﬁﬂ | Wi oh
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lightiimg bt ar the enemsy comdog D6 %6 hits. Tress as o magic misgsle with
& 247 rumpe. Bound spell Power level 4 B
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BEASTMEN

Beastmen are mutared crestures, warped by the dark power of
Chans iself, They lurk in the marginal lands and in the dark
lorests, The Forest of Shadows in the Empice is & favourke haunt
and a deadly plaze far even a hardened warrior o venure.

Champions, Musicians & Standard Bearers
Amy unilt of Goss, Bestigors or Ungors (excepe skismighess) in
the army may werde a model to & Champion, musician or
standard beager for + 10 poings each. Ay unit of Dragon Ogres
o Miromaurs may upgrade 2 model 10 8 Champion, musgcian or
standard bearer for 415 poings each, A Champion will have
+1A. A stapdhird bearer from the following units oy carry 3
magic banner worth up o 50 podnis: Goss, Bestigors.

Special Rules

The fndiowing special nale applies to the Chaos Beastmen anmy.
+ Beastmen wimrds may use the Beasts, Shadow snd Ieath
lotes of magic fom the Warhammer rulebook.

LORDS

BEASTLORLY .. ccicimpammmmmsmsisia i v 100 paines per model
SHAMAN LOBD ...ooecemseimnstmima s . 180 polnts per model

M WS BS 8§ T W I A L4
Beasdord 4 7 3% 4 5 3 & 4 9
hmmisdd 7% 4 4 3 %R
Equipment: Hand weapon. A Shaman Lord may not have other
wmamﬁdmmmmwhmdw
[+ pis), Grext weapon (46 pis), spear {+6 ps) or kalherd [+6
pu].Hemay“ulmbtamw:{ﬂpm}mm-ramwruﬁ
sy, aned mmay carry @ shield (+3 pu).

A Beastlord or Shaman Locd mey ride In a charior chosen as
normal from the Specsal unkts secton of the army list 2t the cose
shown thiere, He will displace one of the coew,

rubes: i Shaman Lond g5 a level 3 wizard. This may be
increased to level 4 at a oost of +3% pokmns.

HEROES

CHIEFTAIN G podnis per del
SHAMAN 75 points per mosdel
= M Ws BS 5 T W I A 1d
Chieltain 4 6 3% 4 5 X % 3 B
T il A R e T ol e B s e

Equipment: Hand wespon. A Shaman may not have othes
equipment. A Chiefiain may have an additionsl lend weapon
{44 pts), Greatweapaon {+4 prs), spear (4 pis) or halberd {+4
prs). He may wear Hght armour (+2 pis) ar heavy aemour {+4
pis), and may oury a shickd (+2 ps).

m:ﬂu:ﬂl.lnmheum:dzdmaﬂrdewmfm
+25 poinrs, He may carry any magic banner (no points Bmit),
bt {F he dosid & bt may take a0 other magic icems. e may not
be given any evtra equipment except light or heavy srmour. A
Hanle Standard Bearer may not ke yous armry General.

A Beasgman Chiefaln or Shaman may fide in a chariot chosen
o] from the Spectal unit section of the army list ot the cos
shown there. Be will displace are of the eréw,

rales; 4 Shasman is a lewvel 1 wiznrd. This may be
increased w bevel 2 at a cost of +33 poines.

CORE UNITS

GORS i 5 podnts per model

UNGORS ipﬂnllp-:rmndd
M WS B8 8 r-w g A 1d

[ 4 4 3 3 4 L 3 i 7

(TP S T S R e e s s

Unit Size 10+

Equipment: Hand weapon. Gors may have balbesd (+2 pas),
Great weapan {+2 pis) or sdditlosal hand weapon (+2 p).
Gars may have light armour (+1 pt), Ungors may have spear
(+2 pax}. Any muay have shicld (41 po).

(1 UNITS OF UNGOR SKIRMISHERS ... 4 points per model

M wi BS § T W 1 A 1d_
T Skrmserd 3 3% 3 4 1 3 1 &

Unit §lzz: 515
Bquipmseny; Hand weapon. Ungors may bave shield (+1 pf)
Special rales: Skirerisk.

CHADS WOUNDS .t samisssas 12 points per model

M WS T_w 1 A Id
Chaos Hoand & 4 4 1 4 2 5
Unit Sdze: 5+

Harpy 4 3 0 4 4
Umnit Sizer 5-10
Bquipment: None.

Special rules: Plying wrt. They may never be led by characiers
and cannes use the General's Leadernship,

BEASTMAN CHARMOT it TO poddnts per mode]l
M ws By 8 T W 1 A Id
Charict . B - 5 5 g = - .
G TR T T TS A e
Tuskgor 7 3 o 4 . - 2 1 .

Uit Size: 1 chariot with 2 Gor erew, pulled by 2 Tuskgors.
Equipment: The chariot hes an asmoar save of 4+ The crew
have hand weapons and Great weapons, May have soythed
wheels (+1% pish

-1 UNITS OF BESTIGORS oo 11 poiits per model

M w3 B 3 T W 1 A L4
Bestiger 4 % 3 4 4 1 &8 1 7

Unit Skxe: 10+

Equipment: Hand weapon, balberd and bheavy armowr. May
have shield (+1 pt)




RARE UNITS

MINOTAITRE ... ceencemsmrmsinnsinsts 45 points per model

M_ WS Bs SN SR . S S N
Minomur 6 4 3 d 4 3 d E} 9
Unit Size: 3+

Equipment: Hand weapon. May have Great weapon (+6 pis) or
additional hand weapon (+6 pes). May have light armour
{+3 pts).

Special rules: Cause faar,

DRAGON OGHES T3 points per model

M W3 BS S T W I A 14
Dragon Ogre & 4 o 5 5 4 2 3 H
Uit Size: 3+

Equipment: Hand weapon. May have additional hand weapon
(+6 pus) or Grest weapon (+6 pis). May have light armoar (+3
pis)

Special rules: Canse fiar. Scaly skin gives an armour save of 5+
which may be combined with light armour for a 4+ armour

CHADS TROLLS oimssciasssimssinn 50 poinis per model
M WS BS S T W 1 A 14

Chaos Troll 6 3 1 3 4 ¥ 1 3 4

Unit Slee: 34

Bqulpinr.nl: Trods ofien ﬂs}lt with a lllne chb ﬂqnd mwﬂjr

though they don't really need one.

Special rales: Regerierate, canse fogr, Instead of theidr normal

attacks, Trolls of all fypes may vomit once on a single enemy
madel in base-to-base contact, Troll vomit is §5, always hits, and
allerws no armour save,

MAGIC ITEMS

You may chonse magic iems for your chirorers and units Bom
the following list andror the common magic fems i the
rulehock. - ; _ :

Scimdtar of Skulter (magic wespon): Amacks with this
mmmummmm;hhnm
abifiy. 50pts. - ;

Grmm;wmu}: Nﬂmm S0 pis,

mdﬂmqpr{mgtcmlkmﬂmmm
tuunmmd:mdmwn-milmmrunhlﬁw
Black Maul (magic weapon): +25 40pts |
Armous of Booes (magic armouory: Gives the wearer 2 2+
armour fave which cainoot be werened by aoy means. Shaman
may wedl it and sl cast spells. 30 pes.,

Trom Collar (tallsman): lgnore fise Wopnd suffered during
the battle S0 pts, -

Heart of Chaos (enchanted fiemj: Bearer subject to frenzy
25 pts.

Scythes of Chaos (enchanted Item): A chanot which the
charscier rides causes 136+ 2 impact hits in toml - 25 pes.
shmllﬁﬁr_hnj:+lmﬂtummlllmcadi
ﬁpﬂLﬂlpﬂ +
Mllmtm*]ﬂnnnﬂq+1&.mﬂm&mﬂwuml
{incheding characters) when the uni charges. 50 pis

2] B TLEE LIS TR RN S SRR A S e S DT A

SKAVEN

Lurking under the mighty citles of the Empire are the rank
warrens of the Skaven. Uncountable thousands of Raimen form
vast armies that occasionally burst forth from these tunnels o
infest the land.

Champions,

Musicians & Standard Bearers

Any unit of Clanrars, Stormvenmin, Skavensiaves and Plague
Monks may upgade a model 0 a Champion, musican or
standard bearer for +10 poims each. A Champion will have
+ 1A A standard bearer from the following units may carry a
magic banner worth up (o 50 points: Stormyvermin or Plague
Monks

Special Rules

The following special nules apply o all characters and troops in
a Skaven army.

* Add the current rank bonus of the unit 1o the Skaven Ld for
all L vess. Macdmum is Ld 10,

* Skaven wizards may use the Shadow, Fire, Beasts and Death
loses of magie fram the Warhammer mulebook,

LORDS

WARLORD ... ceecc e s 20 podnts per model
GREY SEER 230 points per model
VERMIN LORD ..o 475 points per model
M WS BS § T W 1A id
Wacdod 5 6 3 4 4 3 7 4 7
For 2 TR IRt S T, I B IIP NI W
¥ermin Lord 8 B L] ] i & M & 10

Equipment: Warlords and Grey Sesrs have 2 hand weapon. A
Girey Seer may not have other equipment. A Warlord may have
an additional hand weapon (+6 pis), Grest weapon (+6 pis),
spear (+6 pis), flail {+6 pis) or haberd (46 pts). May have a
pistel (+10 pis). May wear light smour (+3 pis) or heavy
armour {+6 pre), and may caery a shield (+3 pis),

Special Rules: A Vermin Lord counts as 1 Lord chodce and 1
Hero choice. The Vermin Lord is 2 diemon who counms as level
4 wizard, is a larpe target and causes rerror. The Viermin Lord is
armed with a Doom Glaive, This doss D3 wounds per hit, The
Weemnln Loed bas & 44 armour save. Mot that o Vermin Lord may
not have magic liems, may not jodn units and may not be your
General




I

A-G,r:rﬁ::r‘l.l;lmﬂ:'[ 4 wizard, & Grey Seer may ride i Screaming
Bell (+200 pts) which i treated bke a charlot except as
medified below: The Screaming Bell cannot move on is own.
Instead it is pushed along by a Skaven unit of at least 10 models
which it joins for the whole bartle. The whole unit mewves like 2
charlot {je cannot march) s their normal rate unless there are
less than 10 Skaven pushing it in which case it is slowed by 1°
per missing model.

The Screaming Bell is sounded each Skaven Shooting phase
while the Grey Seer is alive. Boll a D6 for the effect: 1-2 all
Skaven may re-roll any Ld tests dhis murn, 3-4 cavalry undes within
24" of the Bell take a panic test, 5-6 all models on the able with
T or more suffer D3 Wounds with no armour save allowed,

If the wnit with the Screaming Bell charges it will do D3 impact
hits in addition to che normal attacks from the Skaven in the
unt. If the unit pushing the Bell Bees, they abandon it and the
Grey Seer who cannot leave it. The Bell cannot move until the
writ rallies and rejoins it. The Grey Seer Is effectively
unbreakable whilst on the Bell,

SCREAMING BELL . #200 points
M_Ws BS S8 T W I A Ld_
fereaming Bell - - - 4 6 b - . .
CHIEFTAIN 50 points per model
WARLOCK ENGINEER ....ccoonviimmisenis 60 points per model
PLAGUE PRIEST .... eernrrssneenaenss B ROMES per model
ASSASSIN 125 points per model
M WS BS S5 T W I__A _id
Chiefain 3 35 3 4 4 2 6 3 §
Wheiing 5 3 a3 3 3 2 404 %
Hagie Pricst 5 5 3 4 5 2 & 3 &
TS G R TR SR - B -

Equipment: Hand weapon, May have an addigonal hand
wezpon {+4 pis), Great weapon (44 pes), spear (+4 ps), fadl
(+4 pts) or halberd {+4 pts). May have a pistol (+7 pts), A
Chisfizin ar Flague Priest may wear light armour (+2 pes) or
Ieary armour (4 pis), and may carey a shield (+2 prs)

One Chiefialn may be upgraded to a Bartle Suandard Bearer for
+25 points. He may carry any magic banner {no points Hmit),

burif he does so he may ke no other magic items, He may not,

be given any exra equipment exocpt light or heavy armour, A
Batile Standard Bearer may not be your army general.

Special Rules: A Warlock Engineer is a level 1 wizard, This may
be iscreased o level 2 at a cost of 435 points. Plague Priests are
subject o frenzy.

Asszsing start the battle hidden inside any Core unlt of roops.

Male 1 ame of which one before the armies are deployed. The
Assagsin oy be revealed at the start of any Close combat phase,

Remove one Skaven in base contact with the enemy and replace it

with the Assassin, The model the Assassin replaces is removed from
the game. The Assassin always strikes first on the maen be &
revealed, even if the enemy charged. The Ld of an Assassin is never
usec for the unit to test on, The Assassin makes podsosed attacks,

CORE UNITS

CIANRATS .....ooooiimiesimisins s s s ~ 5 points per model
(-1 UNITS OF SKAVENSLAVES s 3 points per model
0=1 UNITS OF STORMVERMIN ............ 7 points per model
N M _Ws_ BS ] T w | A _Ld
Clanrut 5 5 3 3 3 1 4 1; 5
LU - S RS RN EEE Sl e e
Stormvermin 5 4 3 q 3 1 4 1 5

Unit Size: 10+ for Clanras or Stormvermin, 204 for
Skavenslaves,

Equipment: Hand weapon, Clansats abso have light armour and
rmury have spear (+2 pis) and shield {(+1 pt). Stocmvermin also
have light armour and may have Great weapon (+2 pes) ar
halberd (+2 pts) and may also have shield (+ 1 pr). Skavenstaves
algo have a shicld and may have spear (+1 pt) or sting (+1 pt),

Special rules: Breaking or Beeing Skavenslaves do not cause
panic in other undts.

PACKMASYER .......coocrunrissmsrnm smmasian s B points per model
GIANT RATS .ioiuenicsimeinsmimns e ) pHOLGES per model

M W5 BS 8§ T W I A 1Id
Packmaster & 3 3 3 3 1 ] i [
Lei- R R e B I LR B T L

Limit Sixe: 10+

Equipment: Packmasters have 8 hand wedapan and light armour
2nd may have an additional hand weapon (+2 ).

Special rabes: If the wnit has more than 6 Glant Rams per
Packmaster then it must use the Glanr Rats' Ld rather than the
Paclmasters'. Randomise shooting hits between Gian: Rats and
Fackmasters, Glant Rats always lap around the enemy whether
they win or bose, and will always pursue a fesing foe. Breaking
or fleeing Giant Rats do not cavse panic except in ether units of
Criant Rags,

0-1 UNIT OF RAT SWARMS ..o 50 paints per model

M _Ws BS 5 T W _ I A 14
RatSwarm 6 3 0 2 2 5 1 5 10

Unit Séwe: 1-6.

Equipment: None.

Special roles: Dnbreakably, -

SPECIAL UNITS

PLAGUE MONES ....ocoomienminiassrimames 7 pointd per model
01 UNIT OF GUTTER RUNNERS ........ 14 points per model

.M _wWs BS 5 T W_ 1 Ld
!‘quu.llnrl.h 5 3 5 3 4 1 4 1 L
e bt 67T 1 I T i ey
Unit $ize: 10+ for Plague Monks, 5-15 for Gutter Runners,

Equipment: Hand weapon, Plagwe Monks may have additional
band weapon (+2 pts). Guiter Runncrs may have additional
hand wewpon (+2 pu), throwing stacs (+4 ps), shing (+5 ps),
net (+1 pt, counts as shield) and/or light armour (+1 pe).

Special rules: Plague Monks are subject to frenzy, Guier
Runners are scouts and skfrmdy,

WARPFIRE TEAM ...o.oocnmmmmmmnnaas 70 points per team
M_Ws BS 8 T W 1 A Id

WaplreTams 3 3 3 3 1 4 1 5




Unit Size; 1. Warpfire Teams are treated & a single 1W creature.

EBquipment: Hand weapon, heavy armour and one warpfire
thrower per team of 2 Skaven,

Special rules: The warpfire thrower fires the flame template a
roll of the Artillery dice foreeards in inches during the Shooting
phase, Work out which modeds are hit o with breath weapons.
Each moddel bir takes a single 55 hic If you roll a misfire the
warpfire thrower explodes! PMlace the 3" remplate over the
Warpfire Thrower team and resolve & 55 hit on any model hic.
The weam themselves are auomatically killed, Warpfire teams
count as characters for purposes of targeting them with missile
fire and spells.

FOISON WIND GLOBADIERS .......... 15 points per model
M W5 B 5§ T W 1 A Id

Glioadier 5 3 3 3 3 1 4 1 =
Undr Size: 46

Equipment: Hand weapon, light armour and Poson Wind
Globes.

Special rales: Skirmish. Globadiers may throws thelr Globes up
w & in the Shooting phase. Place the small template on pour
intended targer and roll the scatter dice. The Globe lands on
targzt if you roll a HIT. (eherwise move the eemplate D3 in the
direction indicated. Each moded hit takes a Wound onoa 6+ with
no armour save. Unlike normal shooting, Globes may be thrown
into combat - see the notes on templates in the Shooting
secton of the fules.

CILAN SKRYRE JEZZAIL TEAMS ... _Elipdntljmlm
M WS _BS 5 T W_ 1A Id

er:l team 5 3 5 3 3 1 4 1 3
Unit Siee: 3-10. Jemdmil weams are treated as a single 1W
creanire.

Equipment: Hand weapon and Jezzail. Bach team may have
light armour (+ 1 pt).

Special rules: Slefrmish. Trear Jezzails as 55, D3 wounds, -3 save
hand guns with a 36" range.

BEASTMASTERS ..cooccretcemrconmecctnnien s 10 points per model

M Wi BS S5 T W 1 A id
Beagmasier & 4 3 3 3 1 4 i 7
RatOgre 6 a3 /] 5 1 3 Ll 3 %
Unit Size: 5+

Equipment: Beastrnasters have a hand weapon and lghe
armour and may have an additonal hand weapon (+2 pts),

Special rules: If the unit has more than 6 Rar Ogres per
Beasmaster then it must use the Rat Ogres’ Ld rather than the
Beastmasters”, Randomise shooting hits berween Rat Ogres and
Beagtmasters. Rat Ogres cause fear, are subject w stugpddity
when not with Beastmisters.

RARE UNITS

CosoBarer 5 35 3 4 4 1 4 1 3
Unit Size: Up to 6 Censer Bearers may be attached o a single
umnir of Plague Mornks as 1 Rare choice.

Equipment: Flague censer (counts as flail).

Special rules: Skirmish, fronzy. They foem 3 separute unit, and
each model must remain within 3% of the parent unit uniil they
charge. After they charge the Censer Bearers operste as a
separate unit. Any mesdel in base contact with a Censer Bearer
at the end ut'thchu.nv:mmphm muest make 3 Toughness test
of suffer 1 Wound with no wrmour save. Skaven onby fail on a6
Roll once {onlyT) each tum for each model in contact with any
number of Censer Bearers. Censer Bearers themselves must tes
ar the :I::.rtnfc\rlznl.l Skaven nurn.

DOOMWHEEL . .o ccccccaas 180 points per model
M WS RS S r W I A Id

Doomwheel 306" - = 5 5 4 -

Engineer - L S B e - st

Rats = 5 - 2 - = 1 ] -

Uit Sizer 1 Doomwheel conorolled by a Engineer.

Equipmient: The Doosnwheel has scythes. The Engineer has a
hand weapon amd pisol.

Special Bules: Urnbreakabie. Treat the Doomwheel s a charion
with a 4+ save. In the Shooting phase it must fire D3 lightning
bols. Roll an Artillery dice for the Strength of each bolt and
3D6° for s cange. It will strike the nearest model in range,
friend or foe. If the Ardllery dice is 1 misfire roll again for
Swrength and rexolve the hitagains the Doomwhesl iself, If you
roll & misfire for this too then the bol wounds the Doomwhes
automatically, Continue until all the bolts have been fired,

MAGIC ITEMS

Wour ey chesose magic iems for your charactens and units from
ﬁ:ﬂuﬂh@m:mmmnwmmdﬂ

Mﬂlﬂe(mﬂitmkﬁcuu usm Each unsaved
wownd beoomes 06, Rodl a 16 ar the siant of cach Skaven pem.
Malmmmnﬂultmdmﬂumurm
Einnd alloweed. leﬁ B

Emp-(nnﬂmw mmwnm
35 pty o

mﬂhﬂc{wcmpm} +15. Each unsaved Wound
become: DG 840 pis o o

Warpstane Armiond (magic armour)- Counts s wesring
armour (§+ mw:}ﬂmﬁmﬂltm15+m
save d0pem. o+ . r i A
mmiunumn}ﬂhu'dm Mpts, -
Shkalm (enchanted item): Can be wsed at the begimnning of any
phase in either plaver's tern. Bearer recovers all Wounds
suffeeed up to that point in the bantle. One wse only. 50 pes.
Skavenhrew {enchanted dtcmj: Roll a dice a6 the st of the
pame after the army has deployed. The Skavenbres- affects the
character with the ftem and the unit he is with, but not other
characters. 1 no efiect, 23 hate all enemies, 4-3 subject o
frenzy, 6 fiensy and hatred One e ooly. 50 pis. g
Warpscroll {arcanc ftem): One enemny wnit within 24° sulfers
a 5% hit per tnodel and has 1o take 3 Panic test. One wse only.
Bound spell. Power level 4. 50 pis. :
!mmﬂnm_:r{ﬂqﬂ.:bmmﬂ:tmhtamdﬂ-lhc
Beginning of 4 Skaven . No fiving movement is allowed
over the entre battdeticld. The effect lasts wnil o § is relled on
4 I»6 ar the st of either player's turn, Cine use only, 50 pes,
Su_mclm-mufmﬂunnﬁmimpthﬂu-] Limit
CALESCS focr . TS s, ¢




TOMB KINGS OF KHEMRI

The Tomb Kings of Khemri rule the land of Nehekhara = the
land of the dead. The ancient civilisation of Khemsi perished
long ago, until the evil sorcerer Magash performed a grear rimual
which awakened the Tomb Kings and their buried armies.
MNagash tried to command the Tomb Kings, bt they were angry
a1 being ralsed from their eternal shumber and turned against
him. Since that ime the Tomb Kings have fought among
themselves for dominaton of their ancient cities and against
anyone who dares 1o rob their tombs

Champions, Musicians & Standard Bearers

Units of Skeletons or Tomb Guard may upgrade a model 1o a3
Champion, musician or siandard bearer for +10 poines each.
Units of cavalry and charioteers may upgrade a model o a
Champilon, musiclan or standard bearer for 415 paints each. A
Champion will have + 185 if the unit be is with is equipped with
bows, atherwise he will have +14 A standand bearer from the
following wnits may carry a magic banner worth up e 50 poings:
Tomib Guard, Skeleton Charioweer.

Special Rules
The following special rules apply to all charscters and roops in
2 Tomb Kings army.

* Liche Priests do not count the cost of any scrolls towards their
magic itemns allowance (ie they can have up to 10 scrolls in
addition to 10030 points worth af other magic items).

* Iirmune fo paychbology.

* Cannot be broken, but a unit beaten in combat suffers 1 exira
wound for every point they lost the combat by, Mo saves of any
kimel are allowed.

* Immune to poison.

# Cause fear.

* Canmot March,

* May anly choose bold 25 2 change resction.
* May always choose not oo pursue.

* Liche Pricsts don't roll on the miscast tabie, IF they roll double
1 the spell simply doesn't work.

* If the General is slain all undts that are mot led by a characer
or unit champion are destroyed, and any led by a character or
unit champion suffer DS Wounds, no saves of any kind allowed.
Characters never suffer wounds from this, Note thar If a undx is
left without a character or unit champion at any stage once the
General has been slain, it will be destroyed.

-1 TOMB KING oo e cremcescnamenees 200 points per model
M WS B 5 T W I A Ld_
Tomb King 4 5 4 5 5 4 q 4 g
Charimt ™ - - Rl A gt U i
Skeleton steed B F] - 3 - - F] 1 -

Equnipment: Hamnd weapon, Rides in scythed skeleton chariot
with a 4+ armour save, drawm by two skeleton stdeds, May have
a bovw (+12 pis), spear (+6 pis) and/or javelins (+9 ps).

Speclal rules: Flammable, Tomb King's Curse = if the Tomb
King is slain then the character or unit reaponsible suffers D3
wounds with no armour save,

LICHE HIGH PRIEST .o 120 points per mudel
M Ws RS § T w I A ILd

HighPricsk 4 3 3 4 4 3 3 2 B
El{l.l.lpmﬂ.l'.'[{undwua.pun.

Special rales: A Liche High Priest counes as a level 4 sebeand,
They may dispe] enemy spells normally, bat may only cist spells
if they have the Book of Mighty Incantations.

HEROES

LICHE PRIEST .........ccomvmmrssmmmnissisansass 45 points per model
M WS BSE 8 T W 1 id _
Liche Pricse 4 5 3 3 4 2 1 7

Equipment: Hand weapon,

Special reles: A Liche Priest counts a8 2 level 2 wisard, They
may dispel enemy spells normally, but may only cast spelbls if
they have the Book of Mighty Incantations.

TOME LORD ..eceremisssmssssmsnsmsssnmens 95 points per model

M _Ws BS 5 T- W I A 1d_
Tomb Lord 4 4 3 5 5 3 5 3 8
Chariot =8 - 4 4 P
Skeleron sieed8 = 2 - 3 - - 2
Equipment: Hand weapon. May ride on a skeleton steed (410
s} or in scythed skeleton charlot with a 4+ armouwr save that
is drawn by two skeleton steeds {+6i pts). May have a bow (+8
pis); 4 spear (+4 pis), javeling (+6 pes), light armour (+2 ms),
shield (+2 pis).
e Tomb Loed may be upgraded to a Battde Standard Bearer
for +25 points. He may carry any magic banner {no points
timidr), bur if he does so0 he may mke no other magic iems, He
may not be given any extra equipment except light armour A
Battle Standard Bearer may not be your army General.

Special rules: Flammable.

CORE UNITS

SKELETON WARRIORS .....oocovocvemmerenes 6 points per model
M WS BS S§ T W 1 A 1d

e e e e e e

Bkeleten A4 2 2 3 3 1 2 1 5
Undt Size: 10+

Equipment: Hand weapon. May have bow (+3 p). spear (+1
pab, light armour (+ 1 pt), shield {+ 1 pt). If armed with bow may
not have spear or shield,

1 -

Unit Size: 5+

Equipment: Hand weapon, May have bow (+4 pis), spear {+1
pi), light armour (+2 pes), shield (+2 ps). If armed with bowr
iy not have spear or shiekd.




———

SPECIAL UNITS

TOME GUARD erres 11 psints per model

M_Ws BS 5 T W I A ILd
TombGuard4 3 2 4 3 1 3 1 3§
Uit Size: 104

Equipment: Hand weapgon, kalberd and light armoue. May have
shield (+1 pt).

SEELETON CHARIOTEER ..o 50 points per model

M W5 B F T W 1 A Ld
Chariot - - 4 4 £ - = £
Soeleton crew - 2 2 a - 2 1 5
Skeleton geed § F - 3 - 2 1 -
Undt Size: 2-5

Equipment: One skeleton chardot with a 44 armour save,
driven by one skeleton crew and drawn by two skeleton steeds.
Crew may have bow (+4 pts) of spear (+1 pt). Charios may
have scythes (+15 pts)

Special rubes: Khemri claricts operate in units like cavalry:

0-1 CARRION ervorveersrsse s snssssssmisssnas 30 points per model
M_ WS B § T W _ I_A 1d
Caion 1 3 0 4 4 1 3 2 s

Unit Size: 3-10

Special rubes: Fidng s,

MAGIC ITEMS

You may choose magic isemy for your characters and units from
the following list andior the common magc items i the mubeboak
IMPORTANT: Liche Poess’ soolls canmnart be dispelled. I:Ium:m
spells cagt by a Liche mmmmmm‘m Incantations
may be dispelled as pormal. @ - ] A'g_ 5

mnhu':wmu:&mﬂmhmﬂnurwhuud
o the ¥hemen plavess ewrement phase, Any single unit can moave
tlouble distance that tum, The anit may aot charge. May not be
combined with ancther Seroll of Tgency. Amrmmhnuh:
one migical move per tum. One use ondy, 10 ps.

nurmmmplmmwgmmm;
Effects ope unit ol the custzr 's choice, anywhere on the battleficld,
Can be used immediately defore a wnit shoots or amacks i hand-
ti-hand combaet. All modeds hﬂruﬂr,fnﬂ:chngmrdwnﬂui
with &, receive one exra shooting o band<o-hand amack. The
seroll may be used in the Clase Combat phase of the snemy mem
it desired, A unit may enly gain addicional atacks one per tum,

even if you have both & scooll of Righteous Smiting and the n:umch

King's Crown. Chie use only. 20 pets. by oy o

= .-.J‘

erdra's !Mnﬂ:tu-ﬁ:-'@ﬂnlnuﬂﬂmrm

sevoll)s Use ar the sexit of the Khemn tura. Mominate sy wry snple
unit of Skeletans; Skeleton Cavalry, Tomb Choards or Skelemn
Charioes. The nominated unit gains Dl poimts worth of models
nquppadupﬁlbemtuimcum hmmpmm are wasted. One
use anly. 30 pis. - 2 2l :

Fladl ¢ Skulls (magic weapon): Counts as a flal sex
Warhammwer rulebook) Fach unsaved wound becomes two
womneds, ¥ pis.
smaunmnm;m-emmmmm
the Serpent Staff count as poisoned attacks. 15 pts. ;

RARE UNITS

UNDEAD SCORPION SWARM ............ 50 points per model
M _WS 88 S T W 1 A _1d_

Scomions 4 3 0 3 2z 85 1 5 10
Unit Size: 1+

SCREAMING SKITLL CATAPULT ... 75 points per model
M W5 BS § T W 1 A ud

Camapult . - - . 5 3 - . .

Crew 4 2 2 3 = ke 2 1 5

Umndt Sixe: 1 war machine with 3 Skeleton crew:

Equipment: Hind weapon. Crew may have light armour
[+1 pg).

Special rules: Treaz Screaming Skull Catapulis as
Stone Throwers with a

range of 48", Hits
are ar 54 with D3
wounds per hit,
00 AT Save,
Units raking

One or mooe
casualties

rom

Skull
Catpulrs
tnust take a
Panic test.

Asp Arrows (magic weaponk May only be chicsen by characers
with 2 bow: Shooting amacks bit on o 2+ Aacks with Asp Arrows
coumnt as poisomed dtacks, 15 pis.

The Blazing Chariot (enchanicd item): May anly be chosen by
& 'fomb Eing, The Tomb King (e any wnit of sheleon chariots he
Jeins) may move in each movemient phise as i a Scroll of Urgeney
had bern used upon him. Mtn-nutb:muhmdmlha&mﬂuf
Usgeney, SOQa8, 00 o0 gt

mmm;mﬂrmhmdtnm}.mmhbemm
by a Tomb King The Crown allows the Tomb King to command 2
unit within 12° to fghr with the same effecr a5 of 2 Senll Of
Righteous Smiting had been used upon them. The crown may be

- used oece per player tum. It may be used in both the Khemn

plq:ﬂmmthdhh:uppm:nﬂum!.umwuﬂrm
addinonal attacks once per turn, even if vou have both a sell of
Bighiteous Smitng and the Tomb Kiog's Crown, 100 pis,

Neferra's Book OF Mighty Incentations (arcane item)y:
Fandomly generate spells fur the bearer jone spell fin a Liche
Friest gt two spells for 4 Liche High Priest) from the Death Magic
spell list The Liche Priest can case this spell using the normal rules

‘o7 for spell casting (b the Liche owust make 3 magic roll o cast the

spell, it may be dispelled, et 28 prs. o -
Banner O The Hidden Dead (magic banner); Onez per bartle
At the stare of amy Khemn tuen this bannee can be used w0 faise 2
mﬂM'mwmquHﬁWMmm
Skeleton Chariots that s wortd 3060 poins. Declare which tpe
of unit is being rared before rolling the dice. Any excess points are
discarded. The wme must he placed within 12° of the sandard, at
bease 2° awmy from any enemy models. I roay mowe: foemally on
the furm it appears, and may charge. 100 pis.




VAMPIRE COUNTS

an: heyond death the Vampires come, strildng ampechere they
please. Their domains are the dark and forpotien corners of the
Empire and the cussed lands of Sylvania.

Champions, Musicians & Standard Beasers

Units of Skeletons, Grave Guard or Wight Cavalry may upgrade
a model to a Champion, musiclan or standard bearer for +10
points each A Champion will have + 1A A standard bezrer from
the following undts may carry 4 magic banner worth up o 50
points; Grave Guard, Wight Cavalry.

Special Rules
Unless otherwise noted, the following special reles apply o all
characters and troops in a Yampire Counts army.

= Imemune bo peychology.

* Cannot be beoken, but a unit beaten in combag suffers 1 extra
wound for cvery Po]nt I']:zr lose the md:uhy. Mo saves ufmr
kind are allowed.

* Immune o poison.

* Cause fear

* Cannot Manch,

= May only choose bold s a change reaction

= May always choose not (o pursue.

* Vamnpired and Mecromancers don't roll on the miscast table. If
they roll double 1 the spell simply doesn’t work.,

= Creatures noted as being etbereal may move across difficuls or
even impassable ground (or through any obstacle) withour
pc:nnlr}-. Naote that they cannot see through such terrain If It
woubd normally block line of sight. They can only be damaged
by magic weapons or spells,

= If the (zeneral is alain all units that are sof led by a characrer
or unit champion are destroyed, and any led by a character or
unit champion suffer D Wounds, no saves of any kind allowed.
Characters never suffer wounds fromn this. Mote that if a unit is
left without a character or undt champion ar any sage once the
General has been slain, it will be destroyed.

LORDS

VAMPIRE LORDY ....coociemiimiocmaninaas w 275 points per model

VAMFPIRE COLUNT
NECROMANCER LORD

M WS BS § T W I A Id_
Vampirz Lord 6 T 3 3 5 4 B 3 1
GmpelCeini6 6 3 4 8 & 7 G
Perroemaseer Logd 4 3 3 ] 4 3 3 1 g
Nightaiare 8 2 © 3 3 % z oy s
ZobeDugn 6 3 O 6 & & 1 4 B
Mamcore & 5 0 & S5 4 3 4 8
Engsd Nghmare B q [ L 5 E] 4 F] 3

l’,qﬂpmmt:- Hand weapon. Necromancers may not have other
equipment except barding for their Nightmares. May have a
Gireat weapon (+6 pts) or a halberd (+6 pis), A Vampire may
also have a spear (+6 pis), lighs armour (+3 Dﬁ], heavy armour
(+6 pts) and/or a shield (+3 pts).

A Vampire' Lord may ride a Zombie Dragon (+320 pts) or a
Winged Mightmare (+ 100 pts). A Necromancer Lord may ride a
Manticore (+215 pts). Any may rde a Nighimare (415 ps).
Mounted Vampires may have a lance (+0 ps) and may bard
their Nightmares (+6 pts).

Special rules: A Necromancer Loed is a bevel 3 wizard. This may
be increased tolevel 4 at 2 cost of +35 points, If Necromancers
are not with a undt of Undead the special Undead rules for the
army o not apply to him, A Vampire Lord §s & level 2 wizard, 2
Vampire Count is level 1. A character riding a Zombie Dragon
counts as 1 Lord chobee and 1 Hero chodee. A Winged Nightmare
can fTy and cames fogr. A Zombie Dragon Is a darge targel, cin
STy, causes fevror, has 2 3+ armour save, breathes 53 fumes and
is =1 1o hit (a5 Is ls rlder). A Manticore is a large farger, can fTy

and causes ferror,

HEROES

VAMPIRE THRALL ....ocorcmeccisricnciasnia: 75 points per mosdel
WIGHT LOBD ..o mrimmrranrimmmsmsrans 65 points per model
NECROMANCER -....occoiociimmmrmmm s 65 points per model
M Ws RS § T W 1 A Id
Vapie Theldl6 5 23 25 24 22 6 23 2B
Wightlaed 4 & 3 & & 72 a3 ¥ .8
Necromancer 4 3 3 3 3 2z 3 1 T
Mighthare 8 72 07 3 3T LT

Equipment Hind weapon. Moy hane o Gmlw;-.apm']_ (+-i p{.uj
or 2 halberd (+4 pis). A Vampire or Wight may also have a spear
(+4 ps), ight srmour (+2 pis), heavy armour (+4 pis) and’or
a shield (+2 pu).

Any may ride 3 Nightmare {+10 pas). Mounted Vampires or
Wights may havs 2 lance {+4 pts) and may bave barding for their
Mightmares (+4 pis).

Special rules: A Necromancer is a level 1 wizand. This may be
increased o level 2 gt o cost of +35 points. IF Necromtancers are
not with a unit of Undead the special Undead rules for the army
do not apply 1o him. The Wight Lord does D3 wounds per hit if
he does not hare 3 magic weapon.

One Vampire Thrall or Wight Lord may be upgraded to a Baule
Standard Beare: for +25 poines. He may carry any magic banner
(no points Limid), but if he does so he may take no other magic
iremns. He may not be given any extra equipment except Hght or
heavy armour and barding for his nighemare, A Battle Standard
Bearer may notbe your army General.

CORE UNITS

SHKELFTON WARRIORS ....ovcvrmerrmaminrnan T points per mode]
LOMBIES 5 points per model
GEOLE s i e it 9 points per maodel
_hl _!"_S Lt 3_ T w 1 A Ld
Skelewon & 2 i 3 3 1 2 1 5
A i ki Tt e S e B e
Gl & 2 T 3 4 1 3 2 5

Unit Size: 10+ for Skelerons and Zombies, 10-30 for Ghouls.

Biuipment: Aombdes and Ghols Fove fio meed ﬂl’w or
wrmour, thougk a fow may carry them for old times' sake,
Skelerons have 2 hand weapon and shicld. Skeletons may also
have a halberd {(+1 pty of spear (41 pt). Skeletons may have
light armour (+1 pt) or heavy armour {+2 pre).

Speeial rules: Ghouls are not Undead and so the special rules
for the army do not apply. Howerer, they do cause fear, Ghouls
may not be jolned or led by characters. As long as Ghouls have
u greater Unit Strength than their foes they don't ke Break
tests. I Ghvouls bose . round of combat to foes with an equal ar
greater Unit Surength they automatically break,




01 UNITS OF SPIRIT HOSTS ..o B poinis per model
M_ WS BS 8§ w1

Unit Siee: 1-5

Special rules: Unbreakable. Bat Swarms are nos Undesd and
the special rules for the army do not apply. They are represenied
by several models on a single base and are reated as a single
creatuwe with 5 Wounds, Bat Swarms /Ty, but only move 8
rather than 20"

SPECIAL UNITS

Umin Sheer 104
Special rules: Dire Wolves get + 1A on the turn they charge.

GRAVE GUARD —..coooiimnemiamnsnsnian s 11 points per model
s M WS BS § T W 1 A 14
Grave Guard 4 3 2 5 i "1 ] 1 B
Unit Stee: 10+

Equipment: Hand weapon, light armour and shield. May have
i Great weapon (+2 pis), halberd (+2 pis) or spear (+2 prs).
May upgracle their light armour g0 beavy armoor (+1 pt).

Special rules: D3 wounds per hit

Unit Sze: 5+

Equipment: Hand weapon, spear, light armour and shicld, May
swap apears for lances (+1 po), upprade their light armour o
heavy srmour (+1 pis) and/or bard their nightmares (+2 pis).

Special rales: D3 wounds per hit from the Wights, but not the
nightrmenes,

NECROMANTIC MAGIC

Reciomanoets and Vempires cin randomly select thew spells brom the Love of
Fiv o from thee Lot of Desth, a5 noumal. In sddireon, they win abways chome
1 ecromant; spedl trom the 2 below mnead of rodling 2 dive ra the cible of
thsear chosean lise
w_;xwmm-:-mmm;mw
rall nne spell on, the chosen st o1 chonse & Neoromant spell and ol o
dice on the ehowen b or simply ol theee dice on the chosen mbds.
mmmﬂmﬂmh&mhgwlwm_
as lang ax the plager hay pover dicr left. The only let s that Yanhel's Dacse
Marahre rannud be cast sacuesshally o the same aedt tasoe 10 2 single mapic
phase. Pote thas if vou wish oo fecast 3 Necromantic spelfl on 4 anit, vou must
do it immedisely. This lea restienos does not appdy 10 the Sl of
Wanhel's Danse Macabwe (14 1o st}

Thits el caa be case on any one Undead ann sathng 24" of the caster Aoy
Undead wnit feoceps Ghouh, Yampires, the Black Costh indepondent
charssens a0t in units and sll Symg models) Can be affected by this spell
The uni aliecied can mopedhsnely make 1 ool aove ancuding @ refoaen),
with all the normael resteiconm on swrvemest, I this move brmgs e aiat sbo
wosagt with the eneoy the Undesd o counts & chageg in the nea soond
0l ombag. Chuge sesponses e a5 nomal - Vaopees snd Necroypancers

. Ring of the Barrows (ealisman); 4+ ward save. 45 pis.

|
SpirtHost 6 2 0 3 3 4 2 4 8
Unit Size: 1+,

Special rules: Spirit Hosts are sepresented by several models
mounzed on a single base and are treated as 2 single creature
with 4 Wounds. They are ethereal,

RARE UNITS

0-1 BLACK COACH ............ rremrrrrernen B0 HOANEE per model
M WS BS S T W T A Id
Black Coach - . . L] [ 4 - - -
Wirmith - 3 a 3 - - F 1 ]
Nightmare & z . 3 2 1 N

Uit Sizex 1 chariot with 1 crew, pulled by 2 nightmares,

Equipmeni: The Wraith has a scythe (count as Great weapon).
Special rules: The Black Coach causes ferror and has a 4+
armour save. For every § unsaved Wounds it inflicts during the

batile bt adds +1 to the number of impact hits caused (up o
+3).

BANSHEES ..coooconrmrmnnnnna 1040 points per model
—— o M WS B % T . W1 A Ld
Banshee 6 3 [ 3 4 F] 2 1 ]
Unit Size: 1

Special rules: Arderagl. (0 the Shooting phase the Hanshee may
howl. This is a shooting artack anmd foliows the normal
restrictions. One enemy unit within 8" is hit automatcally and
takes 2D6+2-Ld Wounds with no armour save. Units thar ase
irine to pepchology (including wnbreakable units) are also
imyronane 1o the Banshee's howd,

0-1 UNITS OF VAMPIRE BATS ............ 30 paints per mode]
T W I A L4

M_WS BS 8
VamplreBat 1. 3 ¢ 4 4 1 3 2 5§
Undt Siree: 3-10
Special rules: Flyfng unit,
which are in the umt will soove with the onir &nd cansot choose co leare it
and muve independen iy
Thls spedl can aleo be cist on a anét dready engaged in Band-to hand coabat
B swocesshul, the spell lbows the Undead 1o fight wath one. exors Awsck i the

fthowing Chuse Combuar phase (Mightmages will get &0 éxtra Arack o well)
muiﬂ."ﬂ]m mmﬂumﬂm.

Mﬁzw:mkmmd‘mm:mma+m
Invocation of Nehel (54 ocast) 2 5 0 v

“Thas apcl cam be vast vm any one anit of Zombiss 0 Skeletons within 18" of
the casier IF anr successtudly, it sdds D6 models o the umic. The new
mmummq@mmmnmm ins the
unit mmmwdmm-&mnm

¥ou may mwmhm m-ndmm dmiﬂhmq
It andiur the common magic ems in th nalchook

iy

Stalt of Damnation: (arcane Bem) Csis Vankel's Dunse Macshre once pec
Yampe Mago: phase on 28 Undead unsts within 347 ofrhe: casser Exhanscd
1.4 Do 1l of 2 3, Hound Spell Power levl 4. Shps. . .

Banocr of Ioom (magh: banner): mmm#m -1 Ld 50 pts




DWARFS

The Dwarks live under the mountains in their anclent Holds
They are legendary for their ability to hold both a gredge and
their drink, but are best known for their thiest for gold.

Champions,

Musicians & Standard Bearers

Any unit of foot troops in the anmy may upgrade 3 model to 2
Champion, musiclan or standard bearer for + 10 points each. A
Charmpion will have + 1A A stanclard bearer from the following
units may sarry 2 magic or rune banner worth up to 50 points:
Longheards, Hammerers or Iron Breakers.

Special Rules
The following spocial mles apply w all characters and wroops In
& Drwarf army:

* The Dwarf army gets a basic 4 dice in its dispel pool, nor 2,
Each Rumesmith or Runelord adds 1 dice to the pool

+ Drwarfs only Aee o pursue 206-1° instesd of the normal 206"
* [rwarls do not cast spells.
* Drwarfs kate Ores and Goblins of all types.

LORDS

DWARF LORDY .oocaerreeemmiemmaniassnssas 120 points per model
0-1 RUNELOBDY .cioovveene 120 points per model
M_Ws 8% & T W 1 A 14
Dwadloed 3 7 4 4 5 3 4 4 10
RBuneled 3 6 4 4 % 5 4 3018

Equipmert: Hind weapon, May have an additional hand
weapon (+6 pis) or Gresl weipon (+6 ps). May have a
coosshow (+15 pes) or a pistol (+ 10 pes). May have light armour
(+3 pts), hesvy armour (+6& pts) andor a  shield
(+3 pta).

THANE .ooecemimimasmmanms s s masrees 60 points per model
RUNESMITH  .covumvmmrmmmsrsrisreesiensrins 75 points per model
M Wi BS 5 T W I A Id
Thane 3 & 4 4 4 2 3 3 10
Bmeamith 3.5 4 & §0 T O@AR R TR

Equipment: Hand weapon. May have an additbonal hand
weapon (+4 pts) or Grest weapon {(+4 prs). May have a
crosshom {+ 10 pis) or pigtel (+7 pis). May have light armous
{42 pt), beavy armour (44 p) andior 2 shleld (42 pes).

One Thane may be upgraded to a Battle Standard Bearer for
425 points. He may carty any magic of rune banner (no points
Umir), but if e does so he may take no other magic or une
iterns. e may not be given any extra equipment exeept light o
heavy armour. A Bartle Standard Bearer may not be your army
General,

CORE UNITS

DWARF WARRIO

Ymor 3 4 3 3 & 1 2 1 9
Uit Size: 10+

Equipment: Hand weapon and light armour. May have
crossbow (+5 pas), shield (+1 pr) andior Great weapon (+2
pis). May upgrade light armour 1o heavy armour (+1 pe).

MinE - <y, & % ¥k 1@ g
Uit Sdme: 104
Equipment: Hand weapon, heavy armour and Great weapon
(2-handed plck).

M_ W5 BS S T W 1 A Id_
Thunderer 3 4 3 3 .4 1 2 1 8

Unit Size: 10+
Equipment: Hand weapon, light armour and hand gun.

SPECIAL UNITS

TROLL SLAYERS
Troll Slayers 9 pts / Glant Slayers 50 pts /
Diragon Slayers 90 pis / Daemon Slayers 140 pis

.M WS BS S T W I A Id
ToliSayer 3 4 3 3 4 1 2 1 9
Gandld 37 R VR TR AT WA
Dogonshyer 3 & 3 4 4 2 3 3 10
LT T DA SR SR SN S, SIS R R
Unit Size: 10-30

Eguipment: Hand weapon. Usually an axe. May have Great axe
{+2 pis) or additlonal kand weapon (+2 pis). Unlike normal
units, Slayers do not all have to have the same equipment.

Special rules: Dnbreakable. Slayers always wound on a 4+ or
bexter. If the Toughness of their foe would normally make this
harder, treat it as a 4+. A unit of Troll Slayers may inclode op to
2 Slayer Champions (Glant Slayvers, Dragon Slayers or Daeman
Slayers) per undt at the cost shown above, This cost is part of the
unit cost and does not ‘use up’ any of your allowance for
characters. Slayer Champions may maf leave their unit and may
nod have magic or rune wespons. However, they may have
additional hand weapons (+6 pts), or 2 Great axe (+6 pis).




0-1 UNITS OF LONGHBEARDS .
-1 UNITS OF HAMMERERS ...
=1 ITNITS OF IRON BREAKERS

M ws BS 8§

longheard 3 5 3 4

Yommepgr, 3,030 (3. &

Iron Breaker 3 5 3 4

Unit Size: 104

Equipment: Hand weapon, heavy armour and  shield.

Hammerers may have Grest Hammer {+2 pis). lron Breakers
have the Rune of Swne on thelr armour ghving them an armour
save of 3+.

. M Wi BE 8 T W 1 A 14
Dwed Cateon. - . . - 7 3 i % E
B o S TRF AR | il i P Py P T
Smae Thrower - - - - 7 3 - p .
CLEMTERETPeTa: 0 WP <t (g O e g

Unit Size: 1 war machine with 3 Dwarf crew. You may take up
to 2 Baolt Throwers as a single Special chodee.

Equipment: Hand weapon.

Special rales: See the Warhammer ralebook for details of these
wespoas. The Dwarl cannon is the smaller of the two ypes
Listed,

RARE UNITS

GYROCOPTER oo 100 points per model
— M W5 BS § T W 1 A Ld_
Gwomme - . . 6 1 . . .
2 FRURAR D, D St IS RS e O

Unit Size: 1

Special rules: A Gyrocopter can Ty and has 2 3+ armour save,
In is armed with 4 steam cannon (ireit 25 2 53 breath weapon),

FLAME CANNON ...ocniinnscninsiaaias 140 points per model
M WS BS § T W 1 A Id
Fame Casna - 7 3 N A T

Crew 3 Bt P gl P ! 1 F] 3
Unit Size: 1 war machine with 3 Drearf crew:

Egquipment: Hand weapon.

Special rules: Treat as a cannon from the rulebook with the
following exceprions. Maximum guess is 12", Instead of rolling a
seoond thme for ‘bounce’, place the flame template where the
shot lands with the wide end facing directly away from the
cannon. Work put which models are hit as with breath weapons,
Each model hit takes a single 55 hit with -2 armour save for 1W
Any unit that loses one or more models from a lame cannon hic
must take an immediate panic test, If a fame cannon misfires it
will explode, destroying iiself and killng s crew

ORGAN GUN 180 points per model
M_Ws BS 5 T W_I_ A 1d

Organ Gun - - = : - ?_;_-- - 5
Lo ek B WO DI b JUEEET [N = | 2 1 9

Unit Size: 1 war machine with 3 Dwarf crew:

Equipment: Hand weapon.
Special rules: Treat as a small
cannon in the rulebook with
the following excepuions.
Fire: 5 barrels a1 once then
miswes 2 wm reloading. All
shoti in a turn must targer
a single point, but are
rolled  for  separately
Maximum guess i3 24°, 1If

It rolls a misfire other
then for “bounce”,

the rest of that
nirns  shots  are
wased in
additlon o
the normal
eiffes,

MAGIC & RUNIC ITEMS
¥ou muy choose magic items for your characters and uns
trom the following lst andior the commeon magic ilems in the
mlehonk. Engineeting munes ane unique iems that mav only
b placed on war machines, and esch war machine may oaly
beawe one,

mmwmw[mmmﬂ Berer gains +18,
1A, +1WE WPB gy :
MWHM{N.&W-}: +35. Ummd
mnﬁbmummm“m % .-_-.-.-_ .;q “k

mdﬁmﬁ:(ﬂcmm&ma .
AMOOLT [4+ ammobe Hyc), Also gives the bearer 5+ ward
Wf—ﬁ[ﬂl .r-..-. -'.I'.k’n- --\.- P T e -..":..

mmw mﬂ Eﬁnm a 14
mmhmwwm i

Mﬂmm(ﬂh:lhwwdm i!pu

Spelibreaking Torc (enchanted fremy; Runesmaths and
Mnmnmhmmww&m
usc any 25 pts. Ty

NuﬁﬂMh;ﬂ-:l&:Mnﬂnummp

h\!amrmrmummrumhmtpummhrrlnﬁ
characters o curry SR e L

{ 4,
Runi &mnn!ﬂhmlﬂp [mchntut!teu}u 'I'h:h:l.m:
mmewmum are siubborn TS pis, -

mm-unrmmmm; +1 combar
rﬁulmmm:, -_h_h;,
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LIZARDMEN

Secure in the almost unknown land of Lustra, the Loandmen
contemplae the meaning of the universe. If any dare w
interfere with this dbinely decreed duty they desroy them
utkerdy

Champions, Mosicians & Standard Bearers
A Temple Guard unit or any Core unlt in the @y, except
Swarms and Shink Skinmushers, may wpgrade 3 model w 2
Champon, musican or standard bearer for +10 podns each
Any umit of Cold One Riders may upgrade 3 model o a
Champion, musitian o0 satdind bearer for + 15 points each. A
Champion will have + 185 i the wunit he is with & ecquipped with
sbort bows o faveling, orherwise he will have + 14 A standard
heaser from the follomang units may iy 2 magic banner worth
up bor 50 palnts : Tempde Guard os Stegadons.

Special Rules

‘The following spedal rules apply to the Lizardman asmy,

* Lizardmen units roll all Pspchology and Break tests on 306
and discard the highest.

® A Limardraen aeney of 2000 podins or moes must be led by 2
Slann

* Skinks and Kromijor ase squatic. They can move over marsh,
rivers, sireams or lakes without penalty, and will benefit from
solft cover 1§ in such & serrain feanure.

* Lizandmen have an armour save from thes scahr skin. This may
be combined with armour and shickds a5 noemal Skinks and
Salamanders have a 6+ save; all Sauras Warrions inclading
Temple Guard have a 5+ armour anve, Seegadon and Kroxigor

hiave 3 4+ anmoer save,

= All Seurus Warriors, including Temple Guand, hive two or
more attacks, Ome of these & alays o bee arcack which s
mﬂ:dnﬂ:uﬂuhﬂcsn‘n@hﬁd’xhﬂ:ﬁmn The ather
attacks may be modified by special weapon rules For example,
Saurus Warriors with spears eay Hght in a second rank, but only
these actualy In base coniact may use their bie aitack (= [z will
cbviously cot reach past the firss cank)

= Slann may use any lore of magic from the Warhamemer
rulehock. A Skink Shaman can usc the lore of the Heavons

LORDS

HEROES
BALTRIIS HERD . LR per model
AETNE BERD ....oocicavararasmsmimssnssmaimis 4% polnts per mosdel
SEINE SHAMAN 65 podnts per dded
M W5 BS £ T W_1 A Ld_
Sawras Hero 4 5 1] 5 5 z 3 4 b
SadkHE 6 - 4 4 4,00 2 T R
SeokSwmman 6 2 3 3 3 2 4 1 6
et~ R S T il Bt it GRS B .

Equipment: Hand weapon. A Skink Shaman may not have
oither equipment. A Saune or Skink Hero may have an
addditlonal hand weapon {44 pis), Gresr weapon (+4 pis),
apeas (+4 pa) or kalberd (44 pa). He may wear Hghe armous
(+2 ps) and may carry a shield {+2 pis). A Skink Hero may
carry a shom bow (+8 ps) o javeling (+8 pe).

Ay Skink Hero or Shaman may rde a Cold One (+20 pas), Any
Skink Hero o Shaman may ride on a Siegadon chosen as
normal from the Rare units section of the army list &t the cost
shown there. He will displace one of the coew and follows the
rules for characters rding ina chardot

Specdal rubes; A Skink Shiman is a bevol 1 wigasd. Cold Ones

cwse fivar, are subject to stupddity and give thelr dders o +2
mindificr 50 their armour save. Skink arrows and javelins coust

1 pevieomed aftacks.

CORE UNITS

LU TR T —— 12 points per model
SEINE WARRIORS _...oo\oooo oo 3 polnts per moded

M_Ws BS S5 T W _1 A Id
Sy Wyened 3 0 4 4 1 1 2 B
P e T T S a3

Unilt Siwe: 10+

Equipment: All bave hand weapon. Sawns Warriors lso have
shiglds, and may have spears (42 pis). Skink Warniors muy have
short bow [+ 2 pus), or javeling snd shield (+3 prs).

Special roles: Skink arrows and javelins count as pod. a
arsaks,
SKINK SKIRMISHERS ....oocooeecimeeens 4 podnds per model

01 SLANN MAGE LORD o reoresvare e 480 points per model
SLANN MAGE PRIEST v RO

M_Ws BS § T W 1I_ A 14
Slarnloed 4 5 3 3 5 B 4 & I
e e GO Sl S B S i b )
bearers. Count their wezpons &8 hand weapons. Thebr anacks
are inchuded in the profile of the Slanin Mage Lord himself

One Slann Mage Lord or Mage Priest may be upgesded 1w a
Battle Standard Bearer for + 25 potnts. & Basthe Standaad Bearer
may carry any magic banner (oo points Emit) in adddon o hdis
other magiz items. A Bartle Standard Bexrer may also be your
areny general

Special rules: A Slann Mage Lord i8 a bevel 4 wizard. & Mage

Pricst is a level 2 wizard, This may be increased w level 3 at a
cost of +50 poinds. All Slann have 3 4+ warnd save,

Unie Slwe: 515
Bouipment: Hand weapon. May have short bow (+2 pes), or
javeting and shicld {(+3 pu).

Special rules: Shironsh. Skdok arrows and javelins count as
Potsoned artacks,

0-1 UNTTS OF LIZARD SWAHRMS ... 50 points per model
01 UNITS OF SERPENT SWARMS ... 50 points per model

O O B
Lizasrvl Sovares 4 3 1] 2 2 E 1 5 10
o TR T B R S S e e )
Uit Sizes 1-6

Special roles: Unbreakebe Scrpent Swarss make podioned
itacks,




SPECIAL UNITS

M WE @8 8 T W I A d

TmplkGardd 4 0 4 4 1 2 2 &
Unit Size: 10+

Equipinent: Hand weapon and halberds, May have light
armowr {+1 pt) andfor shield (+1 pa).

KEROXIGOR . 6% points per model
M W5 BS § T W I A 1Id

Kroxigor & 3 0 5 4 3 1 3 8

Uhinik Sdeess 34

Egquipment: Great weapon.

Special rales: Gause fewr,

COLD ONE RIDERS ... cocvosnssecrine e 22 poinis per model

M W5 BS 8§ T W 0 A Ld_
SkinkWarror6 2 3 3 2 1 4 1 &
Lot R e I | IS S S St S S

Uit Sdze: 5+
Equipment: Hand weapon, spear and shield.

Special rules: Cold Omed cxuse four, wre subject to sfupidity
and give their riders a +2 modifier vo their armour save

SALAMANDERS ..oonincis SS—— LT R T )

M ws BS 8 T W I A Id
Salamsnder6 3 & £ “ 3 2 3 &
TS - TR N - TR EO ! Ittt Sl et

Uit Size: 1 Salimander with 4 Skink Runners,

Equipment: Sl:rlrlk Runners have a hand weapon (poad or
prodder).

Special rules: RBandomdse shootng hits as with war machines,
I=6 hiss the Salimander, 56 his a Skink Salamanders spit
venom up to 24" range. Use their BS to hir as normal, however,
iff it hits place the small template over the target and resobve the
hir as a stone thrower with 54 and no armour save. Each hit
causes 1W IF all the Skinks are killed, the Salamander rolls on
the Monster Reaction Chart to see whai it does.

MAGIC ITEMS
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RARE UNITS

TERBADONS ......ooeorncensensscnscsiocener, 35 podints per m
A
1
1

M WS BS S8 T W
Skink Rider 6 2 3 3 1
i O - T | S S S |
Unit Bime: 5-10. Bach Terradon has 2 Skink Riders.

Equipment: Skink Riders have hand weapon and short bow:

Special roles: Flying wnif, Their arrows count as poisoned
attacks. Remove & model only when 2 Skinks have been killed.
Obwiowsly if 1 of the Skinks fas been kdlled ir cannot amack,
though the remaining Skink and Tereadon fight as normal,

STEGADMONS ..oroesesssssmssinsiociocsoines 230 points per model
M Wi BS 5 T W I A Id

Skink Waror6 2 23 23 2 1 4 1 &
Swegadon 6 2 0 - B2 S T LS SR B ]

Unlt Size: 1 Seegadon with 4 Skink crew.

Equipment: Skinks have hand weapon, spear, shoet bow,
javeling and shietd. May have 1 glant bow per Stegadon with 2
extra Skinks (+30 pts). Treat this 25 2 bols thrower with 55 thar
ean move and fire. Check the line of sight for the giant bow from
it position on top of the hovdah.

Special rules: Treat Stegadons as fidden monsters which cause
IDG impact hits when they chage (just like chariots), The
Skinks’ arrows and javeling (even fom the giane bow) count as
Poisored attacks. The Skinks get a 3+ armour save from the
combined effects of scaly skin, shields and the howdah.
Stegadons cause fear and are large fargets. If ail the Skinks are
killed, the Sregadon rolls on the Monster Besction Chast to see
what it dees.

Glyph Necklace (talissman): 54 ward save. 30 pis.

Amnlet of Kapath {talisman): Gives its wearci 2 eana Dispel dice
agunst all spells thar affece tum or the wal he is with
40 s,

Cluak of Beathers (enchanted ifemj Skink on foor anly, Model
ﬂnﬂrﬂhlﬂmnﬂmiﬂlﬂl St

hmﬂud{anﬂwmdnun]:unu-ﬁzmenmm.nuuﬂ

- the start of the bartle. All ansaved wounds cansed by dwe bearer un
,. e nominated tarpen are doubled . 20 pis,

Hﬁembomﬂnnfnumy:MJmmmn:
, Limndman arny's poal of magic dice i each plyer's tum
20 ps. i Mo L

Jagmar Standard (maglc banper): The wiit pucsses an extra DE*




HIGH ELVES

High Elves come from the mystic isle of Ulthuan, 2 hidden mealm
far out to sea that almost 0o others have visited.

Champlons, Musicians & Standard Bearcrs
Any unit of ool roops in the army (except skirmisher) may
upgrade a model o a Champion. musician or standard bearer
for +10 points each. Any unit of cavaley may upgrade a model
to a Champion, musictan or stancard bearer for +15 points
each. & Champion will have +185 if the unit he s with s
equipped with bows or longhows, athersise he will have + 14
A sandard bearer from the following units may carcy a magic
banner worth up to 50 points: Phoenix Guard, Swordmasters,
Dragon Princes, White Lions or Handmaidens,

Special Rules
“‘Ihe following special rules apply to the High EIf army.

* High Flves on foot and armed with bows or longhows can
shoot in ane more rank than 5 normeally allowed,

* High Elves on foot may fght with spears in three ranks. See
the Weapons section in the Warhammer rulebook.

* When fghting against Dark Elves all High Ebves muy re-roll
failed Psychology tests (note that this does not include Break
LER1S)

* High Elf wizards get +1 to their dispel roll against any enemy
magic. This is not cumulative, 80 an sy with two wizasds will
still only get +1 o dispel, However, this boous may be
combined with bonuses from magic items. High Elf witmands may
uum:,rlutrufmag:h:ﬁﬂm the Warhammer rulebook.

LORDS
ELF PRINCE ..... . 110 points per model
ARCHMAGE .....ccrvecmerrermmerssssnnenee. 2200 points per model
M WS BS ] T W 1 A Ld
Elffdince 5 27 &6 4 4 3 B 4 10
Archrosge % 4. 4. 34 F0 8 i =
Elven Steed 9 3 1] 3 5 1 4 1 5
Pegasus 8 i 0 3 i 3 o k] [
Griffom [ 5 1] 5 5 4 5 4q I
GiearBagle 27 50 00 AT 4 A & @08
U'nicorn Q 5 1] 4 4 1 é 2 jii]
ot SR TR RIERRE i T SRS . TR

Equipment; Hand weapon. An Archmage may not have other
equipment except barding for his steed. An EIf Prince may have
an additional hand weapon (+& ps), Great weapon (+6 pos),
spear (+6 pis) or halberd (+6 pts). He may also carry a
lomgbow -+ 15pes). He may wear light armour (+3 pis) or heavy
armaonr (6 pes), and may cacry a shicld (+3 pas).

An Elf Prince may ride a Dragon (+320 pts), Great Bagle (+50
pts) Pegasus (+50 pts) oc 3 Grillon (200 ps). An Archmage
miay ride a Pegasus (450 pts), Great Eagle (+50 pis) o Unicomn
(+55 pts). Any EIf Lord may ride an Blven Steed (+18 pis)
which may be burded {(+6 s} Il a Frioce B ascunted he asy
hawe a lance {+6 pts).

An Archmage or Prince may rde in a charior chosen 48 normal
fram the Special units secton of the army list at the cost shown
there. He will displace one of the crew

Special roles: An Archmage is a bevel 3 wizard. This may be
Increased o level 4 at a cost of +40 poins. A character riding a

Diragon coends as 1 Lord cholee and 1 Hero cholce. A Dragon,
Pegasus, Goeat Eagle and Griffon can /. A Griffon is a farge
target and causes terror. A Dragon is a lerge farget, canses
PovEor, has & 34 ainaenus aave arpd becatlea 53 e, A Uhelvnn
gets +25 oa the nuen it charges. A Undcorn also gives des cider +2
Diispeel dice against cach spell that affects them and the and they
are with.

HEROES

COMMANDER .....coocnrrasmrssnnrns ... 65 points per model

. T O 65 points per miodel
M WS BS 5 T W I A Id

Gomminds 5 6 6 4 3 2 7 3 9

Mige T e T e e A T

HvenSteed 8 3 O 3 3 1 4 1 5

Eguipment: Hand weapon, A Mage may ot have other
equipment except barding for his steed. A Commander may
have an additional band weapon (+4 prs), Great wespon (+4
pts), spear (+4 pes) or halberd (+4 pis). Be may also casry a
losghow (+10 pes). He may wear light armour (+2 pis) or
heeany armour (+4 pis), and may carry a shield (+2 pw).

An Elf Commander may ride a Great Eaghe (+ 30 pis) or Pegasus
{450 pas). Any Elven Heso muy ride an Elven Steed (+12 pis)
which may be barded (+4 pts). If a Comimander is mounted he
may have a lance (-+4 pis),

One Elven Commander may be upgraded to a Bartle Standand
Bearer for +25 points. He may carry any magic banner (no
points Hmis), but if he does s0 be may mke no other magic
items. He may not be given any extra ecuipment except light or
heavy armour and barding for his Steed. A Battle Standard
Bearer may not be your army general, nor may he ride a fying
creature,

A Hero may ride in a chariot chosen as nonmal from the Special

units section of the areay Lise at the eost shown there, He will
displace one of the crew:

Special rules: A Mage is a level 1 wizand, This may be increased
oy Jevel 2 ata cost of +40 points. A Great Eagle and Pegasus can

Jiy.

CORE UNITS
SPEARMEN ......cccovinmriaammassssian: 10 pods per mndel
ARCHERS ......oooommrs s 1 POinES per model
LOTHERN SEAGUARTY ....oooeeervarannns 15 points per model
M WS BS § T W 1 A 14
Spearman 3 20204 4 3 3 1 5 1 8
Archer 5 4 4 3 3= LIRaf o
Seaguard 5 4 4 3 3 1 5 1 ]

Unit Size: [0+

Equipment: All have a hand weapon. In sdditton, Spearmen
have 2 spear, light armour and shicld. Archers have 3 longbow:
Scaguard have spear, light armour, shield and bow. Archers may
be given light armour (+1 pi). Spearmen and Seaguard may
replace their light armour with heavy armour (+1 pt).

SILVER HELMS 19 paints per model
M_ WS BS S T W I A ld

Silver Helm 5 3 4 3 3 i 6 1 B8

oo b B . S - T (S P e b b




Uit Size: 54
Equipment: Hand weapon, lance and light armoar, Rides an

Eiven Sceed. May have shicld {+2 pu), upgrade to beavy grmour
{+2 pts) andsor have barding for their steeds {+2 pes),

SPECIAL UNITS

01 LUNIT OF FHOENIX GUARD .......... 11 points per maoded
-1 UNIT OF SWORDMASTERS ... 12 points per model

M WS BS 5§ T W 1 A Id

PorxGed 5 $ 4 3 3 1 6 1 B
LT LA P S TEVERE N I I St

Tinbt Skwe. 104

Equijdnent: Hand weéapon and heasy armowse In additon,
Fhoendx Guard have 3 balberd and Swordmassers have a
Greatswornd,

Special rales: Swordmasters strike ficst if they charge and in
Inkttative order in subsequent rounds

SHADOW WARRIORS 15 peinis per model

M w3 ‘“_5 IT® 1 A 4
SV 5 4 P SR R G St
Unir Size: 515

Equipment: Hand weapon, bengbow snd light anmour. May
hewe shield {+1 pa).

Special roles: Shadow Warrlors are socaets, skirminh and bate
Diark Blves.

ELLYRIAN BEEAVERS ..o.cimimmimmiai 17 polnts per model

M Ws BS § T W I A Id
Hiiaa e 5 i 4 3 3 1 5 1 B
Ehven Sered O 3 8 3 3 Rl o 5=
Unlt Sire: 4+

Equipment: Hand weapon and light armour. May hive spear
{+1 pt) or bow (+5 pos), They ride Elven Steeds,

Special rules: Ellrizn Heavers are f@st cepaiey,

TIRANOEC CHABRTOTS e, T8 poings per model
M Wi B8 & T W 1 A 14
Trunee Chaniar - . . 5 i 4 - - -
Crew - 5 &P - - % 1 B
Elven Seeed 9 3 - 3 - . 4 1 -

Undt Sdze: 1 charior with 2 crew, pulled by 2 Blvon Steeds. You
may take up to 2 Timnoe Chardots as a single Special choice

Egudpameit: The dhaciol has an dnnour save of 54, The crew
bave hand weapon, spear and Ionghow, Tiranoo Clardots may
have: scythed wheels (+15 prs).

MACIC ITEMS
You may choose magc hwﬁ-:uaﬁmmvum
hmumhﬂ:um--mmm \ .
hmwmm-nmwmwu
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0-1 UNITS OF DEAGON PRINCES ... 27 points per model
M _Ws B 8§ T W_ I A id

Dogofice 5 5 4 3 > 1 & 1 4
mwﬂk-i SR R R AR Yl iy [

Undt Size: 5+

Equi Hand weapon, heavy armour, shieid and lance.
qurndehmlnd Elven Steeds.

RARE UNITS
-1 UNITS OF WHITE LIONS ... 15 points per mosdel

. M WS B S5 T W 1 A Ed
Whine Lion % 5 4 4 3 1 5 1 B

Equipment: Hand weapon, besvy armoar and Grear sxes. May
bave shdelds {+1 pr). White Lions wear llon peles thar give them
an additional + 1 to their armous save aguing missile attacks.
Special rubes; The Geeat axes of the Whike Ligns do D3 wounds
per wounding hit. As long as the geoer: is leading the White
Liona they are sfhubborn.

(-1 UNITS OF HANDMAIDENS OF THE EVERQUEEN
....... wemies 1B podnvts per model

. M W5 B & ¥ W_I A Id
Haodmaden % [ 5 3 L] 1 5 1 L]

Lindt Size: 104
Bardpmeas: Hand weapon, longhow, spear and bght armour.

REPEATER BOLT THROWER ... H) pivies per inodel
. M W5 BS S5 T W 1 A Ld

Repeater - L 0 - 7 3 . iz -

Crew F L R B ] ] S 4EL ]

Uit Siwer 1 war machine wich 2 High Elf crew: You may rake up
o 2 Bepeater Bolt Theowers as a single Fare chodoe,

Expui it: Hand o and Hght armour,

Special Ruoles: May either fire 3 single bolt or a sabvo of 6, A
sdugle laghi works cracl) as described 0 e MERO0E. A salvo
mugt be fred ata singls meget, Roll wo hit § tmes 2t 54 with &
-1 save. Baolgs fired in a salvo do not pensirane ranks,

GREAT EAGLES ...
M_ WS BS & T

Greubgle 2 % 0 4 4
z

Umit Sipe: 1. You may ke up m
Special choice.

Special rules: Great Fagles can Ty,

50 gai
I A _ Id
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DARK ELVES

Thie evil kin of the High Elves hodd sway over the bleak fand of
Magarroth. It is 2 confident general indecd who leads his men
against these vile torturers and risks the agony of thelr dungeons,

Champions, Musicizns & Standard Bearers
Any unit of foot troops in the ammoy (except skirmishers) may
upgrade a moddel 1o 3 Champion, musician or standard bearer for
+10 podnts each. Any uwnit of cavalcy may upgrade a model o &
[:I'lampdnn, musichin or standard bearer for +15 Jeiile each. A
Champéon will lave + 185 if the unit be s wath & equipped with
repeater crossbows, otheroise he will have + 1A A standard bearer
from the following units may carry 2 magic banner vorth up to 50
points: Cold One Enights, Execotioners or Black Guand of
Magganoath,

Special rules

The following special rules apply to the Dark ELf army.
* Dwark Elves ate High Elves.

* Dark EIf Sorceress and Sorcerer Lords get 41 to the ol of each
of their own casting molls,

+ Dark Elf wizards may use the Shadow, Fire, Metal and Death loses
of magic from the Warhammer mlebook.

LORDS

110 points per maodel
220 points per model

1d
Y]

Drark Steed 3
Dhark Pegasus 8
Black Dragon &
Equipment: Hand weapon. A Sorcerer Lord may not have ather
equipment. & Dark Lord may have an additional hand weapon (+&
s}, Geeal weapon {+6 pis), spear (+6 ps) or balbesd (+6 ).
He ray also carry & repeater eroasbaw (+ 12 prsh. He anay weas light
armour (+3 pts) or heavy armour {+6 pts), and may carry a shickd
(+3 pd).

A Dark Loed may ride a Black Deagon (43520 prs) or 2 Dark Pegasus
{+50 pts). A Sorcerer Lord may ride a Dark Pegasus (+50 pis). A
Dark FIF Losd may ride a Cold One (430 pes) o o Dark Steed (+138
). A Dark Steed may be barded (+6 pes). I he is mounted be may
have & lance (+6 s},

Special rules: A Sorcerer Lord 15 & level 3 wizard. This may be
increased to level € at a cost of +35 points. Cold Ones cause fear,
are subject to stupldity and give theie fders a +2 modifier to their
armour save, A character riding a Black Dragon counts as 1 Lord
chodce and 1 Hero choloe. A Black Dragon and Dark Pegasus can
JTr. A Black Dragon is 3 large terget, causes ferror, has a 3+ armour
save and breathes 53 fumes.
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DARK ELF COMMANDER ..ooooeoeee - 65 points per model

95 points per model

M W5 BHS 5 _'I' w I A Ld
DakElfCom. 5 & & 4 % 2 T 3 &
WELBlHg S 6 & 4 37w om o9
Assassin 6 g 9 4 3 2 1 3 10
o~ R O N gl e T S T SR
Cold One B 3 n 4 4 1 1 2 3
Dk Stead O R TR TS

Equipment: Hand weapon. & Mage may not have other
cquipment. A Dark EIf Commander, Winch EIf Hag or Asssssin may
have an addidonal hand weapon (+4 pis), Great weapon (+4 pis),
spear (44 pes) or halberd (+4 pts). He may also carry a repester
crosshow (48 pts). He may wear light armour (+2 ps) or heavy
armour {+4 pis), and may carry a shield (+2 pt).

A Dark EIf Commander or Which EIf Hag may ride a Dark Pegasus
(450 pas). Any Dark EIf Hero except an Assassin may ride a Cold
Ome (+12 pes) or 2 Dark Steed (+12 pis). A Dark Steed may be
barded {+4 pe). If a Dark Ef Commander or Witch EIf Hag is
moumnted they may have a lance (+4 pis).

One Dark EF Commander may be upgraded to a Banle Standard
Bearer for +25 points. He may camy any magic banner (no points
limein), bt if he does so he may take no other magic items. He may
not be given any extra equipment except light or heavy armour and
barding for his Dark Sieed (nof Cold One). A Batte Sandard
Bearer may not be your anmy General, nor may he ride a fiying
Crealure,

Speclal rules: A Sorcerer bs a level 1 wizasd, This may be Incressed
1o bevel 2 at a eost af +35 poins. Witch Elves are subject wo frevey
and make podsoned attacks. Cold Ones cause faar, are subject o
stupidity and give thedr rders a +2 modifier o their armour save.
A Drark Pegasus can [Ty,

Assassing start the batile hidden inside any Core unit of roops.
Make a note of which one before the armies are deployed. The
Assassin may be revealed ag the start of any Close combat phase
Remove one Dark BN in base contace with the enemy and replace it
with the Assassin. The model the Assassin replaces is removed from
the game. The Assassin always strikes frst on the tum he is
reveuled, even if the enemy charged, The Ld of an Assassin is never
used for the unit 1o test on. The Assassin makes podsemed aftacks.

CORE UNITS
DARK ELF WARRIORS ...ocoeveecremrenecens .. 7 points per model

M WwWs BS 5 T w I A Ld
‘Warrior 5 4 4 5 3 1 3 1 8

Unit Size: 104

Eguigenenit: Hand weapon and light armour, May have a spear (+2
pes) or a repeater crosshow {+5% pis). May have a shield {+1 pe).

CRTY GUIANDY ... ..o e s 9 points per model

M WS BS 5 T W 1 A Id_
City Guard 3 4 4 3 3 1 5 1 a
Unit Size: 10+

Equipment: Hand weapon, spear and light armour. May replace
their spear with a repeater crossbow (+3 prs). May have 2 shicld
(+1pt.

Special rules: A City Guard regiment may indude 2 misoare of
wroops armed with spears and repeater crossbows. As the models
are armed differentdy, you will have w remove casoalties from the
closest rank o the enemy rather than from the back.




Corsale 5
Umit Sdze; 10+

Equipment: Hand weapon and Sea Dragon cloak May have
additional hand weapos (+2 s} andior repenter crogshow
+9 pus).

Special ruless The 53 Deagon cloak gives the Corszirs @ 4+
AFTEANIE S,

DARE BIDERS 17 points per

M Wi B3 83 T W I A 1a
TR i . = S . : A 2
DckiBeecdd - 300 -8 3 L 4 "1 %
Umit Slee= 5+

Eguipment: Hand weapon and light armour, May have spear (+1
PT) andor repemer coossbow (47 pis).

Special rules: Durk Riders are fosr cavaty,

SPECIAL UNITS

Uit Skme: 5+

Equipment: Hand wrapon, heavy ammour and shisld, May ko
lance (+2 pes) andfor repeater crossbow (+7 pus).

Special rubes: Coldﬂnuumh.mﬂln}:ﬂm%md
give thedr ciders & +2 modifier so thelr amsour save.

SCOUTS 14 poinis per model
e M WS BE 8 ¥ W I A Td
e = 4 4 3 3 1 5 1 8
Undt Skwe: 512

Equipmsent: Hard weapan and repesies crossbow:. May have lghs
armour (+1 pa).

Special rales: Dark BIf Scoues are seonts and sinirmish,

Wich EIf 5
Unkt Sire: 10+

Equipment: Tro hand weapons. May have Bght aomosr (+1 pe).
Special rales: Frevizy, polroned attacks.

o B2 points per model

M Wi BS 85 T W 1 A _Id
Harpy 4 3 L] d 4 1 2 1 [
Uit Skee: 310
Egqmipmment: Nome

Spocial rales Fipmg anit. They may oo b ded Ly chugusicos
andd cannot wse the Genesal's Leadership,

-1 EXBCUTIONERS .o e 13 podnts per model

-1 BLACK GUARD OF NAGGAROTH .... 11 podnts per model
M WS BS 5 T W 1 A 14
Bzecugioner 5 5 4 4 3 1 5 1 4
BockGaard 5 5 - 4 4 ¥ | e 1.8
Unit Size: 10+

Bguipmest: Boh bave hand weapon and ey armour. In

sdition, Exerutioners carcy 3 Geoeat axe and Black Guard carry
hakerds

Special rules: The Executioness' Great axes canse 03 wounds per
unsaved wound

RARE UNITS

EEPEATER BOLT THROWER ... —~ 100 points ser model
. M W BS S5 T W I A Id
Repeater - - . - s 3 - . -

P B R N TR S N o [ e |

Unit Slxe: 1 war machine with 2 Dark EIf erew. You may ke up
1o 2 Repeater Balt Thaowers x5 & single Rare cholce,

Eguipment: Hand weapon and light armoar

Special rules: May cither fire a sngle balt or 8 salbvo of 6. A single
bolt works exactly as deserlbed i the rulebook. A salvo must be
fired at 2 single wrger Roll w hit § dmes ar 54 with & -2 save. Bolis
fired In 2 gabve do not penetrace ranks.

0-1 CAULDRON OF BLOOD ... 125 polnts per model

M WS BS & T W 1A id
Cauldron i IR R aThntie i
eHEY 3 6 4 3 3 1 5 1 %

Unit Size: 1 Cauldron with 3 Wich EIf gagrds
Equipment: 2 hand wespons and Eghe armoar,

Special Rules: War maching. Any Witch EIf model that i fipghting
within 18" of the Cauldron gets +1 A 08 the tum they charge. Al
Witch Elves within 18° of the Cauldron get 2 6+ ward save, The
Cauldron cannot be harmed in any way, tough the guasds may be
killed. Disoount all shoating artacks that hit the Cauldroe. None that
the crew never abasdon the Cauldron even shough they're
freszied

MACIC ITEMS
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e the Ioflowa g Yo snctioy ¢ com e magi; ey
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wmastzpicd i [, moundy 70 s,
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WOOD ELVES

To the Wood Elves, their forest home of Loren is a sacred place.
They guard it with all their stréngth and cunning, leading
invaders 1o their doom in the darkest mngles of the thickest
wocds,

Champions, Musicians & Standard Bearers

Anyunit of Glade Guard or Archers may upgrade a model to a
Champion, musician ar standard bearer for +10 points cach.
Any unit of Glade Riders may upgrade a model to & Champion,
musiclan or standard bearer for + 15 poins each. A Champion

will have + 185 if the unit he is with is equipped with longhorers,
atherwise he will have +1A A standard bearer from the

following units nuay carry a magic banner worth up o 50 podns:
Glade Guard, Glade Riders.

Special Rules

The following special rubes apply 1o the Wood EIf army
» Wood BIf longhows have a -1 save modifier.

* All units in & Wood Elf Army (except Ayers and chariots) move
at narmal speed through woods,

* Level £ Mape Lords may wse any lore of magic from the
wartammer rulebook. Lesser Wood EIF wizards may use Beasts
and Life lores.

LORDS

FOEEST LOBRIY ooeienccciinamianiinns saenan 110 points per model
MAGE LOBD  .....cccnmmmmmmmnmmammsrerrs 20} points per model
M_%5s BS S T W _1 A 14
EIf Lowrdd 5 T & 4 4 ] 8 & 10
Mage Tord 5 + 4 3 4 3 5 1 9
Elven Steed 9 3 ] 3 3 1 4 i 5
Pmilipn 6 26 2O & & & 3 5 4
GrestBagle 2 5 O 4 4 3 4 2 &8
Umieenn 9 5 1] b o 1 [ F] 1]

Equipment: Hand wespor. A Mage Lord may not have other
equipment except barding for his steed. A Parest Lord may have
a spear (46 pis). He may also carry javeling (+9 pas) or a
longhow {(+1% pts). He may wear light armour (+3 pes) and
meay carry & shield (+3 pis).

A Ferest Losd may elde a Forest Dragon (+320 pts) or 3 Great
Eagle (450 pis). A Mage Lord may ride a Unicorn (+55 pts) ar
4 Geear Eagle {(+50 pts). A Forest Lord or Mage Lood may ride
an Elven Steed (+18 ps) which may be barded (46 pis). If a
Forest Lord is mounted he may have a lance (+6 pts).

A porest Lord or Mage Lood may rde oo charot chosen as
normal from the Special units section of the army List at the cost
shown there, He will displace one of the crew.

Special rules: A Mage Lo is a level 3 wizard. This may be
increased to level 4 ar a cost of +40 points. A character rding 2
Forest Dragon counts 45 1 Logd chodce and 1 Mero cholce. A
Forest Dragon or Greas Eagle can fTy. A Dragon causes ferror, is
a lavge rarget, has a 3+ armour save and beeathes 53 fre. A
Unleorn gets +25 on the e it charges, A Unicorn also ghves fis
rider 42 Dispel dice to dispel each spell that affects them and
the anic they are with,

COMMANDER. ... v mssms s e 65 points per model
MAGE 75 points per model
M WS BS S T W 1 A Id
Commander 5 f 6 4 3 2 7 3 9
Mage 5 4 04 3 4 2 5 1 8
Blven Steed @ 3 0 3 3 1 4 i 5
Great Eagle 2 5.0 5 Ll 4 < el |
Unicogn o@ 5 o 4 4 1 & 2 1o

Equipment: Hand weapon, A Mage may not have other
cquipment except barding for his steed. A Commander may
hawve a spear {(+4 pes). He may also carry javelins (46 ps) ora
longbow (+10 pts). He may wear light armour (+2 pts) and
oy carry 4 shield (+2 pas).

An Elven Commander may ride a Great Bagle (+50 prs). A Mage
muy ride a Unicorn (+55 pis). Any Elven Hero may ride an Elven
Steed (+12 pas) which may be barded (+4 pis). If an Elven
Commander s mounted he may have a lance (+4 prs).

One Elven Commander may be upgraded to a Battle Standard
Bearer for +25 points. He may carry any magic banner (no
points Hmit), but if he does so he may mke no other magic
ftems. He may not be given any extra cquipment except Hpht
armmour, A Battle Standard Bearer may not be your amy
General, aoe taay he ride a vlng coeature,

& Mage or Commander may ride in a chariot chosen as normal
from the Special units section of the army list at the cost shown
there. He will displace one af the crew.

Speclal rules: A Mage is a level 1 wizard, This may be increased
to bevel 2 ata cost of +35 points.

A Great Eagle can ffy. A Unicorn gets +25 on the ourn it charges,
A Unicorn also gives its rider +2 Dispel dice to dispel each spell
that affects them and the unit they are with,

CGRE UNIT

GLADE GUARDY ....ooverrerererimsesscssansnners B poiinis per model
ARCHERS 12 points per model
. M WS BS 5 T w I A Lad
GadcGusrd 5 4 4 3 3 1 5 1 &8
PP C TR IR TR S T T g e o |
Unit Size: 104

Equipment: Glade Guard hawve a hand weapon and spear.
Archers have 3 hand weapon and longbow: In additlon, Glade
Guard may he ghven Hght armoaer (+ 1 pt) andfor shield {41 nt)

SPECIAL UNITS

DRYADS 31 points per model
M WS BS S T W I A 14

Diryad 5 4 3 4 4 2z 4 2 8

Unit Size: 5+

Equipment: None.

Special roles: Flamrable, skirmizh. Their woogh skin gives
them an armowr save of 5+, Dryads are shapeshifrers and in
close combat may choose to assume either the Birch Aspect
{+14), Oak Aspect (+15, +1T) or the Willow Aspect (-1A for
attacking foes attempting to strike the Dryad). All the Dryads in




aumil assume e sarme Aspect and the efeces only apply for the
cose combar phase. They cannor choose the same Aspect in rwo
COMSECULive TUSns,

SCOUTS e 14 poinis per mvodel

M_Ws BS 5 T W I A 14
Som 5 4 4 3 3 1 5 1 &

Linbt Sixe: 5-15
Eynipment: Hand weapon and longhow
Special rules: Wood EIf Soouts are scowds and shirmrish.

WARDANCERS cococaicsciasss s sermreres . 20 points per model

_ M Ws BS 8 T W 1 A 4
Wardancer 3 5 4 3 3 1 & 1 #

Undn 5iwer 5-12
Equipment: Two ki weapons.

Speclal rules: Wardancers shireish, are imemne o

Paychology, and have 3 64 Ward save. Thedr sallsmanie war paint
ghes them an addidonal dice fo dispel any spell that affects
thaen, Each furn in clese combat thoy may choosc oue speial
var dance with the following effects: Wikding Death (+14),
Woven Mist (enemy tikes Ld test or needs é5 o hit the
‘Wirdincers), The Shadows Codl (the Wardancers don't ameck
and may oot be atacked, and the combas IS auodmetcally
considered a dorw) or Storm of Blades (all Wardancers Bght &
siagle enemy moded in comntact with any one of them, the enemy
fight back nermally). You cannat choose the same dance in two
CONSSCULive MIms.

01 WARHAWK KIDERS ..c...cocrcsene 2% poines per model

M WS BS 5§ T ™ 1 A I4d
Bdder 5 4 4 8% 3 1 & 1 A&
f e ST ERERRVES. e FIINS . S s T
Unit Sies 5-10
Equipmnent: Hand weipon, spear and shield. May replace thei:
spear and shleld with a longhow (+4 pas),

Special rules: Fysing unir.

M _Ws BS S T W 1 A 1d
GhleBider 5 4 4 3 3 1 6 1 8

tensteeay 3.0 5. 3. 4 o4 1 08
Ukt Skee: 3+

Equig Hand wezpon, spear and light armour. May
replace their spear with a longhaw (45 ps). May have shield
(+3 pta).

Special rales; Glade Hiders are fasr cavalry.
RARE UNITS
TREEMEN 20 prvinge

w5 B 5§ T W
5 0 ¥ & 3

mond el
Ld
9

afZ
wim §

1
Treemen F]
Tt Siwe: 1
Equipment: None., Doesa't need ammy:

Special rules: Flammable, ciuse fagr, bafe Oros b Gobling.
Thair thick skin gives them a 3+ armour save. In combar they

sy edect b make 2 single 510 attack dokng DN wounds instead
of thelr normal amacks. If they lose a round of combat. bur do
et gulffier any wounds thar Close Combat phase, they ane not
required o take & break test.

M ws B § T W 1A 1d
Waywatcher 5 4 3 3 3 1 § 1 @&

Unit Sdre: 510

Equipment: Hand weapon and longbow:

Special rules: Waywatchers are scouts and shiemizh In
addition, If the wnit is etirely nslde @ wood it is hidden. This
means st an enemy unic must ol 44 i ooder to be able 1o
mmmmwamummmm«ym

choose a different carget I the Waywatchers Bght in close
combat in a wood they get + 14 on thedr flest muem.

CHARIOTS 75 points per model
_ M Wi RS 5 T W 1 A Ld
CREME = ” s e O W S R
Cirow, v STy A S e Sl s A LT g e

Ehven Stmed® 2 B R T R
Uit Sires 1 charboe with 2 crew, pulled by 2 Biven stesds, You
may take up 1o 2 Charions as a single Rare cholee,

Equipment: The chariot has an armour save of 5+, The crew

have hand weapons, spears and longbows, May have scythed
wheels (15 pas).




BRETONNIANS

Tothe west of the Empire is the proud land of Bretonnds, 1t is
rulzel with honour by its noble king and his waliznt krighss.

Army Composition
The Bretonnian army wses the following rescricions for oy
selection instead of the ones a1 the sant of this book

Army Value Characters Lords  Core  Special  Rare
< 3,000 3 0 2+ 03 1
20002 000 T ST B S -
30003, 954 7  opw2 4+ 04 03
#1600 2 M #T0 +1 +1
Champions,

Musicians & Standard Bearers

Ar unit of foot troops in the army (cxocpt sikdrmishens) may
uopgrade a model to & Champlon, musitan or standard hearer
fior + 10 points cach- Any undt of cavaley may upgrade 3 model
o i Champion, musiclan or standard bearer for +15 podnes
cach. A Chamgos will kive +1B5 if the unit he is with is
equipped with baws or langhows, athervise be will have + LA,
A sandird bearer from the following uniss may carey a magle
barner worth op 10 50 polnts: Kndghts Brcant, Krights of the
Redlm, Questing Enlghis, Grall Knbghis.

Special Rules

The following specal rules apply 1o the Beetonnian anmy.
= Beetonndan knights never get rank boous.
* Hrewnnnizn warhoeses do not suffer -1 Movement for barding,

* Erctonnian KEmghts {(Enights Ermant, Knights of cthe Realm,
Questing Knaghts and Gradl Kndghts — not mounted Souines)
abways use 2 gpecial formation called a lance. This has 1 moded
in tae fis vank, 2 in the second, 3 in the third, and s0 on. When
it charges it stops as s00n as the first model contacts the enemy,
and all the models in the charging unit ght (s long as they
havs an enemry model directly in frone of them). Individoal
Eenighas fight a5 if they were in bage-to-base contec with the
enemy model{s) directly in oot of them (even if there s
anatber knight berween them and the enemy). Entry models
may fight back against any knight that could astack them. The
enemy may Hght with any models that are physically ioucking
the knights, plus ont more for each two knights who are
fighung, bat not sctually in base contact. If your opponent
sarvives the first round of combat and dots not break, you lose
the formation and reform lke skirmishers nio “normal ranks,
In this formation only modcls in base coneact Bghe, Remember

The arc of sight, as well as the fiont, fank and rear arcs of the
lame as 8 whole, are consadered to be the same as those of the
minlels in the widest complese rank. If the Knights are charged
ther form I nosmal ranks and Fles facing the enemy thar just
chayged them. This is done in the same way as [brming up 2 undt
of Ydrmishers. The enemy will get the nommal +1 or +2 for
flark or rear changes. You must reform (8 per the normnal rules)
in crder fo resdopt lance formaton in the first teen the wndn is
free bo o s '

Characters whe have joined a lance fight aceording w the above
rules. Characters sre aloays placed on the ouwsides edpe of the
lanwe, us closs b0 the o &5 possibile.

= Ithe Bretonnian army would move first in the banle they may

* Bretoanlan wizasds may wse the Beasts, Fiee, Metal, Lifc,
Heavens amd Light lores of magic from the Warhammer

rulebook.

LORDS

GENERAL 10 points per masdel
WIZARD LI 175 § per madel
L M Wi BS 5§ T W L A Ed

Gmoeal 4 6 5 4 4 % & 4 9

T T T SR e T S F S S Y

Warhorse 8 3 L] L] El 1 S 1 E

Hippoglf € " 87 00 8 8 d s gy

Fepgasus 8 3 0 4 4 a 4 2 &

Ucom 9 578 4 &1 6 T

iy hive 2 Grest weapon (+ 6 pis). He may wear heavy armour

PALADN e TO puiints per model
WIEARD .. G0 points per il
s M WS B 8 T W 1 A 14
Paladin 4 5 3 4 4 2 5 L]
W T T TR T T R
Wirhorse 8 3 1] 3 5 1 3 1 5
b - R FRE Rl | I B L A B e

Egulymoeat: Hanl woymm, A Wicasl sy men have oter
eqquipment exoept banding for ber steed. 4 Paladin may have 2
Great weapon (+4 pis). He may wear heavy asmour (4 pis)
and] may carry a shickd (+ 2 pis).

A Paladin may ride & Pegasas (+50 pta). A Paladin or Wizerd may
ride a warhorse (+10 pes) which may be barded (+4 pta). I a
Falgdin & mounved he moy have a lance (44 pis).

One Paladin may be upgraded 1o a Banbe Standand Bearer for

+25 polnts. He may sy any magic bannes {no polacs Himin,
bt if he does 5o he may mke Bo other magic ems. He may not




be given any extra equipment exoept light or heavy anmour and
bearcting for bis horse. & Bastle Standasd Beaser may not be vour
army General, nor may be ride a Gying crearure.

Spocial rabes: A Breionnian Wizard is a level 3 wizard, This my
be Increased to level 2 at a cost of +3% poims. A Paladin is
impmume fo paric. A Pegasus can )Ty,

CORE UNITS
ENIGHTS ERREANT oo s
ENIGHTS OF THE KEALM

M WS HS
Enighet Errant 4 E 3
EeghtefResin 4 4 3
Warhorse 8 3 L
Umdr Siwe; 54

Equipment: Hand weapon, lince, heavy armour and shiekd, Al
Enighta ride barded warhorses.

Special Rules; Ignons panic caused by breaking or fesing units
thait are not Knights.

MEMN-AT-ARMS ... v 3 piOints per model
BOWMEN ._...oeero o seseermermssmsenas 8 poines per model

M Ws B § T w1 A 14
Man-atarms 4 3 3 3 k3 1 3 1 7
L RS AT KR BT SR TR SR TR e
Undt Siee: 104

Equipment: Hand weapon. Bowmen also have s loaghow: Mea-
al-arma may have spear (+2 prs) or balberd {(+2 pes). Men-ar
arms may have Hght armour (4 1 pe) and shicld (+1 p3).

SPECIAL UNITS

SQUIRES e 4 points per model
M WS BS % _'r . ST SN L I
Squire i 5 3 3 3 1 3 1 7
T N T T S S | M
Undt Size: 10+

Bquipment: Hand wespon. Squires may be mousted on
warhorses (+7 pta). if on foot, Squires may have either spear
(+2 pt) or longhow (+5 ps). Il mounted, Squires ey have
spear (+1 pa), bow (+4 pash anclior shield (+2 pas).

Special rules: M Squires sme on foot they are skirmisbers, If
mounied they ane fos cavalry.

QUESTING KNIGHTS ... o i 351 poings per mwodel
-1 UNITS OF GRAIL KNIGHTS ..._...... 36 points per model
—_—— M W5 B B T w 1 A 14
Quest Knight 4 & 3 4 3 1 4 1 B
Gall Krughst 4 ¥ LR 1 1 4 -3 b
Warhorse B 3 o 35 1 1 o1 5
Unmbt Size: 5+

: Hand weapon, knce, heavy armour and shield. All
Knighrs rice barded warborues.

Special Rules: Cuesting Knights are iomeume fo panic. Grad
Enights sre dsemane lo phychology.
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CHAGOS DWARFS

Far to the east In the ash-strewn lands of the Chacs Dwarfs lie
the towers of EZharr Magprond. In thess blackened spives the
Chaoy Drwarfs ploc their overtheow of the west and their
eventual dominion over the warkd,

Champions,

Musicians & Standard Bearers

Ay unit of loot roops or Hobgoblin Wollboyz in the anmoy may
upgrade a model o a Champion, musiian or sandard bearer
[ + 10 points esch. Anv unit of Bull Centauss in the army may
upgrade 3 model o a Champion, musician or sandard bearer
fae 415 points each A Champion will have +1A A standard
bearer from the following undts may carry a magic banner worth
up to 50 pounes: Cheos Dward Warriors, or Bull Centaurs.

Special Rules
The fpllowing specal nues apply to the Chaos Deard army

* Chaos Dmards anly Bec or pursue 206-1° instead of the
rormeal 2I4°

* The Chaos Dwarfs can wes blunderbuses & unit with
Elundesbusses muay move and fire in the same om. When they
shoot they project 4 Slire zone’ the width of the wndt and 12°
straight foeward. Any model within this & a posential wnges and
is hit on a 44, The only exceptions st models behind
earemely substantial cover soch 2 2 hill or a bullding, Models
behind walks or in woods are hit as normal. His are resolved at
%3 plus 1 per extra rank up to 55, Ranks count if ag keast 4 wide,
Asingle character in the front rank will not effos the unit's fire.

# Animnsite Boll at the end of the Start of the Tern phase for
each wnin of Hobgoblins, Oee Boyz, Gobline and Sneaky Gies. On
@ 26 they are QK and do what you want, on a 1 they squabble
amvongst themsedves and do nothing this nam.

= Chans Dwarfs and DBull Cendgurs lgnoee panic esi for
breaking and Necing Orc and Goblin units of 2l types.

= Ores of &l types Ignose panic wesis for beeaking and Beetng
Coblin units of all iypes

= Al troops ignoce pamc tests for breaking and flecing
Fobgoblin units excepr atber Hobpobling,

* Chaos Dwasf Wicards may usc the Fire, Mesal, Shadow and
Ceath lores of magic from the Warbammer nalebook.

LORDS

SORCERER LORD ..oeoroerersscersminvesmas 190 pinis per meodel
01 BULL CENTAUR LORIY ....o.c.oooeieee 170 poinis per model
M W5 BS 5 T W [ A Id
ChosDwelod 5 7 4 4 3 3 4 4 10
TR R R O R R R R G ]
Bl 8 & 3 39 3 3 8§ =5 g
Gaitms § % 0 ¢ 8 4 & ATy
Lmmasu & ] i} 3 5 4 x 2 a

Equipment: Hand weagon. 4 Sorceret Land may not have other
emipment. May have an addidonal hand weapoh {+6 pis) or
Great weapon (46 pta). May have light asmour (+3 pts), heavy
armenur {+6 pos) andiéor @ shield (+3 po).

A Chaos Dwarf Lood may dde a Great Taunes (+2350 pis), A
Sorcerer Lond may ride & Lammase {+ 200 pis),

Special Rules: A Sonoomer Locd 8 a level 3 wismed, This may be
imcreased to bevel 4 at 2 cost of +3% poines, Grest Taurus and
Lammasu are farge tarpets, cause perror and cam /Ty, A Grear
Tawrus i imeung o Grebased attacks, has o 4+ asve and
breathes 53 fire. & Lammasu gives its rider +2 Dispel dice
dispel each spell thar affects them.

HEROES

CHADS DRARF HERD .....o.ocovevenermes 60 points per model
CHADS DWARF SORCERER ............. .. 65 points per model
BULL CENTAUR HERC 104} points per model
NOBGOBLIN HERD ... i 40 points per model
o, M _ WS BS 5 T W _ I A id
OGmfwdien3 6 4 4 4 2 3 3 10
LT ey S R R e B e Ea s
Bllnien® 5 3 4 3 2 4 4 9
Hobgeb e d % L R SRR Gy [ P e
Walf ] 3 L] - | 5 3 1 3

Bguipment: Hand weapon, A Sofceser may not have other
equipment. May have an additional hand weapon {+4 pes) er
Gt weapom (+4 pis). May have light armour (+2 pts), hemy
armour {+4 pis) andior & shield (+2 pts).

A Hobgoblin Hero may gde a wolf {+ 12 pis),

Qe Chaos Drward or Bull Centaur Hern may be upgraded o a
Battle Smandard Bearer for +25 points, He may carmy any magic
banmper (mo poins Hmit, bt iFhe does so he may take no other
magic items. He may oot be given any extra equipment except
Light or heavy armour. A Jatde Standard Bearer oy not be your
army General,

Special Rules; A Sorcerer is a level 1 wizmed, This may be
increased to leved 2 ac a cost of +35 points.

CORE UNITS

CHAOS DWARF WARRIORS ...\ reporeeee P peislints per model
- M Ws BS 5 T w 1 A ILd
Waror 3 4 ! 3 4 1 2 1 9
Umir Sieer 10+

Equipment: Hand weapon, heavy armour and shield, May
either have a Great axe (+32 ps) or replace their shield oith a
blunderbuss (+3 pes)

HOBGOALING . v smsasn s ssmisesa 2 points per misdel
. M WS BS 8 T W I A id
Hobgoblin 4 3 2 3 3 1 1 6
. e B It T s e o e o

Uit Siges 104

Equipment: Hand weapon, May have bow (+3 pis), May have
Hght armour (+1 pt) ardior shicld (+1 po), May ride wolves
{+9 pas),

Special rules: INPORTANT Hobgoblins do not count towands
the minimum number of Core anits required in the asmy de you
miust have some undts of Chaos Dwarf Warsiors regardbess of the
number of Hobgobling present.

If Hobgoblins are mouried an waobves they are fast cavairy,




See the entries in the Orcs & Gobling Hst.

» M WS BS ] T w 1 A Ld
Dieath hocley - - - - 7 3 - i

Crew 3 L] 3 3 k] 1 z 1 k]
Unde Size: 1 war machine with 2 Chans Dwarf crew;
Equipment: Hand weapon and heavy armour.

Special Fules: Treat as a stone thrower in the rulebook with the
following exceptions. You may only gucss up o 48" for range.
Use the cannon misfire table If you roll & misfire and an arrow:
However, if you roll a hit and a misfire the rogket hits the
ground where you aimed and then shoows off in 2 random
direction before exploding, Roll 404" for the distance the rocket
meves (in the direction of the arrow on the hit symbol), and
resolve the explosion there, It does no damage where it lands

originally
-1 UNITS OF BLACK ORCS
See the entry In the Orcs & Goblins list.

HOBGOELIN BOLT THROWER .......... 30 points per model
i M WS BS ‘8§ T W I A W
et Thrower - - . 7T ) -

Crew . 4 FEry Fs B e Lo )
Undt Size: 1 war machine with 2 Hobgohlin erew: You may take
up to 2 Hobgoblin Bolt Throwers as a single Special choice,
Equipment: Hand weapomn.

Special rules: See the Warhammer rulebook for details.

SNEFAKY GITS oo nmssasssis: 5 points per model

M W5 BS § T W 1 A Ld
Smenky Gt 4 3 L] 3 3 1 F 1 6
Undt Size: 10+

Equipment: Tao hand weapons,

Special rules: Poisomed affacks. Enemy unit may never lap
round Sneaky Glis. Sneaky Gits may always lap round any
number of models against enemy units regardless of whether
they won the round of combat or not.

RARE UNITS

BULL CERNTALTRS ..........coomemnnremsmnesna 20 points per model

M WS BS § T W 1 A 1d
Bull Cenr 8 4 3 4 4 1 3 Iz 9
Unit Size: 5+

Equipmeat: Hand weapon, Grear axe, light armour and shield.
May swap Great axe for additional hand weapon for free. May

upgrade light armoor (0 heavy armour (+1 pi).

Special rules: Bull Centaurs have a Unit Swength of 2 per
mosdel,

110 poimts per model
w L A Ll
3 = £ 4
; [t 1 1 2

Crew . R W .. T
Unit Size: 1 war machine with 3 Chaoe Dwarf crow

Equipment: Hand weapon and heavy armaour,

Special Rules: Treat as a sione thrower kn the mlebook with the
following cxceptions. You may cnly guess berween 12" and 48°
for range. Use the cannon misfie mhle. In addition 0o normal
damage, roll 2D6 once you have worked out where the shell
lands, Any troops within this dissnce In inches from the cenire
of the wmplate move ar half rare in their next wrm and may not
shoot missile weapons, War machines caught in the area may
only fire on & 4+,

MAGIC ITEMS

You may choose manc irems for your characrers and unin
mqﬁutﬂmmmwwsmmwmmm

m lhﬂﬂlﬂ ul‘ Hl!':l't {nl,ﬁ:. weapon): +285.
mmﬂcmﬂrﬂmummamk
woasnd. 45 pis. - R

wmf&mmn Mo armour sve allowed,
Hmm_m:nmdmmdhhmmrmm
Ainchuding magic armour and shield) is destroved. 70 prs.

Dark Mace of Denth {magic weapony Qe per bagtle
bearer may make 3 smphe special anack instead of rolling w
i, v a5 nirmal. Al models in hase contact {not the bearer's
w@mmmmmmm 100 pis,

.&mﬁm{mﬁ armowr): Gives weare l!-i-
muru-::mumbrﬁmmwdm

Mﬂmmwm] cﬂumumﬁu
amour {4+ ammonr save). 5+ wared gave. Wearer {and his
mount) & immune o fire based arscks and spells. 45 prs.

Talisman of Obsidian (fallsman): Wearer cannot be affected
Iy spelis at all (nog even fnendly spefls), and obviously canno
wast any himself. Wizards in base contact cannot cast spells.
100 pis.

Gaunilcis of Bazhrakk the Croel (enchanted ftem): +15.
if the wearer rolis @ 1 oo hit, this blow dorikes 4 ranchom
friendly model in Base contact mstead This could be his
mount, 20 pts, .

Black Gem of Gnar (enchanted ftem); Can be activated at
the beginnig of either player’s Close Combal phase, after
chitlenges are ssoed and accepted, The bearer and one
mundel in base contact (beares s choice) miy not sttack or be
aftacked for the dwation of thar phase, Work oo combat
ttwlmimunmt ﬂmﬁsmrm:m&dmu Cine use
Dﬂlrﬂ-‘!nﬁ o p o
M#mtﬂmthummmmﬂnn
@ I ar the start of either players Magic phase. Hemove this
many dice trom both player's magic pools, 50 pis.

Banner of Slavery (magic banmer): Ore Goblin and
Hobgoblin undts within 12" of the banner may re-roll any
Futled Prychology tests. 50 pes.




INSIDE YOU WILL
FIND ARMY LISTS
FOR THE FOLLOWING:

* Ores & Goblins » Empire »
* Degemon Hosts »
* Chaos Warrfors = Beastmen »
* Skaven *
* Tomb Kings of Kbenirdi *
* Vampire Counts = Dwarfs
* Lizardmen * High Fives =
* Wood Efves » Dark Elves »
* Bretonmians *
-."Mﬂumrﬁ‘
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