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WARHAMMER FANTASY BATTLE

Warhammer is the game of fantasy bartles In which
painted model armies clash in armed combat on s ablesop
battefield, As well as being a tremendously emertalning
hobby, Warhammer challenges your generalship, painting
abilities and modelling skills. Warhammer players include
dedicated colleciors, accomplished artists and cunning
tabletop generals as well as those who just like to get
together for an evening's gaming.

In addition to fighting banles, players choose, collec and
gradually paint thelr armies, There are endless @etical
options to think about and rv oul against your fors. Yoo
can create battdefield layouts on which to fight There are
mEnY aimes o choose from too: hordes of evil creamires
like the cunming Skaven, the monstrous crestures of
Chaos, or the savape Dark Elves. Pitted agsinst them are
the defenders of humanity: the glittering knights of
Bretonnia and the dark armoured warriors of the Ernipire,
with their sometime aliies the Dwarfs and the Ehes,

The Battle Bestiary describes the races of the Warharamer
World, including stalwart Dwasfs, the ancient and valiant
Elves, brutal green-skinned Orcs, and the unworldly
Undead with their Skeleton legions and Zombies.

It iz sometimes said that Warharamer players spend miore
time planning and paining armies than scually fighting
battles! There is certainly plenty of opportunity during a
quiel evening to plan new armies, paing models, make
scenery and prepare for the next battle. But ultimately
Warhammer is about felding your army against ather

arrmies and other playess.

Meeting other Warhamemer players lsn't usally 2 problem
— you'll be surprised fust how many players there are. 1§
you are lucky there will be 2 Games Workshop store near
yeu, whase you can buy a whole range ol Warhummer
madels, paints, and games. Games Workshop stones ane
more than just shops, though, they are alon hobby centres
where the staff will happly help you leam the rubes, show
you how o paint, and suggest new models for your
armies. Games Workshep staff are also hobbyists whe
paint, collect and fight batles themsebves.

Some Warhamemer players are so enthusiastic that they
eventually come and work for us - either in our shops,
sales office, mail order dzpanment, factory, or the sudio
where our ragazines, games and models are produsced,




WARHAMMER FANTASY BATTLE

THE WARHAMMER BOX

This hox contains the following plastic models, cand cut-
out pieoes, and rulebooks.

20 High EIf Speasmen models

20 High EIf Bowmen models

32 Goblin Spearmen models

32 Goblin Bowmen models

5 Card cut out modals

2 Card cut out and assemble buildings
12 Magic Ttem Cards

& Card Mowement Trays

The Warhammer Rulebook

The Warhammer Battle Bestiary

The Battle of Maugthrond Pass
2 Sumuvsary Sheets for reference

Card templates
Drice

HIGH ELVES AND GOHLINS

The High Etves and Goblins are supplied attached o their
separate sprues. Before assembling the models you need
to carefully remove them from the spries using either 4
craft knife, snips, or even an okl pair of nail clippers, Do
not tovist or try to pull the pieces o detch them, as they
might break, Any scars or marks left on the models may be
gently cleaned off with a craft knife or small file,

BEach mocel is designed o fit into the open diagonal slot
in a square slottabase. We recommend that models are
gleed into their slottabase using a suitable adbesive such
23 polystyrene cement or superglue, If you wish, models
may be posiioned on their sloitabase differently, Facing
forwards, for example. To do this you can either cut open
the sscond slot undemeath the base using a craft knife or
vou can semove the g on the bottom of the model and
glue Its fert directly onto the base.

Mote that the Goblin spearmen will not Bt anto the hase
facing straight forward unbess you either remove of tim
the tab on the bottom of the model. If you are an
Inexperiesced modelier please rememiber that craft knives
ind other modelling toals must be handled with care,
Before making any cut always rest the model directly on a
hard surface and cut downwards onto the table and away
from yourself,

We have supplied shiclds for all the Goblins and the EF
Spearmen. These may be glued inte position if you wish,
bus you don't have w attach them if you don't want o a8
the models look just as good without them. Note that
these is ncf peg 1o ghue the shield against, This is deliberans
a5 a1 peg would have spolled the model for those wha
don’t want to use the shiclds. We suggest you check the
shield for fit and then apply glhee o the model's fist and
use this 28 a location point. Models fight standing next to
cach other, so try to make sure the shields are in a
position where they overap with the scwt mcdel in line,

Your Cltadel Minjatures can be painted using Citadel
Colour paints. It is not sirictly necessary 1o paint the
madels before you use them, but many people enjoy
peinting Citadel Miniatures and you will probably want o
paint yours too. You may obtain a separte painting gaice
from any Games Workshop store or direct From our mail
ofder service,

MOVEMENT TRAYS

It is time consuming and sometimes tricky to move a
whole regiment of model troops, especially if it is a large
regiment. To make movement easier many Warhammer
gamers make their own movement trays using card or thin
strips of wood, We have provided six movement trays in
this box which are the right size for the Elves and Goblins
The two larger trays each takee 20 Elves, while each of the
smaller trays takes 16 Goblins. The trays have been
designed with a slight edge all the way round once the
madels are in place, These trays are provided as a
corvenience, You do not have to use them if you do not
want 1o, and even if you do use them you will often find it
necessary for models to abandon them as they change
Formation or move through sooded temitory.

We find that blu-tac or a similar adheslve putty is ideal for
holding the models onto the movement trays during play.
IF you wish you may cut the movement rays into smaller
slzes to facilitate differently sized regiments. Smaller
mavement trays, say with four models on, can be placed
behind or next to each other, retalning much of the
convenience af a langer ray bul with more fexibility.

CARD MODELS

We have included five stand up card models with the
Warlaumaner garne, Alhcough thse sren's 2y mpressive as
a metal or plastic Clradel Mindature, they will allow you to
Immediately fight games using monsters, war machines
and a chariot. These cand models are also avallable
separately as splendid metal minlatres should you wish
10 add them o your collection.

The card models have been painted by our own antists
and are warks of art in their awn fght, Each is designed o
At snugly into one of the round bBlack hases provided - it
is not necessary o gloee them in place, ;
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BUILDINGS

Maxing your own batlefield is as much a challenge as
coliecting and painting an army. Many Warhammer
players enjoy making scenery as much as they enjoy
fighting bawtles, and after a while they become very good
at it The photographs in this book may give you some
ideas of your own. To get you stamed we have provided
teee cut-out card buildings for you to assemble. If you
have never attempted card modelling before then bear in
mird the standard of finish depends on the care and
accuracy with which yvou put the mode] together,

Drue to the thickness of card and slight vaniations in the
printing process the joining Aaps may need to be slighthy
adjusted by bending or iimming to get the best fit. Take
your time and you will achieve a perfectly good result that
willl provide you with twe wseful buildings and a fine start
to your battefield

To assemble your buildings you will need a craft knife to
cut and adjust the cird and a whe of glie. A steel ruler is
useful to help you cut siight edges and a aating mat or
thick wad of paper Is essential to avoid damaging your
table surface.

THE TOWER

Begin by making the tower, which is the easiest model to
put wogether, Press out the tower and its roof. Bend aver
the pre-cut flaps at the base of the tower and along the
side. Check that the tower squares up before applying any
ghue — the flaps may be pulled slghtly free and bent back
more to facilitate this. Use a suitable glue w fasten the
tower together, and hold the structure firmly in place untl
it is dry.

If you attach the roof section as you glue the tower
together this will help it fit better. To insert the roof
section, bend the pre-cut fiaps 23 redquired and glue the
roof into place just below the level of the tower's
casselations. Any cxcess glue should be wiped away
before it i dry.

Once the whole tower is dry you can Fasten the whole
moxdel onio a base it you want to — the faps on the Botbom
of the tower will facilitate this. Any suitbly-sized piece of
scrag casd can be used to make & suitable base,

THE HOUSE

To make the house start with one of the wall sections.
Bend crver all the flape hefore wou begin as this will save
strain on the model later. Bend along the pre-cut erease o
produce two walls at right angles.

To help you make accurate corners, we recommend you
‘square up’ the model. To do this ke = wangular piece of
scrap card with a %0° comer and glue this into the inside
corner of the well section, Before ghiing make sure that
the bararm flaps are aligned properly — you rmay have o
pall these free slightly and bend them further to make sure
the building sits squarely on the ground. Once you are
satisfied with the At glue the piece of scrap cand into the
COTNET,

5o long as your scrap of cand has a right angle cormer the
buliding will square up automatically and the extra
gtiffness will help with asserbly, You can use the same

technique to square up the roof flaps, inserting a srnal|
triangle of scrap card on the inside of the Aaps. Once Yo
have completed one half of the building in this way,
fepeat the procedure for the second half. Once both
halves are complete glue them together using the same
technique.

Add the roof next. Due 1o limitabdons in the cutting process
wie have not attemped 10 cut round the: roof dles exactly,
Instead we have left a edge round the roof which you can
cither leave as it is or remove with scissors or 2 craf knife
If you wish to remove the edge do so before fitting the
roof, but be careful o kave enough edge round the tles
50 that the roof still covers the bullding,

Bend the mof along the pre-cut line and check thas it fits
the walls, You may find that the walls bow out stighthy
towards the wop. IF this is the case It s possible to pull
them back in by gluing in strips and pushing in the walls
slightly as the glue dries, Alternatively use sticky Lape o
hoid the walls tght while the glue dries.

Before gluing the roof in plice you cin make up a ridge
piece out of scrap card. Cut 4 length of card and glue it
along the ridge to provide extra anchorage for the roof
You do not have to make a ridge, but if you dao the
finished building will be stronger.

Before gluing the roof in place It is 2 good idea to make
up the chimney, so you can check the fit of the chimney
against the gap in the roof, The chimney is fiddly beczuse
it i small. Carefully fold the chimney into shape and glue
aleng the side Map, The top and bottom piece have oo
flaps because the pieces are too small Glue these into
place along their edges instesd. You ray have to trim the
edges to get a4 satisfactory At

IF you cannot get the top piece to sick down you can cut
it off completely and ghee it directly on top of the stack, or
remove i altogether and push in a plece of plasticine or
modelling puy o fill the hole, Once the chimney is dry
glue on the roof, check the fit of the chimnrey and widen
the gap in the roof where it passes through if necessary,

Once the roof is in place the building is basically
complete. The wooden lean-to can be made up and added
to the side if you wish, Fold the card along its pre-cus lines
1o make the three wooden walls and check the result js
square. If you want you can glue In small triangles of
scrap card o strengthen the design and enswre that it is
scpuare,

Glue the lranan in your chosen position, maling sire that
Ir fizs smugly up againg the house walls; you czn hend the
flaps back further to achieve a perfect B Once & is dry
acd the out-house roof which simply glues omo the flaps
on the walls. Az with the tower, we would recommend
that you make up 4 base out of scrap card and glee the
model oo it This makes the finished house much meore
solid and will enable it 1o survive the wear and tear of
bartle betser,

Omce yours models are complete you may wish to towch in
any vislble card edges and wisible cut lines with a Ftle
paint of the approprate colour, Although Aot strictly
necessary this improwves the appearince considerably,
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MAGIC ITTEM CARDS

The twelve magic ltem cands provided in this box ane used
to represent magic in the Warhammer game, This
rubshook telis you how to use the cards (see the section
an Magic).

RILEBOOK, BATTLE BESTIARY,

AND SCENARIO BOOE

This box contains three separate books. The book you are
reading now is the rulebook, and it contains all the rles
explaining how to play Warhammer. The Bartle Bestiary
containg game detalls for a lasge number of warrior races
and monsters such as Elves, Dwasfs, Gobling, Ores and mo
forth. The scenario book is entitled the Bartle for
Maugthrond Pass, which detcribes an exciting conflic for
you to fight out using the models supplied In the
Warhammer garme.

CARD TEMPLATES

Speclal templates are used to determine the effects of
ceriain weapons. For example, the teardrop-shaped fame
template Is used o establish the range and effect of
Dragon fire breath. The cireular termplate with the hale &
used o determine the effect of stone throwing machines
of war, while the smaller templates are used for Skaven
gas grenades amangst other things. The large man-shaped
template shows the area covered by a Giant when it falls
over, We shall explain how these templates are used in
the appropriate niles sections,

DICE

Three sorta of dice are supplied with the Eame, There ane
ten ordinary six sided dice marked I to 6, These are used
extensively in the game to resolve combat, tes
paychological effects, and 5o on, We refier o these dice a5
D6, When the text tells you to mll a D6 it simply micans
roll a dice. When the text tells you to roll 2D6 it fs
instructing you w roll two dice and add the scores
together, so when you roll 206 you could seone betwesn 2
and 12. In the same way, 316 is three dice added together,
4D4 is four dice added together, and so on. The dice
supplied are suffident 1o play 3 game of Warhammer, bt
fior really big hanles you'll find the more dice pou have the
bener|

As well as the en ordinary dice there are twao special dice,
the Artillery dice and the Scaner dice. The Anillery dice i
numbered 2, 4, 5, 8, 10 and MISFIRE, and is used to
determine the effects of cannons and stone throwess as
described in the mles. The Scatter dice has four sides with
arrows and two ddes marked HIT. This dice is used to
determine where shots from stone throwers land and ean
be used 1o establith a random direction, Nede that the tea
sides marked HIT also have small arrows on them,
enabling you 1o use this dice to establish & random
direction of movenent for Goblin Fanatics eic

RULES SUMMARY SHEET

Two rules summary sheets are provided which summarise
the most important rules in the Warhammer game. Afer 2
while you will be able to play Warhammer using these
summary sheets rather than the rulebook, although vou
will find it necessary 1o consult the nulebook occasionally
for more: detailed mdes or for o full explamation,

WHAT ELSE YOU WILL NEED

To play Warhammes you will need two or more players
and a firm, level surface such as a mbletop or 2rea of foor.
The kitchen table will do just fne. Many gamers make
their own games table from a piece of chipboard or
something simila, and place this over their kitchen or
dining room tablz. The games table can therefore be
slightly larger than the table which supports it, and can be
divided Into two or more pleces for sase of storage,

A green coloured blanket or heavy cloth draped over a
tahle of spread acmss the foor muabkes an ideal susface for
a battle. You will also need at least one tape measure
marked in feer and inches - all distances in Warhammer
are given in imperal measurements. A ruber is useful too,
and some paper and pens for marking down casualties
and making notes where they are nesded,

OTHER DICE

A selection of other types of dice will come in useful o,
For example, a four-sided dice (D4) is used (o establish
damage from some war machines. Bight sided (DA), ten
sided (D100 and twelve sided (D12) will also accasiorally
be useful for rmndomising purposes. All of these dice can
be bought from Games Workshop, but none are strictly
necessary. A D4 cat be represented by rolling an ordinany
six sided dice and e-rolling results of 5 and & until you get
a number between 1 and 4. A special Dd thenefore sives
you 2 it of time and is comvendent, but s not absoluely
essentlal.
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STARTING THE GAME

STARTING THE GAME

The Warharmmer game is very detailed and it would be &
mammoth task 1o learn every rule before you begin 1o
play. Formunately this isn't really necessary. 'We suggest
that you read through the rulebook o familiarise yourself
with the basic game mechandsms znd then get stuck into
your first battle. because the best way to learn is by
playing. The coments of this box provide an cxcellent
start, and once you have masiered the command of the
forces supplied you'll be ready to tackle larger and
different forces.

THE BATTLE

Bartles are fought between two sides and each side is
normally represented by a single player. You can imolve
several players on a side if you want, one player acting as
overall commander while the fest help him to move
troops and roll dice. In the game rules and descriprions
that follow we assume that each side is represented by
one player.

Before you are ready 1o fight a bantle both sides must
choose their forces, If the game is pant of a pre-planned
scenaric (like the Battle for Maugthrond Pass) the foroes
are pre-determined by the scenario isell, Scenarios For
Warhammer are published occasionally in White Dwarf
and we have several new ones in preparation. However, i
you want to fight a straightforward battle between tero
players yous will nesd two armies

The contents of the Warhammer box provide vou wig,
tero reasonably sized armies, but the chances ane you wij
want to st a model eollection of your own which yoy
Eanﬁﬂdfnhalﬂ:.'l'mnu}lwlthmmrlltrmdelsm
already have to form the basis of a larger army of High
Elves or Goblins,

To keep things Fir every type of warrior and monster hag
its owmn points value. The berter fighter 2 model is the
higher its points value. If 3 model carmies exira weapons
OF Wedrs ammouy, s points valoe 18 increased, If it rides o
horse, giant wolf or war boar its points value is increassd
further, When fighting a batte both sides choose armies 1o
the same 1otal points value.

& reasonably sized bamle is provided by 1000 points on
cach side, and such a game can be resolved within an
evening. A larger 2000 poind 2 side battle will tzke 3 lise
lenger, but can still be fought in half a day or a long
evening. 3000 points will give you a firdy big battle thas
will probably take a full day wo fight. You can Aght any
size battle you like, from a few hundred points a side m
masny thowsands if you have space and timet

While discussing armies and points values we ought to
mention the Warhammer Armies series of books. Each
book describes a particular army such as High Elves,
Drwarfs, The Empire, and so on. Each book provides you
with a description of the army, detailed special rles for
using it, 3 painting puide with shiekd and banner designs,
and an anmy list. The anmy list defines which tmops the
army may have and what weapons they ean carry,




SETTING UP

Before the opposing armies clash you need w prepare the
fioor or tabletop area for bamle, [nitially at least, 3 small
playing area will suffice, say about 6 Feet by 4 feet. This
gives the troops room to manocuvre and bring their
weapons to bear,

The tabletop or floor is a flat and featureless plain, devoéd
of trees, buildings, slopes and other terrain, Part of the
challenge and enjoyment of Warkammer is thar you can
create your own banbefield kayvouts, You can make tress
and woods, hills, rivers and other features, but to begin
with the buildings supplicd in this hoxed game will be
enough. Once you have played a few games you will be
ready to infroduce new terrain. Yo can either buy terrain
or make it yourself, As a temporary measure you can
improvise using twigs and roots for mees, books laid fat to
represent hills, and small packing canons become towers
and houses. Model rees are available from hobby stores
including Games Workshop and are & good investment.

You'll find articles about terraln making in White Dwarf
magazine and if you live near 3 Games Workshop storg
you'll be abie to lock at the shop scenery and ask the staff
foe advice on ruking your own,

The battlefield may be hid out in any way you and your
opponent like One popular method is for one player g
by the scenery out while the other player chooses which
gicle he will fight from. This ensures that the scenery is Lid
out in a fairly even-handed manmer, withour conferring
advantage to elther side.

To help you st up your battlefield we have devised 5
terrain generatos system which allows you 1o determine
what types of scenery are present. Don't worry if you
genetate items of terrzin you don't have, just re-roll wntil
¥oul get @ result you can use, Many players like o daw up
their own terrain generator charts based upon their
eollection of model scenic ftems, This is certainky a good
idea as it saves endless re-rolling of unwanted results,
Rules for various types of temain are given in full in the
section on Mowement,

Begin with beth players sliting on opposite sides of the
table, Each player rolls a D6 o determine who starns o
place scenery — the highest scoring player poes frs To
Benerate a plece of seenery roll 2D6 and consull the
Terrain Generator Chart on the next page. The player
places the piece of scencry Indicated somewhere on his
own side of the wble. If you place a river it must flow
entirely through your table half. You may not place
Scenery on your opponent’s side of the table unless it i a
Pliin hill, in which case you can place it sraddling the
dividing line if you wish,

A further variation, and one which many players Fvour, is
0 set up the scenery and thea moll randermly to determine
Who deploys on which table edge. This means you never
know which edge you are going o strt from when you
2re sewing up the scenery, so both players are encouraged
03¢t up a balanced hatlefisld.
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Each player continues 1o by down scenery by tems, When
you have one rfver or siream on the abletop any Rarther
siver/stream results must be re-rolbed. It mrould obviously
be silly o have a battlefield criss-crossed with rivers! A
player ray place one type of scenery on wop of anather to
produce, say wooded hills or hillsides with walls.

When it is his turn to place a piece of scenery a player
ey chonse 1o stop, and declare he is satisfied with the
socnery as it is, The other player then has the option of
generating and placing one more piece if be wishes. The
Battlefield is now complete!

If both players are in agreement scenery can now be
moved around or removed iF it is felt 2 better bamle will
resull. For example, you might allow your opponent 1o
removg @ wood from his side of the able if he les vou
reposition a hill.




STARTIMNG THE GAME

a5 a marsh, area of scrub, epft sand,
boulder strewn ground, debris, shallow
pit or area o loose rocks, Troops move
across diffizult ground at half their
normal rate as described later,

TERRAIN GENERATOR CHART
2 206
e Soore Riesuals Dice Score Result

z A Dwep Biver or Lake. 5 A Stecp EiIl
Choose either 2 deep river or a lake. A A steep hill is difficult to move over
fiver must be placed o that it Aows {troops move at half e as described
ot the bartlefield from one side and later), and may have cliffs on one or
out from either the same or another maore sides. Cliffs are impossible o
side. It carnot spring from nowhere move over and act as a barrier 1o
and it cannot simply end. A rver may
not extend over more than half the
length of the rable unless your
appoent agrees that it may do so.

A deep river cannot be crossed
anywhere along its length exceps at a
ford or bridge. A river must always & A Wood.
re T oo o roop o Gy bl i
is over more than half the length :E::mjl speed as dﬁ(!nb?d Ialeﬂ_ and
: ¥ also act as a barrier to sighe,
of the table It must include two preventing shooting,
crossing places one of which is chosen
and positicned by the opposing player. - §ill or Wood.
A lakee is impossible to cross, Choose either a hill or a wood.
L] A HiL
Hills do not slow dowsm troops bt they
provide excellent vantage points whene
you can position archers and stone
throwers, Hills are also useful defence
points in hand-wo-hand combat as @ is
d easier to win a combat if you are uphil
of your opponent.
9 Walls/Hedges or Fencing.

3 A Shallow River or Stream. Up m 12° of contimious walls, hedges,
Choose eitter a shallow river (which fences, ditches or other linear
can be croased at a guarter normal ohstacles. Obstacles can be crossed but
speed) or & stream {which may be troops are slowed down when they do
crossed at half rate). The river or stream se (lesing half of their movement),
must enter ind leave at 2 tahle edge walls and hediges are useful defensive
Rivers cannod extend over more than positions as troops may be placed
half of the @hle length without your behind them where they will be
opponent's consent, but this does not protected froes enenmy attack.
apply to streams.

If you placea river it must have st least 10 A H_WH or Tower. )
once bridge or ford. IF the river extends A single house or tower which may
over more 13an half the tzble length it have up o 8" of adjoining walls or
st includs two crossing places one B
of which is chosen and itioned by
the opposing player, . 11 A Village,

) . A village is represented by several
A strezm may have a single crossing buildings (3 or 4 s enough). The
place along its length iF you wish village may have up 1o 12" of adjalning

4 walls or hedges.

Choose an area of difficult terrain such 12 Very Difficult Ground,

Choose a feature that is very difficuls to
cross such as 2 steep sided quarry,
swamp or sheer cliffs, a thick wood or
patch of dense briars, Very difficult
terrain may be crossed at a quarer of
noemal move rate as described later,




Remember the objective of setting wp terrain is 1o provide
an interesting and erteriaining battle, not to impede
movement to the exten where armics are unable to get o
grips, If nelther player is satsfled with the terrain once it
has been generated then stan againd We have not defined
the size of hills or woods, s we assurme players are golng
o use scenery they have made themselves, Obviously [t
would be silly for a wood to extend over the whole mbie!
As a general nie no temain feature may be bigger than 12°
peross, and even this would be large for a feature which is
cdifficult or impossible w move over,

Rivers can be panticularly problematic if one side is
determined to play a wholly static, defensive game.
Dz often Govour chis kKl of :.ppr:un:h because they
are rather slow and tend to favour long range shooting
weapons like crossbows. This makes for a rather dull
game, $0 a river is never placed over more than half the
length of the mable unkess both players agree. Should the
fiver extend over mone than half the table length then the
- opposing player may place a bridge or ford as described
on the char. BEven aqith this festriction in mind., d:ep rivers
do not make for entertaining fast moving games and
players may prefer to avodd using them altogether in
favour of either shallow rvers or a lake.

DEPLOYING FOR BATTLE

Omece the battleficld is complete the armics can deploy,
Each player may set his army up within 12" of his table
edge and no closer than 12' to either side edge. If your
table is ot very wide you may wish o deploy closer 1o
the side edges, say 4". This is up to you and your
opponent to decide beresn you.

There are two equally good methods of deploving your
uoops. One is for both sides 0 make a map of the
bartlefield and indicate where each unit i3 to be placed.
Units include not only undts of troops, but also individeal
heroic characters, chariots, and monsters. Once both sides
have completed their maps they are both revealed and the
units are positioned as indicated.

This method allows you to try and out-think your
opponent by making s good battle plan. It encourmges
¥ou to consider what esch unit is sepposed 0 do during
the game, where you are going to advance, where you
will hold your ground, and so forth. The second method is
for each side o place its units one at a time, untll both
ammies kave been deployed,

STARTING THE GAME

The advantage of this method is that is savea you the
trouble of dmwing a map! The drawback is that an amy
with more units will have an sdvantage as it will be able to
save unita to lay down ance the opposing ammy is fully
deployed.

If your game forms pant of a published scenario such the
the Batle for Maugthrond Pass, or a scenario you have
invented yourself, then the terrin and deployment of
troops are described in the scenarie, This may allow
troaps to deploy at the sides, in prepared positions on the
battlefield, or even behind the enemy lines if they discover
a pass that brings them behind their foes,

ENDING THE GAME

At the start of the game roll a dice to establish how many
turns of daylight rermain in which to fight the banle. Once
both sides have completed the number of twms ndicated
the battle is over.

D6 Roll  Turns of daylight remaining

1-2 4 turns
54 5 lurns
56 6 mrns

An altemative method is o agree an ending time for your
batte and stick to it. For example if you have an evening

60 play your game you might agres wo play until 9.30, or
whatever tdme suits you best,

Once the battle is over both sides caleulate thei- victory
polnts to decide who has won, Refer o the chat below
and add up the points gained by each side.

As with deployment, victory conditions may be varied o
accommodzte 3 specific scenario. For example, if your
scenario involves capiuring a tower you will receive
victory palnts if you hawve occupéed the tower befoce the
pame ends.

WHO HAS WON

The side which has the most victory podnts has won, The
difference in victory points is 3 good indicatos of how
decisive the victory has been. A difference of just 1 or 2
points is a marginal win, 2 victory of 5 or 6 points is a
resounding thrashing for your enemy! IF both sid=s score
the same points the result Is 2 draw,

Each enemy undt either destroved,
fieeing or having fed from the mhie,

Each full table quarter wholly
ocoupied by your troops.

Enemy General slain, flocing,
or having fed the mble.

Army Banle Standard capturecd

VICTORY CHART

1 victory point for each 100 points (or part), the undt cost.

Eg. If the undt ariginally cost 323 poimts it ks worth 4 victory poings,
if it costs 95 polnzs it s worth 1 victory point

1 victory point. Divide the table info fowr equal quarters through
its micdle, If a quarter is oocupied by at least one of your units
and no enemy then you can claim 1 exra vietory point per quarer,

1 wiciory point In addizion for any points for destroved/flecing unit.

1 ¥ictory podnt.




CHARACTERISTICS

CHARACTERISTICS

In the Warhammer World there are many different types
of warriors, from noble Knights to mighty Elven Lords
armed with magical weapons. There are monsters 100,
some quite small like the green-skinned Goblins and
others as huge as fire-breathing Dmgons. To represent
these creamures in the game we have nine categories
which describe the various aspects of their physical or
mental make up. These are called characteristios.

All characteristics are measured on a scale of 1w 14 The
higher a characteristic the better it is. The cheracierstles
are:

MOVEMENT ALLOWANCE (M)

Often simply called move, this shows the sumber of
inches 3 ereature can move on the tabletop under normsl
circumstances. For example, a Goblin with a move of 4
can move 4 inches.

WEAPON SKILL (W5S)

Diefines how acoomplished or skilled a warrior is with his
weapons, of how determined and viclous 3 monster 1s.
The higher the score the mare likely the fighter is o hit a
hand-to-hand combat opponent. An ordinary human has a
weapon skill of 3. A bartle-hardened Ore beader might
have a weapon skill of 4, 5 or even higher.
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BALLISTIC SKILL (BS)

Shows how good a wardor is with mnged weapons such
as bows, crossbows or even throwm rocks. The higher this
score is the easler a ereatuse Fnds it te hit with missije
attacks. Soone: monsters have namral weapons that can pe
used at range (they might be able o spit venom, for
example} and their BS is used to determine whether they
hit or not

STRENGTH (5)

Shows how strong 4 creature is, An exceptionally puny
creature might hive a strength of 1; a mighty giant might
have a swrength of 6 or even higher. Most men have 3
strength of 3. Strength tells us how hand a creamre can hi
and thusg bow easily it can hurt an opponent it has sruck

TOUGHNESS (T)

Toughness is 2 measure of a creature's ability to resis
damage, or withstand physical damage and pain, and
reflects such factors as the toughness of 3 creature's flesh,
hide or skin, or the depth of its fur, The tougher a ereature
is the better it can withstand 2n enemy's blows.

WOUNDS (W)

Shows how much damage 2 creamsre can take before it
either dies or [s so badly hust it ean't fighs any mare, Most
humans and human-sized creatures have a wound
characreristic value of only one. Large monsters are often
able to withstand several wounds that would slay a
smaller creature and so have a wound value of 2, 3, 4 or
THoTeE,

INITIATIVE (I}

Imlicates how fast a creature can react. Creatures with 2
fow indtiative soore are slow and cumbersome; creatures
with a high initiztive score anre much more quick and agile.
In close combar initiative tells us the order in which
cresatures strike, since faster creatures will be able to attack
before slower ones.

ATTACKS (A)

Indicares the mumber of tmes 2 creature attacks during
close combat, Most creatures attack only once, aithough
some warrions of exceptional skill or monsters may be
able 1o strike several dmes.

LEADERSHIP (Ld)

A creature with a high leadership value is courageous,
steadfast, and self-controlled. A creature with a low value
is the opposite! Creatures with high keadership can lead
others, Inspiring themn to greater feats of valour.

0 LEVEL CHARACTERISTICS

Some creatures have been given a "0 for certain
characteristics which means they have no ability what-so-
ever in thar field! This usually applies to creatures unable
1o use missile weapons, and so they have a B3 of 0, bu it
mdght equally well apply to other characteristcs oo, For
example, an ordinary horse has no Amscks (A),




CHARACTERISTIC PROFILES

Every creature In the Warhammer World has a
characteristic profile which lists the value of its
characteristics. In the Bestiary you will find profiles for
mary of the faces and monsters of the Warhamrmer Wosld
Thee examples below slow the profiles for an Ure and
Man.

I‘mpl']"ptl’lﬂli!'!‘"l]ll.d
Man 4 13 (33|31 |3 |1 )7

TrocpType (M (WS |BS |8 |T |w (1 A |14
Ot 415 (3 |3 |4 |1 ]2 ]2 (|7

As you can see, an Orc and a Man are very similar in
mary respects, They both move at the same speed - 47,
and they both have the sime weapon skill and bow akill
which means they are very evenly matched in eombar
Both have the same strength value, 50 they can deliver
blows with equal potency. When it comes to tughness
the Ore wins over the Man - the Ore's value ia 4
compared (0 3, This is nota huge difference, but it makes
the Ore better able 10 withstand blows and gives it the
edige in hand-to-hand fighing.

———%_——-—
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Both ereatures hawe 1 wound which s the normal vajue
for man-sized creatures, The Orc loses out when i comes
to initiative. This 15 not a terrible disadvantage, but it does
men that the Man will tend o strike his blows before the
Ore once they get stuck imo hand-to-hand fighting. Both
fices have the same leadership, 7, which is about
aVerage

CHARACTERISTICS

WEAPONS AND ARMOUR

Intedligent crestures such as Men, Ores, Flves andl so forth
Gy weapons and may wear armour, Some are armed
with bows or other missile weapons enabling them te
strike dt.a distance Others are equipped with spears ar
swords to fight hand-to-hand, Later we will be describing
special rules to reflect the differences between different
WedPOns.

Most troops wear armour and carey shiclds i prosect them
from the savage blows of their enemies. Armour greathy
affects a wardors chance of survival and so nfluences he
outcome of combat. The mere heavily armoured troons
are, the karder they are 1o kill There is 2 disadvantage o
wearing 4 great deal of ammour however — because met]
armour is 80 heavy woops wearing a great deal of it move
moee slowly than unarmoured troops.

ARMOUR

To protect themselves, troops MY Wear anmour and carry
shields, If they ride horses these may be armoured 100,

Shield. A shield &5 excellenr for warding off blows and
absorbing the shock of impacting spears, Many troops
carry shields into batile

Light Armour. Troops may wear a meal breasiplate or a
chainmail or scale armour coat These are described a8
light armour because they offer slightly less protection
than hedvy armour and welgh less,

Heavy Armour. This is 2 completely enclesing suir of
armour 2s worn by Kndghts of the Empire, It 5 made from
metal plates and is very heavy and cumbersome. An
enclosing suit of chain mail armour can also be classed as
heavy armour, so the definition is not completely rigid,

Barding. Barding 5 armour made for a horse, Tt can he
metal or it can take the farm of a thick quilted coat with 2
Uemems govering Deanng the knight's coat of arms.




CHARACTERISTICS

UNITS OF WARRIORS

Om the battlefield woops don't Rght as a disorganised mob
of individuals, they fight in properly organised units with
officers to lead them Units march in disciplined ranks,
and they are trained to manoewvne as 2 sobid block,

Generally speaking, 2 unit is made up of troops of the
same type. For example, it may be a unit of Men armed
with crossbows and wearing bght armour, All the models
in a wnit will be of the same rice, and will have the same
weapons and armous. Although s true that creatures of
the same race vary — some ae weaker, faster or braver
than athers, we assume that the differences average out
owver the undt as a whole.

Units are arranged on the batlefiekd in a formation which
consists of one, two, three, or more ranks as shown
betow. Units can change their ‘ormation during the battle,
bt this takes up tme and may slow the unit down,

A unit of 16 Gobding in 4 rarks.

FACING

Because troops move and fight in formation all the models
in @ wnit are assurmed to be facing directly forsmard. This i
important because 2 model can only see things that ane i
front of it a3 shown on the disgram below. Also, troopy
cannod charge an enemy they cannct see, nor may they
shoot weapons at them.

FRONT ZOME
A umit may s&6 Toraands anly

CAVALRY

Ag well gg umils of warrions Rghting on foot, the armies of
the Warkammer Waorld inchade troops riding horses, glam
wilves and other creatures. Some heroic individuals even
ride huge monsters such as griffons, wyverns and
dragons, Big monsters and thedr riders are covered by
special rules described in the Monsters section of this
rulebook,

Hormse-slzed creapires and their riders are referred 10 as
cavalry. Rules for cavalry are discussed throughout the
pame where appropriate. The difference between big
monsters and cavalry is defined by the nrumber of wounds
the creature has on 15 charaderistic profile. If a moun
has 1 wound it is 3 cavalry model: if it has more than 1
wound it is a monster,

Cavalry models include troops riding horses, warhorses,
clven steeds, giant wolves, war boars, spiders, Cald Ones,
and any other mounms which have 1 wound on thelr
characteristic profile.

A cavalry model is treated ir all respects as a single
madel. Should the rider be slain the entire model is
removed from the baide,

Cavalry models use the rider's leadership characteristics
value for all tests that require it, When the model Is
attacked it is the rider's tughmess and wounds which are
used, The mount's toughness, wounds, and leadership are
never used, but ane included on s charscterstle profile
because such creatures sometimes appear on thelr own or
pulling chariois.
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THE TURN

Battles are fought between two opposing sides — two
armies pitting armed might and cunning against each
other. The forces represented by the models are
commanded by kings and penerals, wizards and heroes,
Their metal counterpans are commanded by you — the
player,

in 2 real batde Lots of things happen at onde and it is very

diffscult tor tell exacty how the barle is progressing at any
one moment, The fartunes of each side sway throughout

the baule as one side charges, then the other, roaring with
fury and bloodhust a5 they throw themselves upon the
encmy. Mighty wa~engines lob their cargoes of death
towands their cowesing foes and dowds of arrows darken
the turbulent gkies,

In Warhammer Faniasy Battle we represent the howling
maclstrom of action in fum, in a similar way to chess or
draughts. Each player takes onc complete turmn, then his
opponent tikes 3 tom The first player then takes another
urn, followed by the second player again, and so on: each
player taking a merm one after the other undl the bamle &
over. To decide which side talees the first turm both players
roll a D, The player who rolls highest goes first.

Within the tum actons are perfosmed in a fixed onder -
this is called the fum saguence. Each wm is divided up
into phases during which the player moves all his units,
shoots all his missiles, then resolves all hand-to-hand
combat and =0 an,

THE TURN SEQUENCE

When i is your turn it is up to you to keep tack of where
you are in the tum sequence. IF you forget, your opponent
should be able 1o remind you. Each tamn s divided ino
the following phases. ‘These phases are always completed
in the order given below, and all actions in that phase
st be resohved before moving onto the next phase.

=
1. MOVEMENT

During the movement phase you may move your
troogs & defined in the rules for movement,

2. SHOOTING

During the shooting phase you may fire any missile
Wweapons a5 described in the rules foe shoating,

3. CLOSE COMBAT

During the close combat phase all troogs in hand-
to-hand combat may fight. Note that this is an
xception (o the sormal turn sequence in cthat both
sidles fight, not pust the side whase am it i,

4. MAGIC

In the: magic phass all wizards may cast spells. Now
that as with close combat this Is an exception to the
fornal wm sequence in that both sides may cast
spells, not just the player whose fum it is.

——
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! IMPROVISING

L

Warhammer is a challenging and involving game, with
many fantasy mees, and endless possibilities. In a game of
this size and level of complexity there are bound to be
spme situations where the ‘rules seem unclear, or a
particular situation lies outside the rules as they are
written. This is inevitabie, 28 we can't possibly Rive nules
I COVEr EVETY Cifcumstance. Mor would we want to try, as
that would restrict what you can and cannot do far too
much, Warharnmer players should feed free o invent and
Improvise, exploring the Warhammer World for
themsehves and taking the game far beyond the published
rules if they wish,

When you oome 3cr088 a situation not covered fully by the
rulebook, be prepared to Eterpret a rule ar come up with
2 suitable fibe for yourschves.

When a sirwation of contention arses plavers should
agree on a fair and reasonable solution and get on with
the garme as quickly 25 possible, One way of resolving 3
dlapute is 1o roll a D6 to see whose interpretation applies
and get on with the battle. Afrerwards sit down and
discuss what happened ind see if you can reach an
agreement In case the sinution arises again Remember,
you're playing to enjey a challenglng banle with Friends,
where the spirit of the gime is more imporant than
winndng al any cost.

EXCEPTIONS

There are exceptions to the general tum sequence when
things are worked out as they oecur rather than In any
strict ordes, Quite often the actlons of one player will
trigger some special weapon or the sudden appearance of
a particular roop type. This is rather like stepping onto 2
land mine or sinking into quicksand - consequences
resulting from movement which may be conveniently
nesolved there and then, Inevitably these will be the odd
secasion when evenis can be worked out in one phase ar
another with lirtle real difference.



THE MOVEMENT PEASE

THE MOVEMENT PHASE

During the movemnent phase, or move phase, you may
mowe your forces on the batlefield. As with the
sequence, the things that you cin do within the movement
phase are performed in @ sirict sequence. Each pan of the
sequence s fully explained below.

1 Declare Charges Tf you want any of your
troops to charge you must
declare this at the very start
of the movemens phase,

I any of yours troDps ane
fleesing you rray atempt o
rally them.

Move tioops that are subject
1r a compulsory Imavement
nde.

Move charging froops and
resolve other movement
resulting from the change.

Move the rest of your roops

Rally Fleeing Troops

Move Chargers

Remaining Moves

DECLARE CHARGES

At the start of yous move phase the first thing you must do
is dectare which units will charge. Except in a few unusual
circurnstances expliined later, you are never forced to
charge, It is always your decision, However, charging is
the only way troops are normally allowed to move into
hand-to-hand combat, If vou want to attack an enemy
then you srust charge him — you cannot simply move into
hand-to-hand combat withoat declaring a charge. To
make this very clear, opposing troops ane nomally kept at
Jeast 1" aparn, and troops are ot permitted to move closer
unhess they are charging.

LB

To declare 4 charge you must indicate which of your units
i3 charging, and which enemy unit it is going to charge
For example, you might wish to declare that your Goblin
unit Is charging the enemy’s EIf archers, When 1roops
charge they move at double their normal speed - this
dioubie move is called @ charge moe.

i

When you declare a charge you must [+ resonably
confident that the chargers will reach their target. You may
not measure the distanoe before declaring the charge so
you must judge for vourself whether your troops have
enough move 1o reach thelr enemy. Obviously charging
troops st have 2 clear mn at their weget. If there ae
rmadels in the way, vou cannol charge through them, and
you must take acoount of any termidn that might slow you
down

Sometimes you may find yourself able o charge an enemy
it in the fank or rear. This is a particulady good mctic
as an atack from an unexpected direction could throw the
enemy inlo 2 panic and may give you an advantage in
combal 16, A charging unit's position at the st of the
movement phase determines whether it can charge inig
the fank. the rear or the front of the enemy unit

Front Zone

Left Flank

Right Flank

Rear Zone

If the charging unit is in the target's frontzl zone it charges
in the front. As units generally begin the game fcing esch
pther this is the vsual sinvation. IF the charging unit Ls
charging from the flank zone it charges into the side; i
charging from the rear zone It charges from the rear.

Roar Zoma

Fight Flark |— TARGET UNIT —
]

| ég
i

Front Zone

%%’Fws
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Ofien the position of a charging unit straddles oo areas,
in which case you must judge which area the unir is

meostdy in,
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As you ceclare your charges your opponent declares howe
the charged undt responds. A charged unit has three
response options: sand and shoot, bold, and flee.

STAND AND SHOOT

If the: charged unit has missile weapons and the chargers
dre more than half their charge move away, then troops
can shoot at the chargers as they advance. Work this out
Immediaely - refer 1o the Shooting section for rules
Boverning missile weapons.

HOLD

A unit can stand fast and receive the charge, individual
troopers bracing themselves for the inevimble impact,
This is the usual response of troops who do not have
missile weapons or who are oo dose o their enemy o
use them,

FLEE

Flee means just that = when your wnil sees the enemy
thundering down upon them they tuen @il and run! This is
# father desperate option as onfe troops begin to run they
vendd to carry on, and may fun away from the bardefield
altogether whether you want them to or not,

As 200N 32 a uAit declares it is feeing it is moved directly
dway from the charging encmy by 206" If its movement
characteristic 15 6° or less, or 3D6" if its move 18 more than
B The flesing unit s repositioned facing directly away
fiom the chargers. Move the flesing troops immediatety
the distance indicated by the dice Imll. The full rulea

ng flecing troops are covensd later in the Hamd-tg=
Hand Comaa section.,
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THE MOVEMENT PHASE

RALLYING

Hawing declared charges and charge responses. the player
whmmuismh:sm:npmmwm rally any of
his troops that ase esrently fleeing, Troops are normally
forced 1o flee when they are defested in hand-to-hand
combat, if they are Frightened by large monsters, or (T
something else equally wavmatic has happened w them,
Fleeing troops are of no fgiting value vniess they can be
rallied, which means the tops come to thelr senses and
stop fleeing in readiness i Aght once more,

Because fleeing wually resuls from harnd-to-hand comibat
the rules for fleeing roops can be found in the Hand-to-
Hand Combat scction of this book, In the rally phase of
s tum a player makes a west o determine whesher his
fleeing troops manage wo raly. If the troops mily then they
remain where they are but may irmmediately adopt 3 new
fighting Formation facing rowards the enemy. IF the
fleeing troops fail their rally test and costinue o fee then
they are moved next with other eompulsosy movement.

COMPULSORY MOVES

Lenerally spesking a plaver can mowe his troops how he
wishes within the confines of the rules governing
movement. However, somebmes troops o out of eontral
for some reason, either becayse they are overcome by
sheer terror, because they are compelled by strange
magic, or because they are dsorented or confissed. The
player kas no control over the movemen of these troops
and so these ane referred 1o as comprdsory moves.

The nm:cnmmonhndofnmmmmhﬂw‘ng.
Fleeing troops always flee away from their ENEY OF
towards their own base able edge, and they always move
4 randomly determined disggnee,

All compulsory movement is done now before other
mavement takes place. This gives moops moving in this
way the opporenity to get in the way, block lines of
advanee and do all sorts of other annoying things.
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MOVING

After the compulsory moves have been made the rest of
your forces can be moved, starting with charging units. As
the rales governing the movement of charging troops and
ather troops are essentially the same, we will retum to the
specific rules for chargers later. The following nules affect
all movement.

During their move phase units can move up © their
movement rate in inches, For example, Men have a
movement characteristic (M) of 4 ind w2 may move up o
4", Elves, naurally faster and nimbler of oot move up o
5", You do not have to move the full movement allowed
or even at all if you prefer. Units which are charging of
marching may move further (see below],

Because the weight of their gesr impedes movement
troops wearing armour will move more slowly. The table
below indicates the reduction in move distance inoarred

through whearing armaour,
Arimdoar

Shield, Light Arvsour of
Heavy Armour alone, or
Shield and Light Armour

Shield and Heavy Armour ="

Cavalry mount with Barding
i f L

Redaction In Movement

For example, a Man with no armir can mooe 4% @b g

shigld and wearing beavy armour be syffers a penalty of
-1* and 0 can move 3°

A borse rider can normally mowe 87, If carrying a knight
with beavy armour and shield, aad the borse &= wearing
barding, then the kright move: 8° -1% for the rider's
armigair and shield, and -1° for the borse's barding, which
equal a move of 6°. A borse withowt barding cariying a
warrior wearing beavy armour and shield would move
™

TERRAIN

Troops only move their full movement distance over
unobstructed ground They will slow down if impeded by
obstackes such as bush or woods. To simulate this terraig

15 diviced into fouwr types: apen, dificul, wvery difficulr and
impassable,

Dpen terraim {5 clear ground that doesn't impede
ronernent at all.

Drifficult terrain includes the following:
Brugh, scrub and other clinging vegetation.
Debiris, wreckage, loose rocks, boulders,
Fards, streams or shallow water.

Marshes, bogs or thick mud.
Soft sand,
Saairs, steps or ladders.

Seep or treacherous slopes. This can Include hilks i
bath players agres 1o it before the game, but otherwise
hills are considered o be ‘open’ termain,

Woods or dense foliage.

Troops cross difficult ground at L2 their normal rate, So if
your urndt has a normal move of 4" it can only move 2

through a wood.

If troops move over open ground and difficult terrain
during the same turn, then their movement over the open
ground is at full rate and that over difficult ground is
reduced exactly as normal. For example, a Man moves 2°
acioas open ground and then enters 3 wood. He now has
2" of his move beft. This is halved fior the difflcult tesrain so
he only move a further 1° through the wood.

Very difficult derraln incdludes areas that are even more
ardwous 1o move through such as the following:

Incredibly thick woods packed with briars and thams,

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

Fast flowing bt still fordable fvers.

Very difficult terrain reduces movement to 14 of the
narmal rate. Fractions are rounded up to the nearest 42" o
prevent unnecessary complication.

Impassable terrain is terrain so difficels w move through
that it cannol be crossed during the cowrse of a barde, I
includes terrain features such as rivers, lakes,
impenetrable swamps and sheer cliffs. Troops must go
round impassable werrain,

Players may decide before battle is joined whether certain
terrain features will be difficult, very difficult or
impassable dusing the course of the baule. The method of
generating scenery already described can be used o
determine whether scenery is difficult or very difficult, but
players can always agree o make terrain feature more o
less passable if both sides prefer m.




OBSTACLES

Obstacles are things like hedges, fences, walls and
trenches that troops must clamber gver 0 erogs,

It takoes @ medel half of its
1 model has 3 move of 4" j

oross an ohstacle it must halt in front of i
not count as half way aceoss if it has 1
examplé. Where an entire unip of roops
cross an glbstacle the penalty continues 1o
of the models are crossing,

The model does
" remaining, for
15 Attempling o
apply while any

possible for part of 2 unit o

It is perfectly end up on one
sicle of 2 linear ohstacle and another part 1 be on the far
sicle. This is fine. Place the pan of the unit which can crogs
on the far side of the obatacie and leave the part thag could
0ot ¢ross of the other side, Ag long as the ranks on both
sides are in contact with the obstacle this is perfectly

accepiable.

st rank has croased the hadgs

L

2nd and 3rd ronks waiting o cross he hadge

When it moves from this position the ranks must be
Feturmed 1o base o base contact. The undt can still anly
move at half speed untll all the manks have crossed,

IFa wall, hedge or fence has 2 gate in it then it 13 assumed
0 be open unless otherwise agreed, and troops may
Move through the gate as normal,

The penalties for difficul; terrain types and ohstacles ane
umnlative, IF are maoving at half rate of 2* gernss
difficult terrain, then they must surrender half thels
emaining mave, 4 further 1% in this CAsE, 10 Cross an
chatac|e,
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MANOEUVRE

Troaps move and fight in 1 Ught formation of one or mom
ranks, While they move they must maintaln their
formation, which
free 1o wander off on their own, The
straight foreard as
o change directlion

Thers are three specific manosmmvres which enable g unir
to tum about or rearmange its rnks, these ate wbeoal frem
or change farmation,

WHEEL

To wheel you ks the model on the edge of your
formation and move i forwards in the direction YOU Wang
0 go. You do not aeed m move it the fy) Moy ement
distance if you don'T want 15, Having moved il to the new
Position you line the rest of the models up with it, leaving
m:md:lalmcappmlnemdcfﬂbe line to act a5 a piver,

The entire unit counts a5 having moved ss fir 2s the
Gulsich model. Once vou have whesled you may use any
movement the undt hes lefi,

Cpposta adge
sliys put

A unit can wheel several Hmes during jts move as long as
it has movement left and is not charging,

TURN

A unit can only wm once during its move, To m g Lenit
of troops all the models semain in plice, but are tumed
round through 90 or 180 degrees 1o Face thelr side or rear,
To make 3 wrn 3 unit Musk surrender a quarter of jts
move - 3 Uik with a move of 4" must give up 17 to wm
for example,

4R

A unitof 15 madals in :mmwummmmmam
hﬂsmhumnuwsrwndm
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CHANGE FORMATION

A umndt can also change its formation by adding or reducing
the nuermiser af ranks in which it i3 deployed. For swample,
a unit of 2 ranks may Increase Iis depth to 3 ranks by
moving models from the fromt two ranks 1o form a new
third line. A unit must surrendier half of its move to either
add or deduct onc rank. A unit may therefore add or
deduct 2 mnks if it does not mowe at all,

RANKS

A unh of 12 models in e renks

A unit of 12 modiels in teo ranks noforms inbs e ok’

A urdk ol 12 mocels in thres mnks redams inks $ao mnks

MARCHING

Marching i4 a type of extra fast mowve that allows roops
that are slightly removed from the main fighting zones m
move more rapldly, This represents the swift movement
of reserves by marching, and helps 1o ensure that units
don't get stranded away from the fghting.

Marching troops move at double pace with weapons
sheathed or shouldered, A unit on the march is not
prepared for combat so maching is not suitable for use
close 1o the enemy. No unit would approach the enemy
with weapons unready. i

Troops may only march i there are no enermy within 8 of
them. If marching troops move ta within 8* of enemy
troops then they immediaicly halt and prepare their
weapons for combat,

A unlt on the march cannot change formation or tum as
this would dismpt ig moversent. It can wheel 25 forral,

A marching unit cannot move through diffieult o
obstructive terrain or cross obstacles. It must stop if 5
comes to these feanumes,

A unit on the march cannot shoot missille weapons during
the shooting phase. It is unprepared for combat and any
weapons carfed ane not resdy to be used,

War engines, charots and other machines cannot march .
they are far oo cumbersome.

FAST CAVALRY

Fast, lightly armouned cavalry can manoeuvre much mans
easily than siow, ponderous fool roops enoumbered by
weapons and armour. Thenefore these riders are allowesd
maore fiexibilly than other troops

Mounted models with 3 saving throw of no greater than 5+
and a move rate of at least 6* over open ground ane
classed as fost cavalry. Fast cavalry can make any number
of s witheut pesalty and may change Formation once
during their movement by any number of ranks. Their
manoeuverability is so great they can even do this while
marching.

SNAKING

A unit deployed in a long line with models lined up one
behind the other can manoeuvre very easily. The lead
model is not restricted by troops either side and 8o can
choose a snaking path which twists about, This is called
smaking. Trailing models are placed so that they foliow
the path of the lead model. This a special type of
movernent unique o long lines of troops. It lsn't 2 very
practical formaticn for fighting, bt it Is very handy foe
threading your way through bulldings and other obstacles

SNAKING
SR

A Lt deployed In single M can ‘snake’ forming @ long teladng ling,




CHARGING

Chargers are moved when compulsory movement fs
finlshed, and before you move the rest of your woogs,
Make: gure you have completed all of your chaiges before
moving other rops, Chargers are moved at double their
negmal speed, but must make deductions for terrain and
crosslng obstacles the same as other roops. For example,
mounted knights with 2 move of 6, onee 3 deduction has
been made for ammour, may charge 12, If they are moving
over difficult terrain they move ar half rmte, reducing their
charge to §°,

Before you move the charging unit check that the enemy
has declared his response and that tmops electing to flee
have been maved and troops electing 1o stand and shoot
have done so. Meaguse the distance between the chargers
and their arget

If you have estimated your move incarectly you may find
yous IFonps ¢an't move far encugh to reach their interded
target IF this is the case the charge has falled. The unit is
moved its normal move distance rather than dts deuble
speed charge, directly towards the Intended target then
comes to & halt. Your troops have begun 1o charge,
realised that it is impossible to cover the distance and thedr
movement has petered out as they lose impetus and
enthusiasm. A undt that Ffails its charge cannat shoor with
misitle weapons that tarn.

A charging unit may wheel once in order 1o line iself up
with the enery. Apart from this wheel a charging unit
@nnot manoeuvre at all. This means that chargers can
never furn, change formation or wheel mote than once,
This is because the chargers are running fast once the
charge has begun, and are completely unable to execute
delicate manocuvres.

CHARGE REACTIONS

If your opponents stand and shoot it is possibie that they
may cause sufficient casualties to force 3 bamic fest, Panic
iests and other special psychological tests are explained
later in the Pspchology section. This may result in YOuEF
charge being brought to a halt before contet is made with
the enemy. This is why it 1s important to wark out
sanding and shoating before moving the chargers, If the
chargers are qut of missile range at the beginning of their
charge, then work out missile casnalies 3t the maximm
finge of the weapon.

It your opponents flee as you charge then they will move
directly away fromm you edther 206" or 304" depending on
whether their moverment rate is up 6% or more than 8", It
may be that fleeing troops have moved too far for the
chargers 1o catch them, in which case the chargers move a
aormal move exactly a3 for any other Fuiled charge.

If the fieeing troops kave not moved far enough away to

2void their attackers then they ase in deep trouble! Should

chargers move into contact with fiering troops then the

entire flesing wnit is destroyed, run into the ground by its

FUEMY, Soe the rules for Aeeing troops in the Hand-io-
Combar section for more decxlls,

I your epponent flees it can happen that a new encmy
ML is revealed, Por example, if wo enemy Unils ane
Placed 55 that one is directly behind anather, then if the
Tront unit flees the chargers will be faced by the second. IF

enemy unit is within the chargers' charge move
then treaf the simation exactly like a newly declared
tharge. However. the enemy unit may not stand and shoot

|
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because his frontage is covened by his own wroops as they
flee, therefore it is only possibly to either flee ar hold.

A charge can sometimes trigger extra movement from the
encmy. For example, Goblin Fanatics will leap out of their
units and attack a5 soom as enemy approach within 87,
This happena out of the noemal sequence: the charge is
halred as soon a8 the chargers move within 8 and the
Goblin Fanatics are moved and any damage they cause
worked cul siraight away. Tt is up to the player to say that
he has out of MOVEITENES OF actions to perform
at the appropriate moment.

FLANK AND REAR ATTACKS

Bedng attacked from an ares you cannot see and thought
was safe is a frightening thing for even the bravest of
troops. With his field of vision namowed by his positon in
the ranks, the average soldier has only a limited
knowledge of what is going on in the batlefield. [f the
enemy has somehow got round behind him the bare iy
be lost. Confusion, doubt and termor will be sown In his
mind. If he is in hand-to-hand combat already he may
panic and flee, thinking all &s lost and the enemy is at his
unguarded back.

To represent this, roops who are atacked in the fank or
rear while akeady fighting other anemy must mke a panic
iest w0 see if thelr nerve breaks. This west is mlken as soon
a3 it has been established that the chargers are in range,
but before moving any troops. Panic tests and other
psychological tests are described fully in the secton on
Psychology. Even if troops do not break and flee a5 a
result of a panic test, their ability 1o fight will be impaired
if they are fighting enemy to their Aanks or rear. This is
represented by a special combat bonus which is discussed
in the Hand-to-hand Combat section.




SHOOTING

SHOOTING

Onoe movement is comyete it is ime o work out your
shooung. Troops armed with bows, crossbows, or other
missile weapons may sheot at any enemy targets they can
see. You may also shoot any war machines such as stone
throweers, bolt throwess, and cannons, although the nules
for these are covered in 4 separate section of the rulebook.

There is no particular order in which shooting must be
resolved. Nominate one of your units you want o shoot
with and select the enemy target you wish 10 shoot at, For
example, yau might choose o shoot your Elven Aschers at
the Goblin Charict or ata unit of Goblin spearmen. Once
you have declared your 1arget measure the range and
resodve shooting using the rules below. Continue wntil vou
hawe shot with each unitor war machine.

GOBLIN
SPEARMEN

ELF AACHERS

This writ cf EIf archars may chooss bo shool at the Goblin Chariot, the
unit of Gioblin spaaran, or e Weemn,

RANGE

All missile weapons have a masirmism range which is the
preatest distance they ean shoot. If your declared targe
lies beyond this maximum range because you have
estimated the range wrongly, then your shotg
autormatically miss. This is why you must pick your targe;
before measuring the range.

For exampie. The goblin (ayer &5 using shori bows
twhich bave a range of 16*. He declares be is
opening fire om the nearest Elf unil. When bo
measures the distance be finds the Efves are 17°
awdy. His batl of arous falls short of the sneering

Tt ofien happens that some models in a fring unit will ke
in range and athers will be out of range. IF this 1s the case
then only those who are In range can shoot and the
remmainder autcrnatically miss,

WEAPONM MAKIMUM RANGE
Short Bow 14"
Bow P
Long Rorwr Eig
Crosshowr 30°
Reywating Crossboer it
Sling 18"
Javelin i
Theoreen axe, spear 4"
Theown kreife, dart I
Blowpipe 12"
Handgusms 4"
Pistol i
Grenade &

These ranges are the maximum distances that the
weipons can fire. Missiles lose power and accuracy long
before they reach maximum range so mnpes ane divided
inta shart and fomg. Short range is up to half the
maximum range of a weapon. Long range is between half
and maximum distance. As we shall see later, thens are
nvlifiers that make it more difficult for 2 weaposn 1o hit ac

long range.

For gognple: Short range for a short bow I5 up to
& A target al mone than 8 counts as being af long
range.
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WHO CAN SHOOT

The direction a model faces In 48 asumed 1o be the acnml
direction faced by the creature it represents. Common
sense will tell you a model cannot fire In one direction
witlle lonking in another, To represem this 2 tanget myest
lie within a 90 degree arc profected from the front of &
shooter. Where models are on square bases this can be
imagined easily by projecting 3 line through the comers.

FIRING ARC

A modal may shoat at a
Imrgat within this A

&

Modkls can only shoot at targets that they can see, Their
sight, and therefore their shot, is blocked if there is
amything in between them and their intended tanget. This
includes interposing models a5 well as scenery. Because
of this, only the models in the frons rank of 2 unil can
shoot, because the models behind them will not be ghle
to see past their friends o the targer,

Imagine a real barlefield with its contours, rroming mists
and haze of dust. Pieture the woods and hedges that
abscure vision, that sudden fall of ground thar hides VO
enemy and the distances that blur friend with foe,
Towesing over our miniatire battlefield we are unawane
af gl this but the roops represented by our models are
not 50 lucky. Just a5 their real lfe COUMEIPAnNS cannot see
through hills or hedges we must assume that our modeds
cannoy see behind comesponding scenie feanires.

As it is impossible for us o say exactly what your model
scemery looks Iike, it is not practical to be definitive abour
which kinds of building or termain block slght. You must
be prepared (o use your own judgement within the
following muidelines. Perhaps the easiest way of checking
whether a moded can see anather is to gel down over the
lable and take 2 model's eve view, but remember you
st be reasonzhble about this as in reality it sould be
fuch more difficult 1o see enemy troops than over a
Perlecily flat, mast free gaming table:

Hills, large boulders and budldings block sight over
beved ground. An interpasing hill or howse will Block your
Eight and prevent models shooting through i

Hedges and walls block sight over level ground,
Howewer, 3 model plzced directty behind an obstacie (e
Waching it) ds assumed to have taken up & position whene
4 can see and shoot over the obstacle, with head and
Shouldersy clearly visible. Such a model can shoot bus it
a0 also be seen and shot at

Woods hiock lae of sight if the shooter and the target lic
N either side of the wood. It i3 only possible 1o gee

SHOOTING

through 2 of woodland, so if 3 mode] is within 2* of the
edge he can see out and shaot and he can also be seen at
shot at. If further (nside the wood 4 model can peither be
seen by models outside aor can he see them. If both targes
and shooter are inside the wood then missile range is
mdtnmeﬂrm:ﬂmcanm—whk;hba?.

ik

Troops, fricndly or unfriendly, hinck sight beyand
them. It is not possible m shoot directly through one
miodel to kit another,

Troops corupying elevated positions such as hills and the
tops of buildings, can see over the heads of madels, aver
the tops of lower hills, lower bulldings, trees, and
chstacles. Mot only can such troops see and shoot, but
they can also be seen and shor at because they are
standing high up, exposing themselves o view, One of
the most useful aspects of this is apparent when you have
2 unit deployed on a hillside: models in a rear rank b

up the shope can see over the heads of ranks in front of
thern and so can shoot, This can enahle MY mone
models b shoat than is possibie over level ground whens
only the front rank is able wo being its weapons o bear,

COVER

Troops take advantage of cover m hide fram enemy
rdssile fire. This makes them harder o bit because they
can duck back out of the way leaving amows to splinter
Wamunrm.ﬂmammmdmm

Hard cover offers real physical protection as well as
partially concealing the target from view. The comer of a

i a large mock, walls and wooden. pallisadkes are all
hard cover. Troops positioned at windows and doors also
count as being in hard cover. A model positioned at the
corner of a bulbding so thar he i peeking round is behind
fard cover, Models in renches or pits are also counted as
behind hard cover.

Soft cover partially shields 2 target from wiew but
provides Hitle acteal protection againse incoming missiles
¥ou can hide behind 2 hedge but a crossbow balz or an
arrow will go straight through & Hedges, WAGONS, carts
and woodland all provide soft eover, Troops within
woods sutnmaticalty count as being in soft cover,

SHOOTING AND
HAND-TO-HAND COMBAT

Troops engaged in hand-to-hand Rghting are far too bassy
to use missile weapons and therefore may not shoot.

Other troops may wish to shoot at targets engaged in
hand-to-hand comibat. This is possible but not necessarily
a good idea as you are Hkely to hit the wrong rget and
kill a friend rather than an enemy, Troops in hand-to-hand
combat are taking part in 2 vast swirding melee, and under
the circumstances it is vinually impossible 1o =l fend
from foe ar get a clear view of your tirget. You can shoot
Intoy ecmbat If you wish but if you do so then hits must be
divided equally berween both sides. Odd hits ean be
allotted 1o either side in some fandom Eshion such as by
rallicig & D a soore of 1-3 = a hit on your side, while 46 =
4 hit on your enemy. On the whole, i i not a grsosed jelen to
shoot into hand-to-hand combar.
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DIVIDING SHOTS

A unit of roops always mkss alm and shoots ar a single
target where possible, obeying the commands of their
leader who is directing their fire. Therefore, where
possible, all the wunit must fie at a single @rget, such as a
unit of enemy troops or a huge monster or charot This
may occasionally mean you are obliged o fire at one
target rather than ancther, because one target can be shot
at by all your troops while another may be In sight of only
a few, However, if is someimes impossible for all your
models 10 shoot at 2 single arget because no one target is
visible to all shooters. In this case you may divide your
shooting between two enemy @rpets IF you want o,

HITTING THE TARGET

The chance of a shooter scoring a hit on his targer
depends on his ballistic skill, or BS. the higher the
individual's BS, the greater his chance of hitting. To
determine whether you hit you must roll 8 D6 for each
made] shooting. Count how many models in your urdr ane
shooting, and roll that number of dice. It is easiest o roll
all the dice at once, although you don’t have o do so. If
you have a lot of models shooting you may have (o moll
severzl batches of dice, The following rable shows the
mrirdifd D6 seare you will need to hit

BS 2 3 4 % 6 7T B 9 1

1
6 5 4 3 2 1 0 1 2 &

If you score at beast the mumber required you have hit, i
you soone |ess you have misssd,

For example: You fire withk 5 Goblin archers.
Cobling bave BS 3, so you nevd a score of af least 4
to bit. You rell § dice andseore 1.2, 2, 4, and 6= 2
Bitx and 3 mdsses.

1,
OFf course, you cannot roll less than 1 on 2 D6, s0 toops
with a BS of & or more wll invariably hit. However,
clrcumstances can make it harder to hit as described
below, and this say increase the dice score required 5o
that even troops with very high BS values can find it
difficult to hit their targpet.

TO HIT MODIFIERS

Shooting isn’t simply a matter of pointing your weapon a;
the target and letting fly. Factors other than your ballispe
skill affect your chance of hitting. Ones mentioned carlier
include range and cover. There are other factors o, some
of which make it casier to hit, and others that make ¢
harder.

Factors that make it easier are added to your die roj]
Factors that make it harder are subiracted From your die
rall,

+1 Shooting at a large target.

A large target is anything which in real life would stand
aver approximately 10 feet tall or which is especially
bulky. Ogres and Trolls are large targets for example,
while Men, Orcs, Elves and the vast majority of toops ane
not. Cavaliy models are not considered to be large targets
if they are just riding horses, wobves, boars or comparahle
bﬁaﬂs. Most war machines are large wrgets, and so ane
chariots.

-1 Shooting while moving.

If the shooter moved during the movement phase then his
chanee of hiting is reduced. Even a sémple mrn or change
of formation is encugh to reduce his concentration and 25
COUnLs 38 merverment

-1 Shooting at 4 charging enemy.

If you are charged and elect o stand and shoat at your
attacker then your chance of hitting is reduced, While the
ENEmy thunder towards you your alm will be distracted
and your shot hurried as you abandon your weapon o
take up a sword.

«1 Shooting at long range.

[fi your target lies at over half your maximum range you
arc less likely 1o hit. Sometimes you will find some of the
shooters are within shodt range and some dre at long
range. If this is the case you must roll 2 batches of dice,
one for each range band.

-1 Shooting at a character model.

If your target is a single man-sized character model then
this penalty applies. See the section cn Heroes and
Wizards for 3 complete explanation of mules for shooting
at chameter models.

-1 Target is behind soft cover,

If your tasget is behind soft cover then your chance of
hitting is reduced.

-2 Target is behind hard cover.

If your target is behind hard cover your chance of hitting
is drastically reduced. :




All modifiers are curmulative, 5o, for example, If you are
shooting at long range at a tiget behind soft cover your
chance of hitting is reduced by -2 This means that with a
BS of 5 you would need to rodl a 4 o hit instead of the 2
normally required,

For example; 10 Goblirt archers apen fire ar @ unir
of Elves. The Gobling bave 2 BS of 3 and their
targeis are 10" away. To make marters worse, the
Flves are standing bebind & becpe - soft cover! The
bold Gobbo ladx are armed with short bous wbick
means thelr ta are ai lomg range (short range
being & or less for these weapons). Because their BS
is 3 the Gobbos need a 4 to Bit but sivee their
targers are in cover and at long range this mearis
that they suffer a penalty of -2, So each archer
eels fo ol a 6 fo bit as 6-2 = the 4 required. The
Plaper roliz 180 dice and manages o get foo &5 =
T Biis!

WOUNDS

Mot all hits will wound their target - some may glance off
armonr or clothing, while others may just graze their target
causing no real harm. Some creatuses are so tough that
arrows do not easily plerce their flesh, or they are so
resilient that they are able w ignore missiles sticking in
their bodies. Onee you have hit your foe, you st mall
again to see If you wound him, To do this your st
compare the weapon's strength vahie with the target's
toughness vahse, The strength values of common misslle
Weapons are given on the next page; the target's
toughness T, is included on his profile.

Roll a DG for each hit you have scored and consult the
table below. Find the weapon's strength and look down
that row. Then scan along 1o the column for your tamgers
Wrughnesa. The number indicated is the minimum seore
on a D6 required 1o scone a wound.

TARGET'S TOUGHNESS
1 2 3 4 5 ] 7 8 9 10

1 4 5 6 6 N N N N N N

2 3 4 5 6 & N N M N N

3 2 3 4 5 6 6 N N N N
Eﬂ.' 4 2 2 3 4 5 6 6 N N N
m 5 2 2 2 3 4 5 6 6 N N
=
] & 2 2 2 2 3 4 -] 6 ] N
E 7 2 2 2 2 2 3 4 5 6 L]

8 2 2 2 2 2 2 3 4 5 6

9 2 2 2 2 2 2 2 3 4 5

10 2 2 2 2 2 2 2 2 3 4
To use the chart first find your weapon's strength If you bave scomd several bits on an enenty unit then
down the left band side. Now eross reference this  roll all the wound dice rogetber to save tme - 5o i pou
dgainit wur larget’s toughness alorg the top. Woere bave 4 bits then roll 4 dice io wound. It is fastest to
the two lines meer (5 @ mimber, which s the iR simply pick our the bit dice which have soored b and
mmrequimdmsnﬁluﬁ;mnd.waﬂ&,y' roil thewn dgeain o see i they cause wournds
NSO aial i o oty T eI N Wiwi v il i i I i ot e
bﬂemded;}mrmrm_ I vou scare bess thewt the
Bit b rebonded he 'r Biels, target is stwiply too tough for wou to burt, V stands for
oo ey el s o coam
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SHOOTING

WEAPON STRENGTH

The following examples show the strength of various
rrissile weapons. They are included here as examples: the
section on Weapons describes all misslle and hand-to-
hand fighting weapons in more degail.

Weapon
Shorthorsr

Dow

Longbow

Repeating Crossbhow
Sling

Crosshow

Harxd Gun

Continuing our exampls from above: The Gobiin
player, baving scored 2 bits against the Hlves
consults the tabile, Hig ladz' shont bous are 83, The
Ehsurimugbnmj‘.}kmrbmwnﬁd:mmﬁ'#
or better to wonnd an Eif. He molls a 4 and a 2,

wotsnding oe it

+-B-i.ﬁml.HWuﬂE

ARMOUR

Mexlels that are wounded still have a chance to avold
damage if they ane Wearing armosr o carrying shields, ar
riding a horse or similar creaure, These models have an
@rmour savirg roll. Rodl a D6 for each wound your roops
have suffered. If you roll greater than or equal w the
armour saving throw of the model the wounsl has been
absorbed or deflected by its armou,

Armwour Wors Saving Throw  Saving Throw
If Cavalry

Mone None &+
Shield or light armeour L -
shield and light armouar
o heavy armonur only 5+ i+
Shiedd and heavy armour 4+ 3+
Richers with shield and

i+

heavy ammonr, riding
grenoanesd mouns

Cavilry models automatically have a saving throw of &
ewen if the fider is wearing o armour, This represents the
exira pootection afforded by the homse or ather mount, If
the flder i wearing ammous then his saving throw will be 1
beter than it weould be if he were on fool, For example, 2
Man wearing light armour and carrying a shield has a
saving throwr of 5+ on foot and 4+ when mounbed,

Mote that this bonus only applies to cavalry and ned 1o big
monsters with riders. Rules for big monsters and ridess ane
discussed in the section omn Monsters,

For gxanle; A irooper carrying 4 shield and
weering Mght armour bas a4 saving throw of @ 5*.
This means be must roll a 5 or 6 o be saved by bis
armour, Th continsie our example from above, the
Goblin archers bave scored 1 wound on the EIf
troaps. Stnce the Blues are wearing lght armour
arid bawe a shield their saving throw {5 5+ The Elf
plaver rolli a 2. Mot surprisingly be bas failed. If be
bad scored a 5 or 6 the arrow would bave bouncad
off and the Eif would bave boen unbarmed.

SAVING THROW MODIFIERS

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

EEIMICES ARMOUR
SAVING THROW BY

STRENGTH OF HIT

3 ar less

LY== T
Lo

10 =7

For exampie: A crosshow bas @ strength of 4. A
crossbowman bits @ warrior tn Hght armour with
shrigld, .mw@msmmmmmmsur
& to make bis save and avoid taking the wound bl
because of the crosbow's enormous bitting power 1
15 subtracted from bis dice mil. This means be must
reons #oll 6 for see.



REMOVE CASUALTIES

Most human-sized troos can only sustain 1 wound before
they fall casualty, Some models can take several wounds
before they becoms casualties, but theac are the
exceptions rather than the rule, The number of wounds a
el can sustaln befone it Falls casualiy is indicaed by its
wounds value or "W on s profile,

Where troops have only 3 single wound casusities are
removed as follows. I a unit of troops is his and suffers
wounds which it does not save then for each wound
suffered one model is removed as a casvalty. Casualties
are not nc:es.q.aril.}r dead, they may be temporarily
knocked-out, or simply o badly wounded to casry on
fighting. For our purposes the result is the same so we can
consider casualties as shin.

The player who has suffered the casualties must remove
slain models from the unit. Although casualties would
really fall amongst the front rank it is convenlent to
remove casualties from the rear of the unit, This keeps the
formation neat and represents rear rankers stepping
forwards (o cover gaps in the line as they appear.

If reoadels have momne than one wound then casualies are

removed as follows. Imagine that a unit of Minotaurs

suffers 5 wounds fron arrow fire, Minotaurs are big

monsters and each model has 3 wounds, The arrows
d would fall randomly among the unit, possibly wounding
several creatures, but for our purposes we shall remove
whole models where possible. So, 5 wounds equals 1
model dead (3 wounds) with 2 wounds left over, The
wounds left over are not enough 10 remove another
model, so the player must make 2 note that 2 wounds
bave been suffered. IF the undt takies another wound from
some other attack, then another Minotaur model is
femoved, It is important 1o keep a record of wounds taken
Fy units such as this.

!

-1 the case of cavalry rodels all shots are worked out
Bt the rider, If the rider is slain the mount is removed
Well. This is 2 consenient and practical way of
Biesenling cavalry, as it dispenses with the need for
Hvidual dismourted riders and loose mounts. Chwioushy
7 riders are slain, horsess bolt and fAin away, and some
.1.. UNts are killed threwing their riders o the ground.
wewer, these things can be safely imagined while

SHOLY TN

muammmﬂnsmmm.mmmm
applies to ordinary cavalry (mounts which have 1 wound
on their profile) and not o large monsters which have
riders, Large monsters have more than 1 wound on thels
profile and are covered by the rules for Monsters,

PANIC TESTS

It is extremely difficult for roops to keep their nerve while
people all round them are falling to arow fre, To simulame
this any unit taking substantial casualties may be called
upon 1o ke a panic fest. A panic test is 3 peychological
test and it is deseribed in the section on Psychology tests
along with other effecs such as fear, and so on,

FAST DICE ROLLING

Wou will have gathered by now that it is necessary to roll
cquite a few dice o resolve shooting — whole handfuls ar
once in fact! This doesn't take as long as you might
imagine because all the dice are rolled mpether. The meost
practical way of golng about this Is to take as many dice as
you have troops shooting and roll them all at once. So, i
you're shoating with 10 Goblin Archers soll 10 dice. Thea
pick out any dice which score a hit and re-roll them o
wound. 5o, from our 10 dice w hit 4 might rypically scone
hits, these are re-rolled and may score 2 wounds for
example. Dice which score wounds are picked out 2nd
handed over 1o the cpponent to ke his saving throws,
This same system applics when you work aut hand-io-
hand combat damsage oo, &5 deseribed in the nest seetion,



HARD-TO-HAND COMBAT PHASE

HAND-TO-HAND COMBAT PHASE

Onee all the shooting has been resolved it is tme o deal
with the brutal cut and thrust of hand-to-hand combat or
melee, as it's sometimes calbed. All units that are in contact
with the enemy must fight. The hand-to-hand combat
phase is an exception to the nommal wm sequence in that
btk siches Aght, regandless of which player's um bt is.

Work out combsts one at @ tine — resolve the fighting for
all the troops involved in one combat before moving on o
the next. A combat is usually a fight berween one unit
from each side, but it is possible that several units,
muorsters, and heroes may become imvobved,

In the Mustration at the bottom of the page, for example,
thers are three separate combats: one between fwo Wil
and an EIf griffon rder on the lefi; a huge fight between
two units of Elves, teo units of Goblins and a Goblin
chasot In the centre; and a combat between two opposing
umits, an Ore Wyvern rider and an Ef bolt thrower on the

right.

WHO STRIKES FIRST

In the desperate hack and slay of close combat the
gdvintage goes 1o the best and fastest wartiors, or those
who have gained the extra impetus of charging into
eosrbat that . To represent this, models srike blows in
a strict order. Troops who have charged that turn
autorratically strike first, Otherwise, all blowes are strock in
strict order of initiative (). Models with a higher inittative
strike Arst followed by models with a lower Enftdative. This
is important becanse if 4 model s stain before it has a
chasce to strike it obviously cannot fight back, Stiking
firstis @ big advantage, which is why i is better to charge
your enemy rather than allow him to charge you.

If oppasing troops have the same indtative then the side
which won the combat in the previous turn may strike

first, @r if this doesn't apply you can roll a D6, and the
plaver who scores highest goes first,

For example: A bunch of Orc boar riders charges a
growup of Elf spearmen. The Elues hain an initiative
of 6, while the Ores omly bave indilighive 2. The Orcs
strike firgt because they charged. Next rurn the Ees
will go first because of thedr bigher initative,

WHICH MODELS FIGHT

A model can fight if its base i touching the base of an
enemy model. Even models anacked in the aide or rear
raay Rght, and may ke turned In the ranks to indicate they
are doing so. If 8 model is touching more than ane enenrny
it can choose which 1o attack. For example, if Foed with
an enemy hero and an ordinary enemy trooper you may
decide to attack the trooper because you stand more
chance of harming him, o could ke the ouside chance
of fghting the hero.

Enemy | Enamy
Here | Trooper

LY.
N7

Attacker

Yo may decide which
moded io atteck

In the case of cavalry mounts which have their own
amacks, these are worked out in exactly the same way as
normal. This means that some cavalsy have two lots of
attacks, the rider attacks and his mount attacks as well,
For example, Warhorses and Glant Wolves have theis
own atack which they strike in the normal way.

COMBATS

ELF GRFFOMN RIDER

ORC WHYWERM RIDER

N

[ .‘:'

- work ouf aach dambal bafoss progressing o the naxt

30




T T T e S

HAND-TO-HAND COMBAT PHASE

HITTING THE ENEMY

The chance of hitting your enemy depends upon the
amacker'’s weapon skill (WS) and the defenders R =
skill, To determine whether you score 8 hit roll 3 D6 for
each model fighting. If you have more than one znack (4)
with your troops then roll & D6 for each. For mamgle, 10
Elves have 1 attack each so ol 10 dice, but 10 Minosaurs
have 3 attacks each s0 rall 20 dice

The score needed 1o score a hig on yous enemy depencds
upon the relative weapon skills of the attacker and his foe,
Compare the wreapon skill of the amacker with the weapon
&aill of his opponent and consult the chart below to fnd
tie mininuim D4 score needed 1o hit.

If you loak at the char you will see thar if your model's
weapon skill i greater than your foe's you hit him on 3+
Otherwise you hil on a 4+, unless his weapon skl is
more Hhan double yours in which case you require a S+,

CAVALRY

When you are Aghting cavabry all blows ane serack against
the rider using the rider's WS, The mount may fight using
its own WS if it has its own attack,

DEFENDED OBSTACLE

If you are attacking an enemy behind a wall or o hedge,
inslde a building, or behind some other defended
abstacle you will require 2 6 on a DG W hie It iz very
difficult indeed 1o hit enemy in these circumstances,

FIGHTING WITH TWO WEAPONS

Some warrioss carry a weapon in hoth hands so they may
fain down even more attacis on their enemy. If a warrior
carries 2 weapon in both hands he receives ome exirg
anack from his left hand. It doesn't matter if his aack (A)
value is Zurmoce,awlﬁarr:ceivesunh' +1 attack from
his extra weapon.

TO HIT CHART
OPPONENT’S WEAPON SKILL

1 2 3 4 5 6 7 8 9 10

1 4 4 5 5 5 5 5 5 5 s

g 2 3 4 4 4 5 85 5 5 §5 5
: 3 3 3 4 4 4 4 5 5 5 8
g 4 3 3 3 4 4 4 4 4 5 5
w 5 3 3 3 3 4 4 4 4 4 g4
z 6 3 3 3 3 3 4 4 4 4 g
E 7 3 3 3 3 3 3 4 4 a4 4
§ 8 3 3 8 3 3 3 3 4 4 g4
E ® 3 3 3 3 8 3 3 35 &4 4
0 3 3 3 3 3 3 3 3 3 4

i

Ji



HAND-TO-HAND COMBAT FHASE

WOUNDS

Mot all suecesafiul hits are going o harm your enemy —
some may rebound from armour or bounce off tough
hide, while others may cause only superficial damage that
does not prevent the creature fighting. Once you have kit
your foe you must roll again to see if your hits inflict
wounds.

This procedure is exactly the same as described for
shooting. Consult the wble below, cross referencing the
attacker's strength (8) with the defender's toughness (T).
Both values appear on the profiles of the creatures
fighting. The chart indicates the minlmum soone of 2 D6
required o cause @ wound.

N Where the table shows an ‘N this indicares that the
target is simply 100 tough for you 1o b, ¥ stznds for no
effect — or no chance!

WEAPONS MODIFIERS

Unlike shooting it is the srenpth vahe (8) of the attacker
which 15 used rather than the strength of the weapon ilself.
However, some weapons confer a bonus on the attackers
strength, For example, charging kaights with lances
receive 4 +2 bonus on their strength, These bonuses are
discussed together with other special rules in the section
an Weapons,

WOUND CHART

TARGET'S TOUGHNESS

1 2 3 4 5 B 7

1 4 s & B N N N

2 3 4 5 B8 6 N N

3 2 3 4 5 6 6 N

ks @ u 2 5 & w 3
=

E & 2 2 2 =2 3 4 5

® 7 2 2 2 2 2 3 4

8 2 2 2 w2 2 2 3

e 2 2 2 2 2 2 2

10 2 =2 2 2 2 2 2

ST T S | T = - T - - TS - |

2 = th ®m om 2 ZF Z F Z D

-
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B o B 2 =2 Z2 Z Z2 =




T T Y T N -

—

—

HAND-TO-HAND COMBAT PHASE

ARMOUR

Models that are wounded siill have a chance to avoid
darmage if they are wearing armour or carrying shickds.
This is exactly the same a5 described for shootlng, and the
same ‘ubes apply. For each wound suffered the player rolls
a D, [f he rolls greater than or equal o the ammour saving
theowr of his troops then thar wound has been absorbed of
deflected by the model’s armoar.

For example, an EIf wearing light armour has 2 savi
throw of & 30 you will meed to rodl a 6 to save him, IF he
i a shield as well he would save ona 5 or 6, and so on
Re-read the section on armour and the description in the
Shootitg section if this is not completely elear,

SAVING THROW MODIFIERS

Some creatunes are so powerful that armour provides |ess
profection against them. They can beat thelr way right
through armour when they hit, either with 2 weapon or
with their claws and teeth.

The higher 2 creature’s strength the more easily it can
pierce armour, If weapons glve a sirength bonus then this
Increases the strength of a hit and makes it easier o pience
armowr. The chart below shows the reduction in the
enemys saving throw compared to the attacker's strengsh,
This i meactly the same as for damage from shooting.

STREMGTH OF HIT REDMICES ARMOUR
SAVING THROW BY
Jor less Mome

4 -1

5 -2

L -3

7 -4

B ]

9 6

10 =7

REMOVE CASUALTIES

Casualtes are removed in exactly the same way a3 idasile
Sisuahies. You may wish to re-read the Shooting sextion
a2 this point. Remember that Aotk sides fight in hand-to-
hand combat, =0 models semoved before they have a
chance o strike cannot fight back. You will find It casiest
and most practical to remove casualties from the rear
ranks of units rather than from the front. Although it is the

raakers who are actually fighting, rear rankers would
fuickly step In to fll any gaps in the line, so it is
Prefersble o remove these sralght away, However, the
fear rankers who step in 1o the front Ene cannot fight that
furn = all they can do is step into the gap,

To remind you how many casualties have been sulfensd
do ot ke the casualties off the table immediately, but
place them behind the undt, There are teo reasons for this
which will become very clear as you play. Firstly, IF you
remove fodels from the back rank rather than the from
you will have to bear in mind that some of the front
rankers are actually rear mnker who cannot fight. Leaving
casualties on the table will remind you how My
casualties have been suffered and so how many models
ane left to fght

Secondly, you need to know how many cassalties have
been suffered when it comes 1o working out which side
has won the combat, and having all the casualties in place
hehind their units helps 10 make this clear,

Some models have several attacks, not just one, It is
pessible that 3 blg creamure, such as an Ogre or Minozaur,
ar a huge monster, like 2 Dragon, succeeds in infilcting,
say, 3 of 4 wounds even though the model is only
touching 1 or at most 2 enemy models. When this
happens the number of casualtes is sill the full rumber
ef wounds caused, not just those models directly rouching
the amaciker,

This is because combat 48 nol the strictly organised linear
affalr that it appears. When the big creature amacks it
slashes in one direction and then the next, stepping
forward and aside o strike new vietims s its cnemies Bl
beneath its feet. This means that a monstes or a powerful
hero may be able to destroy many more enemies tan ha
is touching.



HAND-TO-HAND COMBAT PHASE

RESULTS

Once all the participants in a combar have fought you can
determine which side has won. Begin by adding up all the
wounds caused by each side. It does not mater which
panjcu|=: units suffered the wounds, just add dvem all up,
Do not forget to add the wounds tmken by big crestures
which have fot been removed as casualties,

The side which has caused the most wounds has won the
codmbat. The other side has lost. IF both have Inflicted the
same number of wounds then the result is a draw,
However, a side can clalm extra bonus poinls under
cefldin crcumstances — for example if it has a batile
standard, if it is amacking the enemy in the flank, or If it is
fighting from higher groumd.

Each bonus podnt 1s added to the number of caseakies you
have inflicted. So for example, If both sides cause 3
wourdds the result is a draw, but if one side had a haitle
standard it adds +1 1o its score, beating the enemy by 4
points to 3. These boaus points can make all the
difference between winning and losing the combat, The
able below summarises the bomus podnts,

Once both sides have established (heir total points,
including the number of casualties caused and bonus
poinks, compare the values to discover which side has

won the combat. The higher the winner's score comparsg
to the loser's the bigger and more decisive the victory. A
8 podnt againgt 7 poing victory ks only a slight win foe
exemple, because the difference in scores is only one
point. An B point against 2 point victosy is extremely
decisive as the difference In scores is a whopping six
The difference in scores is important because i 15 ussd
when working out if 2 defested enemy stands his ground
or ums and fecs.

LOSERS TAKE A BREAK TEST

The side that loses 3 combar must ke 3 test 10 determine
If it staicls and fghts or ums tail and uns away, This is
called a Bk et You need to take a separate break ey
for every unit involved in the combat. Depending on
wihich uriits pass and which fail their test some may break
and flee, while others may stand their ground Troops
which are better bed, braver, and more professional are
mofe likely o stand fArm, while wild, temperamenta)
troops are far mone likely to nen for i,

Take the test as follows. Firstly say which unil you are
tesing for, Roll ZD6 and add the scores together, Now
add the difference between the winner's and losesr's
combat score. If the otal is greaver than the unit's
Leadership (Ld} value then the unit is broken. Broken
wfiis will bam tail and fee cnce all combat on the entlre
batlefield has been worked out, Until all combat has
been worked out simply turn a few of the rear rank
models round to remind you that the unit is broken.

Bonus Shuation

+1 Rank Bonus

IF your formation is at least 4 models wide then you
may claim a bonus of +1 for each complete ank of
models behind the fist. 50, a formation 3 rmanks deep
would give you a +2 bonus, a 4 deep formation gives
you a +3 bonus. The greatest bonus you can claim s
+3 from 4 ranks - no bonus Is glven for deeper
formations, If your side has several units fighting, then
vou may add the bonus from the deepest formation.
You do not get a bonus from each unit, just the
deepest unit in the combat.

+1 Standard

If any of your units has a standard fiving in the front
rank then you may add a +1 bonus. If you have several
standards then you still only add +1, not +1 fior each
standard. Rules for standards are described lates

+1 Batile Standard

If the army's battle standard (s fghting in the combar
thesn you may add a Ffurther +1. This is #n adairion to
the bonus from ordinary banners becawse it represents
the great leader himself. Rules for standards are
described later,

BONUS POINTS TABLE

Bomus  Slteation

+1 High Ground

IF you are fighting from a higher position than your
enemy ten you may add s +1 bonus, For exxieple, if
you are defending the crest of a hill. If there are
seweral units involved, some higher than others, the
borus goes to the side which has troops on the highest
ground, Note that this bonus only applies 1 troops
accepying higher terrain, not 1o models which are
simoly bdgger than their enemy — they have enough
advantages already.

+1 Flank Attack

If youn are fighting an enemy unit in the Aank you may
2dd a +1 bonus, You must have at least 5 models in
the Aanking usdt o earn this bomus, A smaller undt may
strike blows as normal bur does not give the bonus, IF
both sides have toops attacking in the fank then the
side with the mast flanking units gers the bonus The
bomus is only applied once, regardless of how many
flanking units ane involbved in the combat.

+2 Rear Attack
The same: comments apply as for a fank amack bt to
unis artacking in the rear.




For exanple: Aunuq"&{fmbmsaﬁﬁﬁrgaumr
of Goflin spearmen. The Gobling igflice 3 wounds
on the Elves, and the Elves fnfTict 4 wounds on the
Gobltns, Howsver, the Goblin player bas 4 complete
randg in bis formation, and as each extra rank
adds +1 to bii score this gives bim 3 + 3 = & poings
agatnst the Elwes' 4. The Eoes have thergfore lost the
combat, even though they bave caused more
casualties = e vasd numbers of Gobling pressing
from 1he back bave overwhetmed them. The Elves
; must thergfore labe a break test adding +2 fo their
dice score. Eloes bave a good leadership value (8)
but with the exira +2 modifier on the dice the
player will begw to roll G or fexs do stand and fght.
The player rods 206 and scores 7, the +2 modifier
hrings bis total 1o 9 which is greater than the unit's
ipaderebip 2o the Elves are b,

PANIC TESTS FOR BREAKS

Once all wl e ol bave been foeght and all unis
that have been defeated have taken a break fest, you must
take 3 panic test for all your units which ane within 12 of
friendly umits which have broken. This represents the
spread of panic amongst the army as friendly units
collapse and tumn tail, leading to crumbling barlelines and
possibly causing other units to Aee as well. Panic is a
special psychological effect, and the full rules for panic
- and other peychoogy are covered in the following section

of the rules. However, It is worth bearing in mind at this

stage that panic tests must be taken once all brealk tests are
coenphete but befure any flesing troops are moved,

FLEEING TROOPS

Once you have eompleted all of the break tests resubting
from combat tha: term, and having mken any necessary
Danic tests, It s dme for broken troops o flee. Fleeing
oops turm directy away from thelr enemy and ren 23 By
a5 they can. They sbandon their formation and ran from
their enemy in complete roul, blindly scrambling over the
Elmndmﬂmirﬂfmm avoid the enemy.

[t is diFﬁr_'u]: ter judge how far fleeing troops will run
Secause they are no longer fighting as a unit but mélling
" '-Illd in a frightened mob. To establish how far the

urit moves roll dice. 1F the unit normally moves 8"
E lesg roll 206, F the wnit moves mone than & rall D,
M0e result is the distance covered by the Reeing woops
SLnus any penaty for terrain or obstacles. Move the
Berang unjs directy away from its enermy so that it is 2D&"
306" away from them and facing in the opposite

hmﬂun]twﬂlbed&mtd:ﬁ:mﬂugmh}-pum
45 described below. IF it 15 not destroyed then the fleeing
) :mmmmmﬁ'mﬁmmmm
e edge during its mevement phase in an stempt to et
;. 3‘ fram the batlefield as quickly as possitle. While it
i "Mtienzes to flee the unit can do nothing else Tt cannot
HOL nor shoot weth méssiles. Where able to da o, 4t will
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move round obstacles that Block i path, including units
of woops, but it will not move towards enemy troops
urbess it has no other chaice.

If any models kave the table edge the wnit & considered
tes have lefl the batilefield and is removed from play, The
troopers have scattered beyond recovery or have found
places o hide themsclves until the battle is over.

If enemy troops charge a flesing wnit then the Aeeing unic
makes s 2/306" flee 1oll as normal. The charging unde
moves its standard charge distance. The charging enemy
diestroys the feelng troops if it catckses them,

A fleeing unit may test to rally at the very start of its
movement phase. This represerus the efforts of leaders
and brave individuals to call a halt o the sout, bring the
roops i thelr senses and restore order. This is called
raifving and 3 unit that rallies suceessfully may reorder its
ranks in preparation to fight once mone.

To take a rally test roll 206. If the soore i equal o or less
than the unit's leadership (Ld) then the unit stops fesing
anid has rallied. The unit rnest spend the remadnder of the
tum statonary and may not shoot ar fight, but the player
may rearrange its formation and mm it o fce whichever
direction he chooses.

A Aesing unit that has suffered many casualties will be
unable 1o rlly. A undt must still have at least 25% of i
original number of models surviving to be sble to attempt
tor sally. IF a fleeing undt has less than 25% of lis orginal
swengih befi, the troops are oo demoralised o rally. The
unlt contlnues o fee watkil it leaves the able or is

destroped.

s
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PURSUIT

If a unit wins 2 combst and all of the enemy 1t is Aghting
break and flee, thea the victorious unit will normally
frursee. The troops triumphansdy surge forward, hacking at
their retreating foes as their backs are turmed, cutting them
dowm as they run. Mote thit & wnit may only pursue if all
the troops it is fighting break - if one unit heeaks and
another stands and fights on then the victorious reops do
not pursue. Like fleeirg, pursuit is & heetic and
uncontrolled affair, so dice are ralbed i determine how far
the pursuing unit moves,

—————— d e —
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Once flecing troops have been moved victorious units
may pursue, To find out how far they pussue noll 206 or
3D in exactly in the: sarme way as for fleeing moops. The
pursuers are moved the distance indicated straight
towards and through the feeing troops IF they mowve far
encugh. [F the pursuers move further than the broken
woops then the flecing und: is completely destroved — all
the troops are ot down as they run, IF the pursuers do not
move far enough to catek the flesing troops then no
further easualties are cavsed. The pursuers are simply
moved the distance indizated towards thelr broken
Enemy.

It sometimes happens that pursuers move far enough o
hit 3 fresh enemy wnit. The pursuers are camied forward
against the enemy unit a5 they chase their flleeing enemy.
This is condidéred to be a new charge, and the anacked
unit must *hold” as any attempt o fed or shoot amddar the
confusion of running bodies is impossible, The resulting
combat is worked out in the following turm. The pursuers
are considered 1o be charging and so get all the usual
benefits and bonuses & if they had charged that nrm.

Assuming the: pursuers do not encouriter any fresh enemy
they move as far as indicaled by their dice roll and are
ready to fight normally immediately, In their following
v they may charge, march or move nomally exacdy
like amy other unit. Mo penaity is imposed beeause of thels
pursudt move, Undts do ned continue o pursue during the
rest of e geose. Pursyls 15 8 SINElE EXIA move made as
SO0 48 your enemmy break and fee,

A player may decide that be would sooner not pursue.
Mogmally & unit must pursue if it &5 able to do so. but the
player may attempt to halt the pursuic by making a test
againat the unit's leadership (L), This represents the unit's
leader calling 1o his troops 10 hold, while their natural
inclination is to ran after the enenw and cut them down as
they scatter. Roll 2D, and £ the score is equal to or less
than the unit's leadership vale then the test is passed and
the unit may remain staticnany instead of pursuing.

A unit does not have o pursae if it is defending 2 wall, 2
hedgerow. a houwse, or : comparable obswacle or
fonification. As pursuing would force the unit e_abandon
its secure position there i 4 great incentive 1o stiy where
they are! In this simatlon, the player may decide to pursuc
if he wishes, but does not have 10 do so

A unit which pursues its flesing enemy off the table
retums o the same point in its following movement
phase. The undt may not move other than to position iself
along the tahle edge,

LAPPING ROUND

If & unit wins the combat it can bring models from e
ranks and piace them forward 1o increase the widih of
formation allowing more models to fight. Yoy can
fncrease the width of the formation by up o 2 models o
cither flank,

If & wnit wing the combat and its foemation already mxpnd,
o the enemy’s flanks, then you may move models

the: rear ranks round the sides of the enemy wnit, Yo
move up to 2 models around each flank, assuming
there is room and thar the flank is not blodked by anchg,
unit, a building, or other terrain. Once models hiawe
covered the enenmy’'s flanks you can move around the frar
should you win 2 further tumn, extending your line and
surrounding the enemy unit completely. These exirg
mindels are described as lapfnng rowned

Models which are lapping round do not count as being
within the unit's formation, so lapping round models in
this way does not negate your wsual rank bonus if this
applies. If the unit is defeated in 2 subsequent mrm of
hand-to-hand fighting then any models lapging round e
immediately returned o the rear rank, It is assumed they
hawe been Fought off,

Madels which are lapping round do not count as making 3
flank or rear attack unless there are 5 or more models
lapping round onto the sides or rear of a unit, Should this
occur then the fank/rear attack combat bonus does apply,
This will either be +1 for 2 flank atmack or +2 for 3 rea
atack.

LAPPING ROUND
)

DEFEATED ENEMY

Lapping moduls frem a rear rank move fo the snemy’s Rank
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PSYCHOLOGY

In the heat of batde tmops ofien don respond 25 you,
their commander, might want them to, Faced with
temrifying supernatural faes their eourage may fail, or they
may simply be too dim e understand the orders they have
been given. The hatred engendered by age-long feuds can
overwhelm mdlitiry diseipline and beave troops overcome
by bloodhust against their ancesial foes. Cemain warriors
can be so overwhelmed by berserk fury that they wiil
charge into banle regardless of any plan or onder.

As commander of your sy it is your duty 1 know abou
these things and take them into account in your plans, If
you do not you may find that you are defeated before you
even begin!

The pasychology nules represent these factors in e game
and call upon the plaver to make oecasionsl tests 1o
determine whether his troops are affected by adverse
psychology. All psychology tests are made in the same
way, 50 we'll describe the procedure At before we look
at the individual peycholagical Factars,

When taking psychology tests roll D6 and compare the
result to your leadership (EdD vahie, If the result i Jess
than or equal o the uelt's leadership score the tesr is
passed and all is well, If -he sesull is greater than the unirs
leadership score then the test is Filed,

Mate that in the case of cavalry, chariots, and heraic
individuals rdirg monsters it is the Ader's leadership that
s used and not the mount's or the monster's, 1f & chariot
has several crew, use the highest value,

PANIC

Panic is the most commoa psychologica) effect, Wher,
trgops see their friends nanning away this will upset i
some will lose their nerve, a few may balt for it Cluing
others o follow and soon te whale wnit is fleeing dway
from the battle in blind panic. Some troops are steacier
than others as indicated by their leadership vaiue. Ti
with a high leadership are mch less likehy to paric thap
troopa with a low keadership, A unit must take a panic st
in the following ciroumstances.

L. Test at the start of your turn If there is s fleeing
friendlly unit within 4 You do nat have 1o ke this
test if your unit cutiumbers the flecing unit 33 the
sight of a fewr rag-tag stragglers is insefficiens 1o
ciuse panic, For example, i you have a unit of 10
models and there is a fAeeing unit of 15 models
within 4" then wou st test. However IF there ane
only 5 fleeing models then no test is requuired. MNoje
that it is the size of the fleeing unit which 5
impostant, not the nuniber of fAesing models within
4",

2 Test if a friendly unit within 12" is broken as a result
of bring defeated in hand-to-hand combsat, Tt is bes;
o work out all combats and establish all broken
units before making panic tests for units nearby
Wiou must also make this vest if o friendly unir 4
completely eradicated in hand-to-hand fighting
Such @ wnit cannot be broken 29 18 o longes exists,
but the sight of its destruction amownts 1o the same
thing. Only one panic test is required regardless of
hew marry broken frierdly units are withis 127,

3 Test if you are already fighting in combar and e 1
are charged in the flank or rear by another enemy
unit. If the: enemy unit is smaller than 5 models then
no test is required as there are too few 1o cause
panic and the extra amckers are absosbed ingo the
general carnape. Make this test as soon as clargers
have declared their charge and if they ane within
charge mnge. If they are unable to reach the unit no
test i3 recuined,

4. Test if you sustain 23% of your number s shooting
easualties in the shooting phase. For example i
unit of 12 troops takes 3 casvalties it st test for
panic. This represents the panicking effect of
massive casuallics from intense missile fre, Make
this test a5 soon a5 the 25% barrier is crossed, This
may result in a eharging unit panicking if, fou
example, it is attacking & unit of bowmen which
stands and shoots st i1,

A unit which fils a panic test will e in the same way 48
a unit broken in hand-to-hand combat or 2 enit flecing
from a charging enemy. I a undt panics at the stan of the
turn because of fesing friends within 4 i may ot attemd
to ralky that turn, bt must fee during its movemens phase.
If engaged in hand-to-hand combat when it panics then
the normal fee and pursuit robes apphy: the Neeing unit
may be pursued and destroved in the same way as a unit
which breaks following defeat 1 combat,
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For example: At the stant of thelr turn a unit of 10 Goblins

is confronted By a fleeing unit of Goblin Wolf Riders

within 47 There are 12 Wolf Riders so the Gobling must

a panic test, The player rolls 206 and scores a 3 and

| ﬁmmmupm&.mmmmmmmrym

| g feaderssip of 5 they fal their fest. ihe Gobli

parics and must flee in (s movemen! phage, As e

l’ Gobling bave a normal move rate of 4° they flee 20067

towprds the rearest lably edge, mowdng away from enemy
wibere positble.

1
; s PANIC

GOBLING TEST

£

FLEEING
WOLF RIDERS

Panic fos far Rasing frends within £ inches ot the atert of your um,

For examle: During the band-to-band combat phase a
windl of Ot i dfeated and broken. Al friendly units
within 12" musi take a panic lest, which in this case
includes 3 unit of Boar Riders and a wait of Gobling
nearty. Penic tests are taken before the broken unit fTees.
The Boar Riders roll & mtal of 9 which & more than their
legdership of 7 20 they panic. The Gobling roll a
remnariaehle 4, sven Less than their miserable leadership of
5 wivich reeans they bravely stand fast. Both the Orcs and
the Boar riders will flee away from their enemy who may
wiell pursee and attempt to destroy thene, Node that a unit
thar parniczs and flees from band-to band fighting does
no lead to further panic fests - only unils thal are
defeated and break in combal cause panic tesls,

PANIC
ENEMY
oACE WAR BOAR
RIDERS
3. .
ORCS BAOKEN i
TEST

}-‘F&{ ,qﬁ%

Parii nel for brokes units et tha omd of hand-fo-hard combat.

PSYCHOLOGY

For example: A und of 10 Hyes is charged in the flank by
a writ of 5 Wl Riders while fighting a unit of Gobling 1p
its fromt, The Eles (ake a paric test a5 soom a5 the Woll
Riders declare thelr charge and are found o be within
ramge, The Elves roll a rotal of 10 which 45 more tharn their
ieadersing of & 5o ey panic and fee, The yes flee 2007
ariay frorg their enery (Hhely movemenl s less than 6 5o
they always flee 2067). The Gobling are already fiphting
the Elves and so0 may pursue. The Wolf Riders continug
their charge to iis maximum disance, in the same way as
i their foe bad decided 1o flee volumtariy,

PANIC

kh

T e
ELVES g%é’ Eg
e §

Paric tent for Rk charps a8 5o0n &t fa charga ks declard.

FEAR

Fear is a natural reaction o huge monsters or unnerving
situations. Creatures that cawse fear are indicated in the
Bestiary section and include such large and disnurbing
monaters a3 Trolls a5 well 23 supernaneral hosrors such as
Skelerons. A unit must take a fear test in the following
sltuations:

1. [fa3unitis charged by an enemy that it fegrs then &
must take make a test to overcome its fear. IF
sucosssful then the unit can fght as normal. If the
urit fails 1o overcome its fear then the unit will
automatically flee if outnumbered by the charging
enermy, If the enemy does not custriumber the 1t €
will fight 25 normal, but must roll §'s 1o soone hits in
the first um of combat. Mote that this test is taken
onee the enemy declares his charge and is found 1o
be within his charge distance.

2, If 2 unit wishes o charge an enemy that it fears
then it must ke a test o overcome its fear. I the
test |s failed the unit may not charge and must
rermain stationary for the tum.

A unit defeated in hand-to-hand combar is auomnatically
broken without a break test if it is outnumbered by
enerty that it fears, IF the fear-causing enemy does not
outnumber the unit then a break twest s mken as nomal.
See the Hand-to-Hand Combar section for details of break
tests and Aesing troops, Mote that it makes no difference
whesher a fear test is passed or not, 2 wnit defeated In
hand-to-hand combat 1s automatically broken if it is
defeated by an enemy that causes fear,
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TERROR

Some monsters are 50 huge and threatening thar they ae
even more frightening than those described by the frear
ruizs. These creatures cause ferror. Troops confronted by
mensters or situations that cause termor must test to see if
tivey overcome their tereoe. Should they fail they will be
completely overwhelmed with horror and reduced o
gibbering wrecks, Troops only ever test for temor once in
a battle. Once they have overcorme their termor they ane not
affecred again,

iF a creatune cavses termos then it sutomatically causes fear
as well, and all the rules described above apply, However,
you never have to take 4 1error @nd a fear test from the
same enemy or situatlon = just take a termor test: iF you
pass the temor test then you avtomatically pass the fear
ies 0. As you only ever ke one eror test in a battle,
any subsequent encounters with terrifying monsters or
sinaticns will simply count as fear.

L. A unit must test to ovencome its wermor iF charged by
of wishing to charge an enemy that causes termor.

2 A undt st test for terror at the star of its wm I
there is an enemy which causes terror within 8

Remember that only a single test {5 ever rmade for termor by
any unit during the whole game, whether it is made
becuse of a charge or because the unlt finds fself within
8" ef a berror-causing monster,

A unit which fails its terror test will flee immediately,
exmaclly as if it had falled its break test in hand-to-hand
combat, or decided to flee from a charge,

FEAR AND TERROR LIABILITIES

Oiviously a large monster is less likely o suffer from fear
or terror. There 8 no way a huge dragon is going to be
scared of a troll, for example. These special liahilities also
apply to any rider of a large monster o, so a dragon rider
wiouldn't be afraid of a creature that would cause fear or
terror were he on foot. The following nides apply-

& creamure that causes fear is not affected by enemy
that cause fear, Faced with an encrvy that caiises temor,
a fear-causing monster anly suffers fear, not termor, For
example, a troll causes fear and 3 dragon causes teror.
The dragon §s not at all worded by the troll, bt the
trodl fears the dragon.

A creature that causes terror is not affected by fear or
terror at all.

It sometimes happens that a unit of perfectly ordinary
trooos i led by a mighty hero or 2 monster which causes
fear or tesror. In this situation you must test for fear/bermor
if @ charge will result in you fighting the hero ar monster
in question. In the case of termor you must also est if you
are within 8" of the creature at the start of your wm, bat
noet necessarily because you are within 8" of the unit,
However, if you are charging a unil in the side o' reas, so
that pou won't have to fight 2 monster in the fromt mnk,
then you do not have 1o test. Basically this is common
sense — i you don't have to confront the beast then no test
14 feqquired.

STUPIDITY

Many large and powerful creatures are unfortunatey
rather stupid. Bven some otherwise quite intelligen;
creapures act stupidly now and again because they gpe
confused or distracted, or perhaps because they are
drugged or have been knocked insensible. The supidiy
rules represent the sort of slow wintedness or dump,
behavious that mast animals instinctively avodd, but whicy,
some especially stolid or stubborn beasts may be prong
Creatures which are stupid are indicated in the Besiary
and inchade such monsirous creanires as trokls, s

Stupid creatures must make a test at the start of their e
to see if they overcome their stupldity. Make 2 tes fo
cach unit of stupid troops, If you pass the wst by rolking
less than thelr leadership an 204 then all weldl and good -
the creatures behave reasonably intelligently and the
player may move and fght with them as nommal, Mirthing
untoward has ooowrred beyond a bit of drooling and the
odd vacant expréssion. If the test is failed then all &5 no
well. The following rules apply until the start of the
crestures’ following tm when they must 103t once more
tor et if they are overcome by stepidity.

1. [falready in hand-to-hand combat half of the sipid
creatures suddenly stop fAghting. They stare arcund
blankly and wonder where they ane. If the unit has
2n odd number of models or if the stapid cresmse is
fighting an its ovwn then rodl a D6, IF the sesult is 4 o
more the odd model fights; if not it stands around
drooling. Note that only stupid creatures are
affected. IF & unit contains stupld creamres and
other creatures (2 unit of trolls led by 2 goblin
chieftain for example) then the other creatunes ane
not affected,

2. If notin hand-to-hand combat the unit momentarily
forngets what it is doing. Rofl a DG 1 determine how
the unit moves this turn. This is compulsory
movement and so ocours hefore ather movement
(see the Movement section). Any non-stupid
creatures with the wunit must also move as described
— they are carried along by the movement of the rest
of the: unil and risk being trampled and squashed if
they attempt to do otherwise.

13  Move the unit directly forwards at half
amormal speed. Any enemy troops
encountered are automatically charged. IF
there are friends in the way both undts
blunder into each other and their ranks
become confused, in which case both units
are pinned in place for the rest of the tum
and nefther may move further.

46 The unit stands around in a confused and
ineffective manner, It will do nothing for
the remainder of the tum while the stpid
ereatures stare about them, squabble, or le
domen. fior a bit of a rest.



Creatures affected by stupldity are quite unaware of
anything happening around them. such is thelr state of
corfusion. While overcome by stupidity they ignore all
further peychelogy teas. This means that stupid creananes
cannot be affected by panic, fear, ete, but they can stll be
broken in hand-to-hand combat by failing a break test
exactly as normal. Fleeing troops are not affected by
supldity until they have eallied, after which they must ke
snpiclity tests at the stant of each subsequent nurm.

It sometimes happens that a cavalry modd will be riding a
smupid cregmre. For example a Lark HIf riding 2 Cold One.
If 2 rider’s mount is stupid then he will have to test for
stuprictiry at the start of his tumn, but the rder's leademship
charactenstic is used rather than that of tie mount. If the
test is falled the rider is obliged to hang on while the
creature behaves In whatever bizare manner the rules
dictate, but the rider can fight mormally if he gets the
Opportumily.

FRENZY

Cerlain warrions ean go info 2 fighting frenzy, a whirlwind
of destruction or raging fury in which all concem for their
perscnal safety s ignored in favour of a blood-leiing,
flesh-tearing attack. Many of these frenzied warriors are
drugged or ranced, and have werked themselves up into
3 freney with lowd chanting and screaming.

Frenzied troops will automatically go into a furious
berserke state if there are enemy within charge reach at the

——
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start of their tum, and will rermain frenzied unt] they are
broken in hand-to-hand combat, or until there are no
cnemy within charge reach, If you wish you can by and
restrain troops by making & festrlining test o bring them
under control at the start of your e, but you don't have
to do this unless you want oo, IF you want to restrain
frenzietd, roops roll 206 against their leadership just like
any other psychology test. If you roll equal to or bess than
the unit's leadership you are successfisl and the unit is not
frenzied for that tum and not affected by the following
nales.

Frenzied troops must charge the enemy if they are
within charge distance

Frenzied troops fght with douwble their nomal number
of anacks in hand-to-hand combat. Troops with 1
artack therefore have 2, troops with 2 attacks double
up b 4 and so on,

Frengied troops always pursue flesing enermy whether
the player wantz 10 or nol. Unlike other troops they
may not attemnpe to hold back as they are far too crazed
with blood hast

While frenzied, troops are not affected by other
paychology. They are immune o panic, fear, termor etc,
and do not have w make these e,

If frenzéed troops are brokeen in hand-to-hand combat thelr
frenzy Is automatically ended. ‘They flee exactly like other
troops. Should they subsequendy rally they sy comtinue
tor fight but ane not affected by frenzy for the rermainder of
the batite. Their exuberant, crazed frenzy has been beaten
out of them and they continue to fight just Hke other
IOOpS. i

HATRED

Hate is 3 powerful emotion and the history of the
Warhammer Woeld is full of hatred and rivabry, prodges
horne over centuries, of racial animosity bordering on
madness, and of ireconcilable feuds leaving genemtions
of dead in their wake, 5ome races hate other races with
such bitter conviction that they will fight almost o the
death rather than fiee from them. The following rules

apply.

Troops who bate their hand-to-hand adversaries take
any break tests with a leadership value of 10. They do
not reduce this value regardiess of the combat results
and how many casualties they have suffered. This
means they will never break unless they mall 11 or more
an 204,

Troops fighting hand-1o-kand combat with a hated foe
may re-roll any misses when they first attack. This
bonus only applies In the frst turn of combat and
represents the unit venting its hatred on the foe. Afier
the first round of blood-mad hacking they lose some
frmpenus and so Aght as normal,

Treops who hate thelr enemy must always pursue
them if they fee. They cannot attempt to avoid purswit
by tesing their leadership as other roops can.
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WEAPOMNS

WEAPONS

The game rules as described allow for cifferences in the
strength and toughness of opponents, and for differences
in their armour, bt not for different kinds of weapons,
Omce you have mastered the basics of combat you may
wish 1o introduce further detall by wsing the rules that
followe. These desceibe the different kinds of hand-to-hand
combat weapons used in the Warhammer World iogether
with appropriate rules for each. Troops srmed with a
spear of halberd, for example, receive specific benefits in
particular stuations,

Some weapons confer both advantages and
disadvantages, such as a double-handell axe or sword
which give a huge strengih bosus but always strikes after
the enemy, You will soon realise that different weapons
often imply different tactical options, asd are suited to
certain styles of play. Por example, Bretonnian Knights
armed with lances need o charge 1o use thelr weapons
effectively so 4 player must be careful 1o manoeuvre them
into position so that it is he, mther than his enemy, which
charges.

On the other hand, spears are best suited o0 4 defensive
strategy where you know your troops se not going 1o
bencfit from charping because they are slower than the
enemy. These weapons and more besides are described
helow together with any appropriate rules

WEAPONS AND UNITS

All the models in a unlt of troops carry the same weapans,
5o it will be a undt of spearmen, or halterdiers, and so
forth. It is acceptable to include the odd model which is
differently armed for the sake of variety, but it & Impartam
that the overall appearance of the undt is not misleading,
For example, if it is 2 unit of spesrmen then most of the
troops must carry spears. If a minority carry other
weapons these are counted as spears regarndless,

Mamy players ke to mix mexdels in a unit @o that some are
armed with swords, others spears, a few have double
handed axes, and so on. This is particularly effective with
Gobling and Skaven, where you wouldrt really expeet
mch uniformity armongst the masses

Mixed units may be attractive, b as fir as the game s
concerned they all count as being armed with swords,
axes, clubs and other weapons which fall into the category
of hand weapons. No special rules are applied to these
units on account of their weaponry.

HAND WEAPONS *:

Hand weapons f8 the term used to descebe all swords,
axes, clubs, hammers and ocher similar weapons wielded
in one hand. The difference between these weapons is
slight and so they ane all considered ogether. No special
tules apply to hand s pons.

DOUBLE-HANDED WEAPCNS

This category includes all axes, swords, hammers
clubs which are so large that they have o be wislded
two hands. These are feroclous weapons! A blow frog
double-handed axe ¢an cut a foe clean in half and a5y
break armmour apart. The disadvantage is thar they are
heavy to swing, and so the bearer may be slain by a
nirnble foe before he has a chance to strike,

1. Double-handed weapons require bath hands 1o yge
If the bearer has a shield be may not yse it in hande
to-fand combat. It must be lefi on the ground o
slung on his back during the fighting. ¥

2 Double-handed weapons are hegvy to swing and
leave the user vulnerable 1o a more lightly anmed
foe. Double-handed weapons always strike log
regardless of which side charges or relative initiarve
tevels. If bath sides are armed in this way the side
with the highest initiative strikes frst

3 Double-handed weapons confer 3 +2 sirength
borus on all hits. IF the wielder's strength is 3 then
all hits from a double-handed weapon with be i
strength 5 for example. As the enemy’s armour save
is affected by the strength of the hit, this will he
reduced too, In the case of a strength 5 hit the
saving throw drops by <2, for example.




\Flatls are swung with both hands and consist of heavy
‘wrights, often spiked, attached to 2 pole or handle by
means of heavy chains. [t s extremely tiring swinglng
these heavy and cumbersome weapons.

Troops using fails require both arms o swing them
and cannod therefore use shields in hand-to-hand
fighting If they camy shields they are put aside or
shung onto backs before the fighting begins,

2 In the Arst tum of any hand-to-hand combat troops
equipped with flails add +2 1o their strength, So men
with a stremgth of 3 will hit with 3 strength of 5, and
any enenry saves are taken with the modifier for
fighting high strength opponenis.

In subsequent tums the flail users begin to tire and
50 they do not receive any bomus,

' BERDS
B halberd is a heavy bladed weapon mounted on a
iy shaft. The steel blade has a poing like a spear as
*tll 25 2 heavy cutting edge like an axe, 1t is held in both
femls and used o chop as well a8 drust, so s a very
E2ptable and extremely effective weapon for infantry,

Troops ecuipped with a halberd require both amms
i wield it and cannot use shields in hand-to-hand

. Fighting, IF they amy shields it is assumed they ane
slung onto their backs or placed on the ground
befoee the fighting begins,

Halberds are hewvy weapons and a mighty swing

<an cause considerable damage, Halberds therefore

Confer a +1 strength bonus on all hirs. A man with a

Srenigth of 3 therefore hits with a strength of 4 if

ng with 2 halberd, The swength of a hit affects

the armour save of the targs:, so this may be

| feduced as well In the case of & human with a

Strength of 3 a halberd hit has a sirength of 4 and -1
o save for instance.

WEAPONS

Spears are useful weapons for both foot and horse, but
they are wsed quite differendy for each, A foot unit with
spears is able to fend off enemy with a2 mass of spear
polnts, making it an ideal defensive weapon. A cavalry
urdt armed with spears can employ them like lances to
ride Aot enemy tnons, spitting them ag the homsmen
ride into their ranks, The following rules reflect the
advantages of foot and mounted soldiers equipped with 2
spear.

1. [nfantry armed with spears may fight sdth teeo mnks
of troops because warriors In 2 second rank can
thruss their weapons forward past those fghting in
front. This enables models directly behind front
rank fighters to fight as well. However, this
advantage only holds so long as the spearmen do
not move. IF they charge thedr careful formation is
affected and they may only fight in a single rank that
turn. Spearmen fght in two ranks if the enemy
charge them while they stand their ground. This
means that a block of spearmen makes 4 wery good
defensive formation, but i3 less well suited o anack.

z Cavalry armed with a apear receive 3 +1 strength
bonus when they charge. If the wielder's srength is
4, for example, his totzl strength will be 4 when he
charges. Note that this borms only applics when the
cavalryman charges and it only applies for that tum.
Any hiws at a strength of 4 or more conffer the extra
modifier on the enemy’s saving roll

LANCES

Cavalry armed with lances zre the ultimate shock Troops.
When they smash into the enemy ranks their steel tSpped
lances rip through armour and Aesh, smashing bones and
flinging foes to the ground. Lances are only effective ag
they charge, thereafier the warrios either drops his lance
and Aghts on with a sword, or else he continues o use
the butt of the lance to punch at his foe. It is very
important that lance-armed cavalry successfully charge
the enemy rather than allowing themselves to be changed.
The charging side abaays has an advantage, but in the
case of lancers this is greater than for any other troops.

L Cavalry armed with lances recedve a +2 strength
bonus when they charge. If the wiclder's strength &
3, for example, his total strength will be 5 when he
charges, Note that this bonus only applies when the
cavalryman charges and anly for thar . Any hiw
at a strength of 4 or more confer the extra modifier
on the enemy’s saving roll,




MISSILE WEAPONS

We have already looked at the rules for bows, crossbows
and other missile weapons in the mles for Shooting, but
we have gathered them here 1o be complete. Some of
these weapons have speclal niles.

BOW

Bows are prebably the most commor of all missile
weapons in the Warhammer Warld. They are carried by
maost races and almost every army. No particalar special
rules apply o the bow,

Weapon Range  Strengih
Bow 24" H
SHORT BOW

Some creatures are too small o camy ful-sized bows so
they carry a short bow, basically a smull bow with a
redwced range, Some cavalry also cany a shomened bow
which they can shoot mone easily from horseback than a
larger bow, Otherwrise [t Is exactly the same as 2 bow

Weapon Range  Strength
Short Bow 6 E
LONG BOW

The long bow is a powerful bow favoured by cxperienced
archers. It can fire an amow substantially further than an

ardinury bow, Other than its longer range no special rules
apply o the long bow.,

Weapon Bange
Long Bow o 3

CROSSBOW

The crossbow is 3 more complex device than an ordinarny
bow. [t is very difficult to draw back the string of a
croasbow once it has been fired: the shocter must efther
brace the weapon against the ground with his feet while
he heaves the string up, of he must employ some kind of
mechardeal device such as a windlass or bever. This means
that a crossbow inhibits the movemest of its users
compared to a bow, but it is much more peererful and has
i longer range.
L] T
Weapon Range Strength
Crosshomw Agn 4

L Troops may nol move and fire 3 cossbow in the

same tumn. The weapon takes a longtime to reload,
&0 iff the unit moves it may not shoot.

The repeating crossbow Is a much lighter ang |
powerful type of crossbow that can be easily and o
regiramm for firing. It has 4 magazine of bolts which g
a single balt w drop inte place ready for firing as the g,
is drawn, The repeating crossbow can fire a hail of ghg
in the time it takes 1o shoot one ordinary erossbow bole

Weapon Bange  Strength
Repeating 24" 3
Crosshors

1. You have the option of firing 4 repesting cmsshem
either one or twice during the shooting phase
you fire once wark ot hits and damage Iy 25
naremal, 1f you fire twice then esch shot suffes § 3
to hit penaity due o decreased accuracy. Repeatipg
crossbows mary choose to fire either ance or teios i
they stand and shoaot against 2 charging enesmy,

JAVELIN

The jawelin is a light spear, It is too Mmsy 10 use in hand-
to-fund fighting but bs perfectly balanced for throwing i
the enedty. It is not a very common weapon in the
Warhammer World because it has a very short mnge
There are a few other weapons which are even less
common but which work in g similar way, for example
throming krives, darts, and throwing axes, Note that thess
last are different weapoens w the axes used in hand-io-
hand combat, and that ordinary axes carmog be thoown

All of these weapons are thrown by hand and they all
depend upon the skill and strength of the caster for ther
effect. For the sake of completensss we have included
these other weapons on the chart below. All of them use
the same rules as javelins although they may have
different ranges.

Weapon Range Strength

Jawelin B As the thromwer
Throwing Axe 4" As the thrower +1
Dart L As the thrower
Throwing Knsfe o As the thrower

1. Javelins and other thrown weapons have such 2
short range there {8 Ao need for the useal -1 penalty
for shooting at over half range, so ignore this
penilry,

2. Use the strength of the wamior throwing the javeln 8
1o work out damage from hits. The javelin has fid
strength of its own because its effectiveness
depends on howr hard it s throwa, 1

Mote that in the case of throwing axes the strength & q
+1 an that of the thrower o represent the extrd
welght of the weapom. 3




SLING

The sling is ancther uncommoen weapon, largely because
it 14 o mire: powerful thin @ bow and has a shormer rnge,
It is linde rmoee than a looped strip of cloth or leather into
which a stone is placed. The sling is whirled about the
shnger's head and the sling stone released wwards the
mrget. The one advantage of the sling is that you can vary
the rate of fre by releasing the sling shot before you have
worked up full impetus. This reduces the range but
enables the slinger to shoot far faster,

L. A unif of slingers may fire twice in their shooting
plase if they do not move in their movement phase
Their enge is reduced wo half (9% if they fire twice.
Note thit slingers cannot fire twice when they stand
and shoot against a charging enemy zs there is
insufficient time.

HAND GUNS

. The hand gun is a simple firearm consisting of a metal
Parrel mowntsd onto & wooden stock, The gunpowder
charge is Ignded by a poking a length of buming cord, of

| match ag it is called, into a small teuch hole, Some of the
more advanced versions have levers and springs which
hold the burming match and triggers which release the
firiryg meckanism and fire the gun.

- Gunpowder echnology is not especially advanced so
fand guns are not very reliable weapons: the gun harels
b tend to burst and the powder often fails to fire. The
Ereatest advaniage of the hand gun over the bow or othar
Ol fashioned weapons Is that the lead shat can penetrame
* the thickest armour.

Range  Strength
24 4

Weapon
Hand Gun

L A& hand gun tkes 3 complete non to load so you
may only Are every other tum. For cxample, if you
fire in your first e you cannot fine in the second
furn, bat you can fire again in your thind turn,

You cannog move and fire 2 hand gun in the same
rn, so if you move in your movement phase you
are unable to fre that e

Fand punners can adopt a formation of two ranks in
order to Increase their fire mte, The first rank can
shoot and then you may either move the front rank
to thiés rear or you can move the rear rank through o
the from, This means that the models in the new
front rank wdll not have fired, and they are fee o
ahoot in their next tum. This is the only movement
possible when a unit fires

Hand guns are even better at penetrating armeour
than ther sirength valuee of & sgpests. Theselone
the enemy must deduct a ferther -1 From his amour
save, 50 the save modifier is -2 rather than -1 as g
normal for a strength 4 hit
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PISTOL

A pistol is simply a small hand gun fired by 2 spring
mechanism. Pistols can be fired in hand-to-hand combat at
point blank range a5 well as at longer ranges. Becius:
pistals take a long time to reload i is usual 1o carry two, 5o
that one 'ty always seady for firlng while the other is being
redoaced,

Weapon Bange  Strength
Pistol a 4

A plstol takes a complete tum 10 reload, so you may
only fire every other tum. If you have two pistals
then you can fire one every turn,

A pistol can be used in hand-to-hand fighting as
well as for shooting. A model with @ sword or other
weapon in one hand and a pistol in the other
Teceives an extra attack, In hand-to-hand fighting
work out pistol hits exactly like hits from a sward or
other hand weapon, Successful hits are resolved
with a swength of £ regasdless of the firer's strength,
You don't have o reload a pistol in hand-to-hand
fighting as it i assumed the pistols are also used as
heavy clubs (mamy have welghted butts for this
purpose} but afier combat is over you cannot shoot
with pistols if they were used In hand-to-hand

fighting In the previous tum.

Pistols are even better at penetrating armour than
their strength value of 4 suggests. Therefore the
enemy must deduct 3 further -1 from his armour
save, so the save modifler is -2 rather than -1 gs
nomal for a stremgth 4 hic




HEROES AND WIZARDS

HEROES AND WIZARDS

The Warhammer Waorld would not be what it & without
the presence of potent individuals, great heroes. valiant
champlons, mighty wizards and romen-heaned soroensrs,
These characters add an entinely different aspect to the
game either as valuable leaders of warriors, or powerful
Individuals able to fight against vast numbers of lesser
mortals, These models are knowa as characters, whether
they ane warriors or wizands.

HEROES

Heroes are individual models that represent heroic
leaders, people who are vougier, meaner and more
powverful than the average warriorn, Perhaps they are faster
than a rypical member of their race, maybe they are
stronger, more skilled with weapons, o they could be
natural leaders with the power to inspire others 1o greater

In reality an individozl could have almost any
combination of unique abilitics, but on the tabletop we
make three broad divisions which are quite sufficient fior
our purposes: Champions, Herses, and Lords, In some
cases they may be known by different names, Cre
characters, for example, are called Bosses, Big Bosses and
Warbosses,

Of course, these three types of valiant individua)
really represent évery nuance of distinetion betweg
mighty warriors, but it does enable us to fighy
comparably powerful characters, whether they are
Knighis or the most rotten-hearted Champion of evil,

".]'E..

Champions, Hesoes and Lords have superior chasacteristc
villues as shown on the char below.

M WS BS 8 T W 1 A d
Chaumpion - #1 1 #1 . = #] #1 .
Heto = ¥ 42 41 1 o+l #2 #2 41
Lord = #3143 41 +1 42 43 45 42

For example, in the case of men the values are as shown
below.

M WS B8 5 T W I A 1d
Man 4 5 % 3 3 1 3 1 7%
Champlon 4 4 4 4 3 1 4 2 7
Heo i 5 5 4 4 2 % 3 B
Larre f 6 &6 4 4 % 5 4 0B

In the case of Ores the values are as follows. Nate that
Ores and Goblins have different names for the thoee types
of charactes, but the values are exactly the same.

M Ws B8 § T w I A Id
Ore £ 3 8% 3 471 x 1 7
Cire Boss: 4 4 4 4 4 1 3 21 7
OrcBighBoss 4 5 5 4 5 2 4 3 8
OrcWarbBess 4 6 6 4 5 5 5 4 9

As you can see from these examples the three types of
character are quite different, Champlons are hrave
fighters, with an extra amack in combat and superior
weapon skills, but they are not especially good leaders
Champicons ane therefore useful individuals when it comes
1o bolstering the fghting power of a unit of roops, but
they are not great war leaders. Heroes are more resilient
and even bamer fighters: they will fight on i they suffer s
wound and provide extra leadership. Lords are even
better fighters and can take even more damage before
they are slain, but their greatest value is their inspirational
leadesship and the extra confidence they instl in others
Although the leadership bonus may seem quite small n
relation o the vilue of a typical wartor (% compared 0 7
for 2 human warrior for example) this Is a BIG difference
in game terms, as you will quickly discover, !




HEROES AND WIZARDS

WIZARDS

wizards and magic are an important part of the
warhammer World, Magic is everywhere, and permeates
all tiving beings and inandmate things, and its power is
there 1o wse fior pood or il In battle it can make all the
difference between wictory and defeat. In the lands of
sen mighty rulers and nosle kords employ and suppont
thesr omm wizards (o protect themn and fight in batte on
their behalf The Emperor himself enoourages the sdy of
magic 80 that he may have powerful battle wizasds to
help fight his wars.

In Ulthuan in the far west the High Mages of the Elves

the most potent of all sorceries. Even Orcs and
Gaoblins, low minded as they ane, have Shamans who can
| blast the enermy with raw magic. Of all the inteligent
races of the Old Wodd only the Dwarfs have no wizards.
Their skills lie in the mamnifacture of fabulous magical
artifacts and enseribing runes of power.

Although they fight in bartle wizards end o wear linle or
o armour, as large amourts of metal upsets their magic
harmondes and inhibits the use of thelr powers. Instead
 they are likely to be protected by powerful spells and
- There are four levels of wizard: Wizard Wizard
- Champlon, Master Wizard, and Wizard Lord. As with
- heroes these four types are not intended o represent
every possible varlation in an individuals abilities. They
zre useful categories that enable us to match comparable
wizards against each other.
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M WS BS 8 T W I A I1d
Wizard e I
Wioad Champicn - - - #1 41+ #1 - -
Master Wizand = =« #1 +1 42 + 1 -
Wizard Lord - - 1 +H1 +5 #5342 #

For exarnple, in the case of men the values are as shown
bedow.

M WS BS § T W 1 A Id
Man 4 3 2 3 3 1 3 1 7
wizard 4 3 3 3 £ 1 3 1 7
Wizard Champion 4 5 3 4 4 2 4 1 7
Miasber Wizard i 3 3 4 £ 5 5 ¢ 7
Wizard Lord 4 3% 3 4 4 4 6 3 B

Wizards do not nommally wear armour as it interferes with
their ability 1o cast spells, disnupting the magic felds they
draw upon for power. Many wizards wear decorative
vambraces, wrist bands, and smaller pieces of armour, but
this [s insufficient o warrant a swving theow of 10 alfect
thedr ability to cast spells.

A wizard mounted as 4 cavalry model may ride a horse
with barding armour without affecting his own ability to
cast spells. Otherwise a wirard wearing ammour may not
cast spells, not even spells that are bound within a magie
item, This does not stop the wizand using other magic
items however. The exception to this rule is Chaos
Armour, which is saurated with magic, and does not

therefore prevent a Chaos Sorcerer casting spells,

The complete rules for wizards, spell casting, and many
magic items are covered by the separate Warhammer
Magic game. We have included a selection of magic iterms
in with Warhammer, inchuding four with different spells.
Refer to the Magic section of the rulebook for a
deserption of how these work.




HEROES AND WIZARDS

SPECIAL CHARACTERS

We have invented three types of hero and four types of
wizard for convenience and to provide comparability
hetwern adversaries, but this does not mean there are no
individuals whose abdlities vary wildly from the values we
have given for Champions, Heroes, Lords and Wizards,
These arg of course more than you can imaginet

Although we are not concesned with the nules for special
characters hese it s worth bearing in mind that they can
be incorporated into your bartles if you wish. For example
there are the mighty leaders of natlens such as the King of
Bretonnia, the Emperor of the Empire, Ore Warlords, the
Witch King of the Dark Elves, and many more. There are
also important military leaders and high ranking nobles,
such as Bretonnian Dukes and Elecior Counts from the
Empire. All of these special characters are individual and
quite different, and so are represented by their unique
characteristics. Some are therefore better fighters than
others, but some are better leades. while many carry
speclfic magical wedpons or ride kange monsters.

The details and extra rules for spedal characiers are not
glven here in the Warhammer game - there are simply too
many and space does not permit it. Detalls of heroic
individuals will be published in Wathammer supplements
and White Dwarf magazine as approsriate.

CHARACTERS WITH UNITS

Champions are members of theif unit and zlways Fght as
part of it, moving, attacking, flecing, and pursuing
alongside the rest of the unic Champions are efien
extremely strong, Wough or astute members of their unit,
and comrades look up (0 them and rake pride in thelr
proeness. None-the-less, the champion {5 & member of the
unit like any other trooper. He might even be the units
commancer, although this is not necessarily the case as
many units have a separate leader and champion. A
champdon fights with his unit for the entire batle and
cannot leave i, i

Except for champions, character models ean Egh; on their
own as individuals, although they are free to join units of
ardinary troops and fight alongside them if you wish,

To jodn a unit a character has only © move so that he is
touching it. Once he has joined the unit the model may be

placed in s front rank i you wish, Mote that the charaet
will wse up a proporion of his move 10 reach the g
the unit has not moved then il cannot now move By
than the character, as its remaining movement ha b
wasted waltlng far him

A characier who bas joined a unit may leave again dys,
any subscquent movement phase. He may net onm

leave the same unit in a single tum, but he may leaye
unit and join another IF you wish, A character may gay
leave a unit while it is subject 1o some compulsn;
movement rule, so for example he cannot leave 3 Vird
which is fleeing, which has declared 3 chaige, which
rallied that turn (because it cannot move) or which
engaged in hand-io-hand combat. If a unit declire 4
charge any characters which have already joined 1y
charge too and take pan in the resuiting combar Ty
means that once hand-to-hand fighting has begun
character will not be able 1w leave the unit he has joingg
until all the fighting is ower and any compulsin
movement such as flesing and pursuit has been resabved

CHARACTER AND UNiIT
PSYCHOLOGY ;

A unit accompanied by a character may use the
character's leadership value for any leadership tests. This
s & very impartant rule, as it provides enits of poar Eroops
with the leadesship they need. This is especially true of
Goblins which are all but useless without a proper
character to lead them, Leadership is used for psychalogy
tests, sally tests, and break tests in combsar,

fa unit is joined by several characters wse the highest
leadership amongst them, While the character is with the
unit he i considered to be par of the undt in all respects
If the= unit ds broken in combat and flees then be is broken
and rmust flee with them at the same speed.

If the urdt panics, or is forced 1o flee because of @ fear or
terror test, then the charcter is also forced 1o ee even f
he is immune 1o fear or terror himself. IF the unit i5
affected by frenzy or forced to pursue because of hatred,
the: character mrust move with the ynit, but he does not
benefit from the bonuses for frenzy urless he & affected
by frenzy himself, This means a character does nat B0 Nt
a frenzy just because he is with a unit that can do so,
although he can accompany them as they charge, If & unit
is affected by smpidity the character must move as the
unit moves, although he can always fght normally.
Remember, 3 characier cannot keave a undt when it tumns
stupid and stands still or moves stupidly; such a v i
bound by a comgpulsary movement rule and the charetes
must therefore stay put, In reality he i trying to poad the
stupid erestures into activity, or perhaps he is pinned
down or hernmed in by the unthinking brstes and wnable
o meve of kis own volition.

Ifa character is liable 10 3 psychological rule which
doesnt apply to the unil he is with, he mues make any
appropriate tests on his own and will react on his own. |
This may cause the character 10 separate from the unit
Fer example If he is obliged to charge because of freney, |
compelled to pursue because of hatred, ar forced to move
or stand immobdle due to stuplidity.







This regiment of High EIf
Spearmen displays a
siandard of Ulthuan
depicting the World
Drragon coiled imo a ring.
This symbol forms the
shape of the continent of
Ulthuan ifself, Vanantions
on this banmer are carried
by many regiments High
Elves.

REGIMENTAL CHAMPION

HIGH ELF WITH WAR HORN

HIGH ELF SFEARMEN REGIMENT WITH COMMAND GROLP,




HIGH ELF
ARCHERS

A The High EIf Archers carry a
standerd emblazoned with the
symbols of the a Hawk and the
woon. Predatory hirds or animals are
common designs for archer regiments
symbelising grace and siriking

REGIMENTAL CHAMPION HIOH ELF WITH WAR HORN

HIGH ELF ARCHER RECHIMENT WITH CTIMMAND GROLUP
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GOBLIN STANDARD BEARER

NIGHT GOBLIN STANDARD BEARER  NIGHT GOBLIN CHAMPION

A REGIMENT OF SPEAR ARMED GOBLINS
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PAINTING SKELETONS

by Mike M<cVey

Skeletons are without a doubt the quickest and easiest miniatures to paint up for a
Warhammer Fantasy Battle Army. They require no sophisticated shading or highlighting to
achieve a frighteningly realistic finish, but rely on a couple of simple painting techniques to

bring out the detail on the miniatures.

PREPARATION AND ASSEMBLY

The plastic skeletons from the Skeleton Army set are kdesl for
painting up in units. The molti-part bodies mean that you can
create a large veriety of poses, but they are siill simple o
assemhle

The first step is to cut them off their sprues. Some of the paris
are quite thin and delicnte so make sure that you are very
careful when you do this. Always use a sharp crafl knife. A
new blade will cut with far less effort than an ald or blue one
and you are less likely to slip and cut yourself. Always cut
down onto & tough surface so that there is no chance of
alipping and cotting yoursell. Iis much easier to assemble your
madels if you still have fingers!

When you've removed all the parts off the spraes for ths
models you're going 1o paint immediately, assembls the
pieces and ghee them to the bases, The best ghue 1o unee for this
= P:}l}lw cement s this I.E[\.IIII_" melis the plastic and
“welds' it back together, It takes slightly longer to dry than
supergloe but it forms a far more secure bond.

PAINTING YOUR MODELS

It is wital that you give the ghee pleny of time o dry before
you start 1o paint. All the joints shoud be wtally rigid or the
models will come spart when you start painting. As a first
siep, the minisnmes should be given swhile undercoat. This is
then followed by a thin wash wiih Citslel Liks, Finally, the
model is highlighted by drybrushing with progressively
Hghter tomes of colour,




The secret to painting
skelatons is to get the
nitial ink wash the right
colour and consistency, A
mix of two parts brown
ink to two pars yellow ink
o one part water is just
ebout right. Apply thie
liberslly over the whole
minisnure with o size two
brush. Dan't warry if the
wath appesars to be
obscuring the detsil —
you'll find that this effect
disappenrs as the ink dries,
Make gure that the ink is
fully dry, ideally leaving
the miniatures overnight
before you move anto HEY
further painting. The
casiest way W pick out the
detail is to drybrush the
models with light bone
coloors. Dom't expect
ingtant results, this
technique only works if
you slowly build up the
highlights by drybruching
VErY genily with
saccessively lighter
coloars. Start with Ore
Brown snd use an old size
twe brush, Pt some paint out onto yeur palette and leave it
for & minute or two so that it thickens up slightly. Draw your
brush through the peint and then wipe it across a piece of
paper or tissue until it just leaves & faint rail of colour, Hokd
the miniature and briskly draw the paintbrosh over the desil
on the'model, do this very gently and make sure that only the
very 1ips of the bristles hit the surface.

It is best to w:ﬂ.mﬂnu:lmmnddummwmﬁuhr the
tirme that you have finished the last one the: paint on the first is
dry. Depencling on how moch time you want o spend painting
the models you can add mare or less slages into your
drybrushing. If you want & quick resalt You can simply
drybrush with Bleached Beme and then Skull White, If you
prefer 1o spend a little longer on some of you charscter
models, gradually build up the highlights by adding Bleached
Bane i the Ore Brown, drybrushing this &n and then adding
mare and more Skull White to subthy build up the highlights.
Tte up to you w expesiment and find & finish that satisfies you,

DETAILS AND FINISHING

A licle more dewil is
required on the face than
en the rest of the
miniature. Apply a wash
of Brown Ink 1o the teeth
and eye sockels to give
them  some  strong
definition. The tebsh can
then be picked out in pare
Skull White and you can
add additional kighlights
above and below the eyes
and on the chin and
cheskbones,

You can paint wespons
and armous Lo lock old
and decaying so that they
Bt im with the chasacter of
the models. The best way
to get a rust effect iz o
paind all of the ares hlack
and then drybrash it, frst
with Chainmail and then
with & mix of Hobgohlin
Orange and Snakebite
Leather. If you want 10
add further detail you can
apply 8 thin wash of
Chestnut Ink 1o enrich the

eolours. When this is fully
dry, finish off with a gentle drybrosh with Mithril Silver to
bring ot the metallic effect,

When painting clothing, shields and banners there is & very
definite recommended paleste of colowrs, Thess are blacks,
reds, creams and = purples, All of these colour ane stronply
linked to the undead and are favoured by Necromancers. OF
course, these are other ones that you can use, but sticking 1o 8
Few sirang colouss gives the forces of the Undead a powerlul
visyal characier,

Skeletons are based up in ensctly the same way as any other
muininture. PYA glue is painted onto the tap of the hase,
carefully avoiding the feer. The base is then dipped in sand.
The sand will stick 1o the glue creating a realistic ground
effiect - if sand has stck 1o the skeleton or side of the hase,
semave it whilst the glue is atill wet, Leave the base to iy for
& full day before it i painted and drybrushed green,













TERRAIN

Making most terrain features s simple and inexpensive.
Foriunately the two most wsefil types of ierrain ane also
the easiest 0 make, These are woods and hills.

You can make your own trees but most players prefer to
buy them. The trees shown here are availeble from Games
Workshcp, and come in a variety of shapes and sizs. The
trees &re sold sepanaely so they can be fastened onto &
piece of hack card o represent o wood. Plasticine s ideal
for eempararily fixing trees 1o their base and allows them
to be moved aside W permit troops (o enter the wood.

Hills ame also quite easy to meke from polystyrens les or
sheets. Ceiling tiles ar: & bit thin, and we prefer 1o use the
thicker irsulation shests. Each hill lavel is cut out and the
smaller piece ghued on top of the larger to prodoce a
“swpped” hill, Although real hill kave slopes miher than
steps it s mech easier to stand models on fla surfaces.
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EMPIRE BATTLE WIZARD EMFIRE BATTLE WIZARD
OF THE GREY COLLEGE OF THE CELESTIAL COLLEGE




MOVING CHARACTERS

i a character is travelling on his own he is free 10 move as
he wishes, He must take into account any penalties for
¢rossing termain and obstacles as noomal, but he does not
have to tum or wheel, 50 f 3 character wishes o move a
fraction of his’ movement distance, tuen, move a linle
more, turn again, and so on, he can do so without penaloy,
This doesn’t mean the character can charge an encry in
the rear If he starts his move in front of it = he must still
oy the narmal rules regarding Bank and rear charges,

If & character is travelling with a unit then his movement
will be dictated by the unit a3 a whole, He simply moves
along like an ordinary member of the undt, If the character
mowes more slowly than the unit then the whole undt will
have to slow down so that he can can keep upl

SHOOTING AT CHARACTERS

If a character s travelling with a undc of ar least five other
models of comparable size to himself or larger, then he
may not be plcked out as a specific target by enemy
bowmen or other shooters. In reality it is difficult amidst
the confusion of battle to single out a target in this way, so
any shots at the unit are worked our agains: the osdimary
troopers and not the character, IF the unit drops o less
than five models then hits may be mndomised in any
sultable way. For example, in the case of two ordinary
mocels and 3 chamcter there 5 3 1 in 3 chance of hitting
the charcter g0 roll a D6 for each kit scored, Any roll of 1,
2, 3 or 4 shows an ordlnary model has been hit, 2 roll of 5
or & indicates the character is hit.

If a character model is within 5° of a unit of five or more
models of comparable size to himself, then he may only
be picked out as a target by enemy shooters if he is the
clnsest target, This means that characters can move around
behind the barlelnes withowt atiracting an unrealistic and
unrezsonable amount of missile fire.

Charscter models moge than 5° from a fendly undt of five
or more models can be shot at without restriction.
Characters prone o jumping up and down in front of the
enexmy are asking for it, so it serves them right!

When pon are deliberately shonting st 2 charscter model
it any time there Is always an additional -1 to hit penaly,
This is because the normal chance of hitting assumes the
larger is massed up in ranks, or is pretty large to stant with,
This i3 not the case when you are shoaoling at a single
man, especially if there are other potential targets wo
disiract the shooter's attention.

Mote that if a character rides a horse, or a large monster,
then he is a larger target than he would be on foot and
won't be able to hide among s unit of troops on foot. Such
characters benefit from additional saving throws in the
ase of cavalry, or the chance of 3 monster being hit rmther
than its rider in the case of large monsters.

STONE THROWERS AND CANNON

Some weapons such as stone throwers have an ares
ternplate that the firer is allowed o place anywhere he
wishes. This allows the player (o deliberately aim his shot
on 4 character model. Cannons also allow you o choose
exactly where to aim shots, and 5o can be aimed directly
against characters,

In the case of weapons which can be aimed in this way,

! there Is a special rule which allows characters to either

jump out of the way, throw themselves to the ground, or
somehow avoid destruction by their amazing luck or
uneanfy reactions, This is intended to prevent charactens
becoming targets for these weapons in 3 manner which is
unrealistic, unfair and definitely unherolc! This rule
apples to all weapons which are not restricted by the
normal rules regarding targeting characters as already
described,

A character model who has joimed a unit may be lucky
enough to avold death from cannon shot, a boulder from
a stone thrower, or 3 comparable missile, thanks o a
warmning shouted by a comrade. Possibly one of his
companions shoves kim out of the way, or pushes him o
the ground, A trooper spats the fateful missile heading
towards hig leader, and shouts 'Look Out Sl or some
such waming, and hopefully alens the character in gme
for him o duck or adroétly avoid the hurtling missile. The
missile slips past the character and hits the man standing
beside or behind him

[+

If a character is with 2 unit and is hit by cannon fire, 3
stone thrower, etc, then roll @ D6, On the roll of 6 the
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character fails to hear te waming and is hit by the missile,
Work out damage as normal. On the roll of 1 1o S the
character is alerted to the danger and avoids the missile,
The character is not bit and the missile strikes anothers
mode] instead, so ransfer the hit oo an adjacen: model
in the unit

HAND TO HAND FIGHTING

When a unit closes with its enemies in hand-to-hand
fighting character mocels will inevitably find themselves
coffronted by enemy moops. When a model is fighting it
can strike its blows ageinst any enemy model whose base
it is touching. In the case of woopers confronted by
character models they will usually have the option of
striking at a character or an ordinary enemy, as bases will
inevitably overap slightly as you move the models ino
combat,

Characters may sometimes come into direct combat
against enemy characters, but the same choice applies o
them - they may attace any enemy whose base they are
touching. The exception to this is the Challenge, as
described below,

Note that if a character has, say, 4 attacks and is only
facing 2 enemy modek then his attacks are worked out
againat the 2 models he is facing. However, if the
character scores sufficient wounds to slay 3 or 4 models
then the enemy koses 3or 4 models, not just 2.

Don't be fooled by the fact that models are statc and the

battle lines rigid and straight, what we ans representing Is
real combat! Heroes stmike to thelr left and right, siepping

forwand to deliver fresh attacks, cutting dowm foey i
Mpfmwar&mbbckag:p.mdm»hgduwnum‘. 4
confront therm,

CHALLENGES ¥
Dwring amy hand-to-hand comibat phase a chareter mod,

can issue 4 challenge to singie combat if the player
wishes. In any onc combat only a single characer fy
each side may issue a challenge. Remember 3 consbar
involve several units and characters. If several cha 4
are invodved from each side then the player must chog
which one will issue the challenpe.

If both players wish to make a challenge then each playey

selects one of his characters o take part. The cha
ane moved together and fght ss described below,

If only one side wishes 1o issue a challenge then fig
enemy has the option of accepting or declining the:
challenge. If he decides to accept then he must meet the
challenger with ore of his characters: If the challenge &
declined then the declining player must retire his hes
character model from the combat. Thds will be the highes:
ranking character, but the challenging plaver may chooss
the character who is retired, The retiring eharacter is
removed to the rear ranks and may not fight that e, The
charactes may be retamed to 2 fghting rank at the end of
that hand-to-hand combat phase ready to fight in the
foliowing hurm. B

A character cannat Issue a challenge unless there is an
enemy character o fight — ordinary roopers or monsters.
cannot be challenged.

Once a challenge i accepted the two characters are
mcwved 80 that they are opposite each other. When combas
is worked out these oo will fight together, no other
models may astack them even if their hases are iouching,
If challengers ase riding monsters or steeds which have
thelr ewn amtacks then these Aight as well, 1

CHARACTERS RIDING MONSTERS

Characters riding monsters are not affected by fear and
terror in the same way as the creature they are riding, See
the Peychology section for a detailed explanation of how
this works. For example, a drgon cavses termor and so s
unaffected by fear or termor - it is 2 huge monster and 5
hardly likely 1o be upset by smaller less frightening
creatures. A dragen rider is also immune to fear and tedor,
Perched on top of 3 huge dragon his courage is boksered
beyond the point where he has to worny about such
thimgs.

If a monster is subject to some inhibiting paychological
effect. such a5 hatred or stupidity, then the appropale
tests must be made. However, all leadership rests can bie
rmade using the rider's leadership characteristic. This
represents the rider's ability to control the beast and
impose his own will over the creature's natural instincts 17
the mondter is affected by freney, stupidity, hatred, of
whatever it will carry its rider along with it, bul the riger
himself is not affectsd by the psychological reaction. 50, I
4 monster goes stupid and is unable to fight this does nét
affiect the rider, whe may fight on as nommal.

The same rule applies to monsters pulling chariots; any
psychological tests are taken using the best leadership |
value of the chariot crew. 1

i






MONSTERS

The: Old World is 2 vast and untamed placed where wild
and monstrous creatures roam the dark forests and tall
mountains. There are many monsters who are raughly
human in appearance, though a licke karger than @ man,
like orcs, trolls, and minotaurs, but thene are also bigger
and more bizarre monsters in abundance: griffons,
dragons, manticores, and many mome hesides.

.
)
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It is with these large monsters that this section of the rubes
Is concerned. Large maonstess may be ridden to batile by
mighty heroes and wizards. Many of these beasts must be
hand reared by their master if they are ever to acoept a
sider, 4o the great leaders of the Old Wodd pay vast sums
to adventurers who collect eggs or hatchlings from the
nests of Griffons and other winged monstes, This is a
dangerous profession, and for many a Ffatal one, but it
ensurcs that the Emperor's Zoo in Altidorf gains fresh
crcatures to rear on behalf of the nobles and wizard lords
of the Empire.

MONSTERS IN COMBAT

Largé monsters may fight on their own as independent
and powesful elements of the army. Some monsters
develop loyalty and devotion to thelr masters and will
fight for them willingly, while others may be placed under
enchartments or simply driven forwand towards the
enermy in the hope that they will amack the right targets,

Large monsters fight as single models in the same way as
heroes and wizards. Like heroes they do not have 1o
manoeuvre o tum about, and so suffer no movement
penalies for changing direction. ;

The biggest disadvantage of monsters is that they end to
have very low leadership values This means they can be
driven away or panicked very easily, They can also be
picked out 25 targets because they are so big, and 2 +1 s
added to a shooter's dice roll as they are more exsy 1o hit.

MONSTER MOUNTS

This section describes rules for characters rdding large
monsters. Horses, wolves, war boars and other simdlgs
slzed creatures that only have one wound ame coversd by
the rules already described for cavalry, As you will recall, g

mounted knight is a cavalry model, If the knight is sk

then the complete model is removed including the home
he s riding. To represent the value of the horse ang n
make cavalry appropriately resilient an extra +1 i addeg
t0 the knight's saving throw, but otherwise no accoun
made of separate casualties for man and rider. This sysmem
is fine for these smaller ereatures. but obviously wouldyy
work for big maonsters such as dragons which are fs lasge
and much more difficult 1o kill than 2 horse o walf.

If a cregtune has g or more wounds then it 15 classed 2

a large monster and the following nules are used for rides
and mourus, These nales therefore apply to a hero riding s
griffon, a wizard mounted on a wyvern, a dragon and i
lordly rider, and so on. No additionzl +1 is added 1o the
rider's saving thiow, a5 the advantages of riding the
monster are worked out in other ways.

SHOOTING AT
A MONSTER MOUNT

When you shoot at o charcter rding a large monster the
usual target restrictions for shooting st characters apply
However, monsters are so big that the chances of their
being able t shelter in a unit of smaller-sized roops are
rather slim. This means that a character riding a hig
monster is easier 1o pick oul 45 a target Because the
monster is a large target the enemy adds +1 to his to hit
soore. The normal =1 to hit that applies o chamactens on
foot or as cavalry does not apply to characters riding
monsters. The monster is simply so big that thers is oo
doubt as to whene the character ig You may wish 1o e
read the rules for shooting at characters in the Heroes and
Wikards section.

When shooting at a large monster and s rider roll to hit as
normal, adding +] because the monster is 2 large target
Ondce you have established how many hits have heen
scored you must apporion them between the rider and
the monster. For each hit seosed roll a DE-

D6 Score  Hit
L2334 The Monater = roll to wound the monster
as normal.
Soré The Rider - roll to wound the rider as
nonmal.

Work out wounds separately on either the sider or his
mount. Take any saving throws due 1o the target as
normal. Most monsters do not have a saving throwr as they
have no armour, but some have scaly hide which confers
a separate save. Riders may save for their armour, but
remember they do not feceive the addidonal +1 as do
cavalry riding smaller creanires,




HAND-TO-HAND COMBAT

in hand-in-hand combat the enemy is faced with a deadly
monster gngd 2 potent hero, and so is subject to two lats of
gttaciks, The monster aacks using its own charcteristics,
and the rider antacks separately using his characteristics.
As the monster and rider are likely to have different
initiative vahues they may strike their blows at different
times. These anzscks are worked out entirely normally, a5 if
the rider and coeature wene two different models.

When it comes to attacking back, the encmy will be faced
with two potential targers, the rider and the monster. The
enermy may choose to fight either the rider or the monster,
aned can distribute thedr attacks between them in any way
they like. The enemy player must say how many attacis
are against the monster and how many are against the
sider before he rolls any dice. Attacks are worked out
exactly as normal, and the score required o hit will
depend upon the relative values of the monster or the
rider's weapon skill a5 with all hand-to-hand fghting.

WOUNDS FOR MOUNTS
AND RIDERS

Wounds must be reconded separately for the rider and his
mount. IF the mouent is slain then the rder may continue o
Fight one oot if you have a model o represent him. [F the
rider is sladn the monster will behave In an ermtc fashion,
poasibly golng wild and aracking s own side or running
rampant among both armies. Remember that these big
monsters are often hand-reared by their magters, and so
are likely w go uncontrollably wild if thelr rdes dg slain,
Roll a D6 and refer to the Monster Reaction Table
topposite) o determing how the monster reacts for the
iest of the game.

MOMSTERS

MONSTER
REACTION TABLE

D6~ Monster Reaction

The monster tales to the alr if it has wings. If
nol, il rakes for the nearest table edge as
fast as it can and tries o leave the battlefield
The monster will avold any troops or
scenery blocking its way and will atternpt to
go round them 1o find an escape soute. IF
sitacked the monster will fight back, but it
will not charge of s own volition unkess # is
foreed o do so by a psychology rule. it wil
ol use any breath or other range weapon
unless it Is shot 2, in which case it may
return fire. Once it has lefi the table the
monater does not nebm.

The monster attacks the nearest troops,
favourng enemy IF there & 4 chodee of o
equally distant groups. It rmast change I able
1o do &0, and must move towarnds the neanest
target as fast ag poasible i unable to charge.
Once in hand-to-hand combar it will fight
normally. It wlll wse any breath or other
ramge welpon o amck the nearest troops i
able to do so.

The monster atiacks the nearest enemy, I
must charge if able to do so, and must mowve
towards the nearest enemy as fast as
possible If unable to charge. Oncoe in hand-
to-hand combat it will fight normally. The
modater will use any breath or other ange
weapon 1o attack the nearest enemy troops
if able to do 50

The monster moves randomly in its fury and
confusion, angrily aftacking anything in s
path. Move the monster along with other
compulsory movement In the mowve phase,
Raoll a scatter dice 10 determine the diesction
moved. If there are any troops, enemy or
friznds, within charge reach in the direction
showm then the monster charges them. If no
targets are within charge reach the monster
moves as fast a4 i can towands them, Tr will
use any breath or other range weapon o
attack the nearest troops If able to do so.
Once in hand-to-hand combat it will fight
rommally.

The monster remaing where it o, If any
encmy approach within charge mnge # will
charge them If in hand-to-hand combat the
monsier will fight normally. If the
opportunity arises il will use any breath
weapon 1o anack the nearest enemy.

The monster remains steacdfastly where it s,
guarding the fallen body of its beloved
master. The raomater will not mowe but it will
use any breath or simikar maged weapon o
attack enemy who approach within renge. I
the: mamster {8 in hand-to-hand comibat i will
fight, but i will not pursue fleckng eneriy.
The monster will remain by its master o the
end, falthfully protecting his body against
harm o capuee.
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FLYING & AERIAL COMBAT

Some crestures in the Warhammer World have wings and
can fly high abowve the battlefield, sogaring quickly from
one side of the battle vo the other. This mobllity Is
extremely wseful, as it allows the creaure concerned o
choose i opponents, or to avoid a Aght if it is seriously
out-rmatched,

Represeniing creamures that can fiy poses a few problems
on the gaming table, as it is impractical o hold or suspend
heavy models above the tabletop, The following rules ane
intended o capture the feel of fst moving aerial combat
in @ practical manner.

FLY

Models that can fiy are moved during the movement
phase exactly like other models excepr they have the
option of taking to the alr and flying rather than just
walking o runsing. A flying mode! may ke off, fly as fr
as it is able, and land again all in the same movement
phase. Mocdels do not norrmally end their movement in the
air, they simply use thelr ability o fiy 1 move further and
to pass over obstacles or troops that may be in the way. It
is possible (o remain airborne however, and this is
explained later,

Generally speaking, models that can fly can travel up 10
24" through the air during their movement phase. If a
mioxke]l flics more slowly or more quickly this is noted In
thiz Battle Bestiary. The model must move whaolly in the air
or whally an land, it cannot mix the roo in the same wm
A mode] may use this move (o get iself into hand-wo-hand
combat if the player wishes, effectively charging Its
opponent from the air. Mote that a flying charge is still
only 24°. The distance is not doubled as it is for a charge
over land.

Flying models are moved without peralty for changing
direction or any other reason. The model is simply moved
as the plaver wishes up o the maximum distance allowed.

COMBAT

A model which can fly can make & flylng charge into
combat ai explained above, The flying creature charges
down ono its foes, slashing, biting or using whatever
weapons it has at its disposal. In reality, the attacker
would land somewhere in the middle of the troops it is
charging, but to keep things onderdy it is assumed all aesial
attacks come from the front of the unit atacked unless it is
already engaged to its front, in which casc aerial attacks
may be made from any direction. The flying model is
positioned either to the unit's front, sides or rear as

approprae.

Hand-to-hand combat is conducted exactly as normal with

a few exceptions: +
A fying creature which s beaten in hand-to-hand
comba; {5 driven off, The model is removed from the
tabletop and may not return until it has missed 2
complete bum.

If a hand-to-hand combat is either won or drawn g
flying creature may leave at the end of the phase mther
than stay and fight, The model is removed from the
tble and may not return until it has missed 8 complese
s,

FLYING HIGH

A model which can fly can ke o the air and remain
aitbame if it wishes, The moded is removed from the tshie
dusing its movernent phase arxd placed aside somewhere
wherne it can be seen. The player points ot that dhe mode]
is fiwireg bigh abowe the battbefield.

A model flying high in the air &t the stant of its wen can
dive down anmywhere oo the battlefield. It can attack an
cnemy wnit if it wishes.

A model which is flying high above the bartlefield cannog
be shot at by troops an the grownd, nor may i shoot ag
troops on the ground.

AERIAL COMBAT

If both sides have creatures which can fiy then it becomes
mare important 1o keep track of models which are fiying
high. All models that are currently flying high above the
batilefield are kept aside so that they can be seen,

Any model which is already fying high ar the stam of is
turn can attack any enemy model which s 2lso Rying
high. The attacker nominates his tarpet when he declares
his other charges a1 the beginning of the movement phase
and the mwo models fight hand-to-hand combat exactly s
nomal. Once the two creatures have fought they ane
sepamted again and are both free o move or attack once
more in their following tums. Aetial combat is thereforne
ruch mene fluid than combat on the ground. There i o
winner or loser as such, and unless one combatant is skin
bath models are frew o either move onto the banbefield or
continue o fly high above it in their following tum.

Ary model flying high at the start of its furn may shoot a
bow or other missile weapon at any other model which s
also flying high, unless it has already decided to amack in
hand-to-hand combat. Shooting is worked out exactly a4
normil, at maximum range for the weapon used. It is
assumed both shooter and target are moving at their
maximum movement rate.

WIZARDS

Wizards often ride large ferocious winged monsters such
as priffors and hippagriffs. When they are on the tabletop
wizards may use thefr powers as noemal, but when they
fiy high shove the hatlefield wizards can no longer cast
spells on to the ground as they are too far away, By the
sarne token spells cannot be cast against them by wizards
on the ground. High fving models can cast spells against
each other. All high fying models are considered 1o BE
within range of apells as they weave and soar around esch

EL3

ather.
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CHARIDTS

CHARIOTS

Chariots make ideal transpon and fighting machines for
characters, They are also sufficienthy powerful to stand up
toy large monsters and even units of roops. Most charots
have at least two orew members, one o control the eam
pulling the chariot and the aher 1o fighl. Charots can be
pulled by horses, but many of the races of the Warkammer
Workd employ far more deadly creamres. Gobling harmess
wolves 10 their chariots, while Ores favour bruial snorting
war boars, The chariots of the Undead are pulled by
cadaverous skeleton steeds, all bony or hung with taters
af rotting flesh, The rules that follow describe how you
ean employ chardons on the bettlefield,

MOVING CHARIOTS

Chariots are always moved 15 individual models in the
same wiy & powerful characters and large monsters. If
you have several chariots then you can choose 1o move
them together in a loose formation if wou wish, but vou do
not have to do so. The only advantage of lnmping your
chariots wgether is that they will benefit from making all
leadership tests on the best lesdemship value of the group
in exactly the same way as any unit of troops led by a
heroic character,

To count as grouped together in this way each chariot
must be within 5" of another chariot in the same group
forming a rough line or clump

A chariot moves at the same speed as the crearure that
pulls it. Chariots can never make a march move, although
they diouble their move when charging in the same way as
other models. When you moeve a chariot model simply
measure the distance and meke your move, There is no
need 1o tum or wheel, as the chariot is able to um freely
e face any direction you wish.

Chariots cannot move over cbstacles or difficult werrain,
except o cross a river at a oridge or a fosd. A chariot

compedled for some reason 1o move over termin it cannog
normally cross is likely 1o be damaged as its wheels srige
rocks, its body becomes entangled in undergrowth, or j
careers headlong through 2 wall. lffnrqlﬂd b circumstance
indo difficult terradn or over an obstacle 'the chariot susting
D4 strength 6 hits. These are mndomiy distributed among
the chasiof, erew, and creatures in the same way as hits
from shooting (see below for 2 description of how o do
this). Chariolz sometimes have to cross obstacles op
difficult terrain for reasons beyond their controd, for
example if they are forced 1o fiee from closs combat.

FIGHTING CHARIOTS

Charlots do not have 3 weapaon skill, so when they fight in
hand-to-hand combat the enemy compares his weapon
skill against that of the crew. If the chariot has crewmen
with different weapon skill levels then he always counts
the highest, If the crewmen are slain and you wish to
strike blows against the charot, you may count its WS
as .

Chariots comprise three distinet parts: the crew, the
creaneres pulling it, and the charior iself, When enemy
troops are shooting armaws or other missiles at the chariot,
or when foes arack the chariot in hand-to-hand comibat.
any successful hits are randomly allocated between the
crew, creatures, and chariot. This is shown on the chart
belomr.

Eoll a 36 for each hit scored and consult the cham far
shooting or hand-to-hand fighting. The difference
between the two charts reflects the difficuly of hitting
crew with misstles from s disance, compared with the
vulnerability of crew once they get stuck in to hand-to-
hand combat and ane exposing themselves o attack.

SHOOTING HANILTO-FAND
1 Crew | Charion
-3 Creahure 3 Creature
46 Chariot 46 Crew




Onee you have allocated each hir, work out further
damage exactly as you normally would to determine if
wounds are caused. If the crew have identical
characteristics then it is not necessary 1o establish who is
hit, the player may remove any crew model a8 a casualey.
Where the crew have different charscteristics, if one is a
hero for example, then it is necessary to further decide
which has beena hit This van e done by rolling ramdomly
using 4 6 as appropriate (for eample, if there are too
crew 1-3 = the hero, 4-6 = the other crew member).

Chariots have thelr own toughness value, wounds, and
ather characteristics as indicated on their profile, In mos
cases this is as follows, although in some instances a
chariot may be especially large with more wounds or
greater oughness.

M Wi BS 5 T W 1 A Id
CHABIOT - - - 7 7 ¥ 1 - -

If some of the creatures pulling the chariot are slain then it
will move propordonately slower, For example, a chario
putled by two horses normally travels 8 but this is
reduced to 4" with only ane horse as half the hosses have
been skain, Obviously the more creatures there ane o pull
the chariar the smaller the propartional reduction in its
movement should they be slain. Should all the creansres
be stain then the chariot is broeght o a halt,

A chariol ean continue 1o AEHE 50 long 28 10 has a0 jexs one
crewman beft. If all its crew are shin, and assuming it can
still mowe, then the chariot will move randomly in its own
movement phase, This 18 worked out along with other
compulsory movement before any other moves tike
place, The charlot rampages 204" up to its maxirum
speed in a completely random direction. This can be
established using the Seatter dice. If you roll a double then
the creatures collapse with exhasstion before the chadot
moves and the model can be removed from the barde.
Otherwise the chariot model is moved the distance
indicared. If the charior collicdes with troops then it comes
1o a halt and a round of hand-to-hand combat follows just
as if the charior had charged.

IF the chariot suffers a wound then this is recorded. Once
the charot has suffered its full complement of wounds it Is
destroved and the model i removed from the battle, The
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CHARIOTS

creatures pulling the chariot are either killed in the
wreckage or run away and take no further part in the
conflict. Any surviving crew may contdmie o fight on foot
if the player has models to represent them.

“.  CHARIOT ATTACK

A chariot has three types of attack: attacks from its cew,
attzchks from the creatures if they have them, and attacks
from the chariot isell. OF these the chariot is usually the
most dangerous, causing considerable damage as it
thunders intn the enerry 1anks. Chariots ondy attack when
they charge because they need to move forward,
rampling or knocking aside enemy, crushing them under
their wheels or slicing therm with their scythes,

When 1 chariot charges it automatically causes DS hits,
plus 1 for each scythe blade fitted to its wheels (this will
nomally be +2). These atacks are made first, before any
attacks from either side, Note that no separate roll i3 made
1o scare hits, the charging chariot automatically causes
hits. The chant below summarizes this,

HITS INFLICTED
CHARGING rererenr e, T #1 per scythe
OTHERWISE ... .

All hits from the chariot ane woreed out using the srength
value of the chariot itself, ie 7 in most cases. The main
danger from 2 chariot comes during its charge, so it is
vitally important foe chariots not 1o allow themselves o be
out manoeuvred and charged by the enemy, Chariots
caught out in this way get no attacks and are likely o be
overwhelmed,

Chariot crew may fight against enemy in contacs with the
chariol whether 1o its front, sides or rear. They sike
blows i noemal Indtlatve onder, and attack first dusing a
charge, exactly like other warriors. All crew fight,
Including the driver.

The creamures pulling a chariot may fight if they have their
own attacks. Wolves, for example, have their own attacks,
Due to the restrictions of bamess and reins, creanires can
only attack enemy directly in front of them, Work out
aftacks in initiative onder, and attack firgt during charges,
exactly as monmal,

FLEE AND PURSUIT

Charioms flee and pursue cxacly Hke ondinary ooops. If
broken in hand-to-hand combat and forced to Aee they
meve 2D6 or 306" depending on their speed. If caught by
purseers they are destroved. Similarly they pursue flecing
enemies at the same mate, and will destroy them if they are
caught

WAR MACHINES AND CHARIOTS

IF firing at 2 charkot with 3 stone thrower, or other weapon
which has a template, position the template as normal
Each part of the chariot is treated separately, so the
horse/crew/chariot are potentially hit if these actual
models are within the template area, Treat each crew
member, horse, and the chariot body a8 separate targets,
jast Hbee single models in an ondinany unit,



CHARIOTS

SNOTLING PUMP WAGON

The Snoting Pump Wagon is very much like a charlot
in that it consists of 2 wooden fighting platformm, mther
like & rmmshackle wooden hut on wheels, and it moves
under 5 own power. In the case of the Pump Wagon
this power is provided not by homses, wolves or some
ather beast, but by the frantic pumping of Snotlings
which drives a simple mechanism and keeps the Pump
Wagon moving. The Pump Wagon is also equipped
with a spiked soller at the front, which crushes and
pierces any foes {and Snotling crew) unfortunate
enough i fall beneath it

The rules described for chariots apply o the Pump
Wagon as well with a few exceptions which take into
account it unusual construction and crew, As the
Pump Wagon has no horses pulling it any hits must be
distributed amongst the crew or machine only, as
shown on the chan below.

SHOOTING HAND-TO-HAND
1-2  Snotling 1-2  Pump Wagon
346 Pump Wagon 36 Snodling

The Pump Wagon is heavily constructed and has the
same basic profile as a chardot. This is shown here
again for convenlence. Like a chariot the Pump
Wagon causes a great deal of damage as it charges but
the effect is even more exremse due 1o the destructive
power of the crunching roller at the front.,

PLIMP H Ws B§ &8 T w I A 1d
WAGON = cmc o= F 7§ g -
HITS INFLICTED

CHARGING ...,

The speed of 3 Pump Wagon tends 1o be somewhat
unpredictable as its crew are continually squabbling
over which of them is going to operate the pump. An
enthusiastic Snotling will fight his way forwand and
pump like crazy for a while until he @8 completely

exhausted when ancther will shove him aside and mke
over, This means the machine ends to go forward in
fits and starts, sometimes quite quickly but at ather
times embuarmassingly slowly.

Because the machine's speed is reliant upon the whim
of Its rather dim-witted crew, the player has linle
choice over its speed at all. To represent this the Pump
Wagon has no fixed move rte. It automatically moves
206" and is moved along with compulsory movermen:
before other troops can move,

The player can contral the direction which the
mechine mowes in, representing the effors of i crew
toe steer the thing by leaning precardously o one side
or the other. but he has no say over the speed. If the
machine's speed Is sufficient to bring it into contact
with 3 target then it is considersd to have charged, No
formal declaration of charge is necessary. The tzrget
muy make the usual response just ag if it had heen
charged in the normal manner,

N sometimes happens that the Pump Wagon's move
Means it has o maverse terrain which it cannot cross,
For example It might be forced into a river, bog or
straight through a wall. In these situations the Pump
Wagon sustaing Db strength 6 hits due to damage
sustained as it crunches and smashes its way through.

It can also happen that a Pump Wagon is obliged
move: into friendly troops, although this & mre a5 you
can move the machine as you wish. A foolish general
might susround his Pump Wagon with Friendly wnis
only w see the machine erunch through hds own lines
in the first tuml When this happens work out the effect
justas if it were an enemy unit. Even the Snotlings will
fight as they are far 100 excited to care what they are
doing. The Pump Wagon does not abandon the fight
until the combat is complete and one side broken or
destroyed,

A Pump Wagon is dependent on 15 crew for mobility,
50 once its crew ane all slain It cannor move, T does
Nt rampage around like 2 chariog for example, The
model may be removed omee the crew ane skin, a5 it &
of no further value.




WAR MACHINES

The Scatter dice is the dice marked with arrows on fiowr

War Machines are an impnrznt pant of many armbes bn the
Warhammer World, Glgantic cannons arc amongst the
most spectacular of these engines of war, but their
manufacture is difficult and the secrets of gun casting and

manufacoere are carefully pearded. Orcs and
ather less sophisticated races build gigantic stone throwers
which lob boulders high irto the air (o come crashing
down upon enemy formaticns or behind ciry walls. Bolt
throwers are powerful giant crossbows which can send a
spear-sized bolt clean throagh several ranks of enemy
skewering each in mum? These are all relatively common
war machines which can be found in scveral armies.

STONE THROWERS

Stone throwers ane powerful and destructive weapons that
lob large boulders high into the air, sending them crashing
through enemy ranks crisking lmbs and armaur alike,
Many races of the Warhammer World use these devices.
Mot all are built in the same way by any means: some use
a massive counterwedght to catapult thelr missile into the
air while others use torsion power lke & giant crossbow.
The bigger the engine, the Larger the rock it can throw and
the more damage it can do. The very largest stone
throwers can hurl 3 projectile big enough o knock down
buildings and even city wallsl

Wark out the results of stone throwing in the shooting
phase. To work out damage you will need the round
missile template with the hole in the centre, The stone is
not as big as the emplane of course (that would require a
very large engine indeed) but shatters an impact sending
shards of sharp sone over a wide area,

Pived the stone thrower on te spot 50 that it i pointing in
the direction you wish to shoot. Now declare how fr you
wish to fire the rock, You must do this without measuring
the distance to your tErRet, £ You must guess the range as
accurately as you can. Onee you have made your guess
place the misslle template directly over the spot where
you have goessed,

For example You are firing a stone throwsr af @
wrtlf of Fiph Hif Guards in frons of vou. You make
your guess and declare that you are firing 28°
divectly towards the cerre of the High Eif Guards
Howing made your gues you fake the templale and
measire 287 forsreds your ravget. [f you bave made
a good guess the template will le over your
irtenicled target. f not, Jom't worry — thene’s siill a
chance the stone may veer off course and il
something,

To decide if the missile lands whene you have aimed it roll
baith the Scaner dice and the Artillery dice.

sides the word HIT on two sides. If vou roll a HIT
then the méissile lands exactly where you have aimed it. If
wou roll an arrow then the missile veers in the direction
shown by the armow,

The Artillery dice is marked 2, 4, 6, 8, 10 and MISFIRE, 1f
wou roll 3 misfire then something kas gone wrong — roll 2
D6 and consult the Misfire Table below. & misfire roll
autormrmtically cancels out the whole shot regardiess of the
Scatter dice result. If you roll @ number on the Anitlery
dice then this is the distance in inches the missile veers off
target as shown by the armow on the Scatter dice. Mowve the
template the distance indicated in the direction shown by
the armoaw. IF vou roll a HIT then the mumbers ane ignored;
a number sirnply indicates that the shot has not misfired,

For example. You guess bang on and the femplate
Fies directiy in the mriddle of your chosen targel. You
rolfl both dice. The Scarter dice shows a HITT You
hae landed bang on target. The Artillery dice score
&5 4 - the number indicates that nothing i amiss
and the shot lands exactly where you amed . If the
Artillery dice bad boen a migfine thert the whole shot
would bave beewn messed up as described on the
Migfire Chart,

MISFIRE CHART
FOR STONE THROWERS

1-2 DESTROYED! The engine cannct stand the
strain placed upon it and breaks under
tension as it is fired. Bits of woods and metal
fly all around, the stone tumbles to the
ground splintering the engine and throwing
debris into the air. The engine is destroyed
and its crew slain or injured. Remove the
engine and its crew.

34 DISABLED. The normal smooth ronning of
the machine and its crew is disrupted by
some accldent or freak occurence. A rope
snaps and lashes about wildly, a crewman
sets the maching up wrongly so that it pulls
itaelf apart, or maybe a careless operator
becomes entangled in the mechanism, The
englne does not shoot this tum and cannot
fire next turn either while the damage is
1epalred. To help you remember it i3 a good
jddea to ourn the machine round 1o fice away
from the enemy. In addition, one of the crew
is slain = caught by 4 snapping rope,
entangled in the machinery, or throwm high
intn the air in liew of the stonel

56 MAY NOT SHOOT. A minor fault prevents
the machine shooting this umn. A crewman
drops the stone as he lifts it into position,
rayhe 4 wrarchet jams or a rope loosens. The
machine {2 unharmed and may shoot as
nodmal next tam,




WAR MACHINES

DAMAGE

Onece you have established where the stone lands damage
can be waorked out Any model that lies directly under the
haole {s hit astomatically - note that only one model can lie
within the hole and if there i3 any doubt it is the model
which is under the exact centre which is hit. Models
whose bases e under the rest of the template are hiton a
D6 il of 4+ You will have to use your jadgement and
common sense 1o decide exactly which models lie under
the template — sometimes it is not easy to judge predsely.
As a rule of thumb a model can be considered as a
potential hit if at least half of its base area Bes under the
template, while models whase bases are only wuched or
grazed can be ignored.

L /|

SPLAT | The stone has larded in e middle of & u The model urder
e canine of the lemplata & bt and 8 other modais may ba Nt 8 dica

are miied sooving, for seampie, 4 hits plus te ordginal 1 making & fotal
of 5- nola bad shot !

Ownice you have worked out which models are struck by
your missile work out damage in the usual way. Roll for
each tanget to see if you cause damage, Stone throwers
have a strength of 7 ar more, s they cause damage on
the soll of a 2+ against most human or similardy sized
targets. Refer o the damage chan for details, A damaging
hit from a stone thrower cawses efther D3 or D6 wounds
depending on its size, but a5 most creatures have anly 1
wund it is not necessary to ke this dice roll I s,
however, useful when anacking characters and big
maorsters. No saving throw is permitted for armour. When
a big rock lands on you you are squashed regardless of
what armour you may be wearing!

PROFILES

Stone throwers vary In design — some are bigper tfhan
athers, some are positively monstrous! Basically, howerer,
there are two types: ordinary sized ones and big anes,
Details are given below for typical examgples,

Rangr Siremgih  Wounds  Save

Tou May Gocss
Sxeww Thewer i i o4 Hore
Big Sione Thooweer [ 16 ] Wi

Belng large, solid devices stone throwers are difficul: to
destroy. However, it's possible for them 1o become the
target of other engines of war or they may be anacked by
large monsters. Stone throwers therefore have a prefle
like a creature with a toughness valve and a rumber of
wounds which they can sustain before they are destroyed,
As with other details these might vary In specific cases, but
a typical engine has the values shown here The move st
ks the apeed the tone thrower can move at with its full
crew — if any crew are slain its speed is reduced
proportionally. An engine cannot move and shoot in the
same luff except to twrn to face i3 targel. Generszlly
speaking, engines of war have such a long range that & is
polntless moving them about.

MOVE TOUGHNESS WOLNDS
AS CrEw 7 3

LOSS OF CREW

A stone thrower requires a full crewr to work it properly —
toy caity $lones, wind ropes, push the machine round o
bear on its target, and so on. If one crewman is skain then
the rest can just about get by without slowing up the
reiching noticeably. If two or more crewmen are slain
then the remaining crew will be unable 1 cope, and he
stone thrower will have to miss 2 whole tam before it can
shoot again. This is in addition to any penalty imposed by
& mdsfire result. Chviously the engine requines at keast one
crewman to work. and should they all be slain the
machine is useless,

STONE THROWER SUMMARY

1. Declare target and guess range,
2, Positdon emplate and roll Scatter and Anillery dice,

& I the Anillery dice is MISFIRE refer to Misfine Chart,
otherwise, .,

4 If the Seatter dice §s a HIT the sione has struck
home.

5 If the Scaner dice is an arrow the stone has landed
in the direction shown 2, 4. &, 8 or 10" away from
the giming point as shown on the Arillery dice.

6. The single model in the exact centre is hit.
Remaining models under the template ane hit on the
D6 seore of a 4+,

7. Work out hits as normal, Models are allowed 10
saving throw from a stone thrower,
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WAR MACHINES

CANNONS

Cannons are dangerous (f sometimes unpredictable
weapons whose manufecture is limited to a few groups of
human and Dwarf experts. When they work cannons can
shatter the most determined enemy, pourlng shot into his
massed Formations, levelling his cities and oppling huge
monsters, But cannons eften go wrong, Weakneases in the
easting methods can leave minute craicks or other
deficiencies which cavse them o explode when fired,
Gunpowder can Fail 1 ignite or explode prematurely,
Drespite the cocasiondl spectacular accident, cannons afe
extremncly deadly weapons that have been instrumental in
winning mere than one battle an behalf of thedr users.

Cannans are fired in the shooting phase along with other
missile weapons. To shoot your cannon first bem it on the
spot so that It points towards your intended targer Now
declare how far you wish to shoot - eg 24", 307, 32" eic.
The ball travels the distnce you have nominated, plus the
score of the Artillery dice, Roll the Artillery dice, and add
the score to the distance you have declared. The ball
travels the total distancz towards the target, and will land
short, pass straight over, or hit depending on how
sccusately you have guessed the range and what effect the
dice has. Remember the dice will always add at least 2° to
your estimate, and can dd up o 10°, 50 you should aim a
few inches shor of your target.

Omece you have estabshed where the canmon ball hits
place 2 small coin or cther marker directly over the spot
The cannon ball does not stop where it hits the ground,
bt bounces straight forward and cuts a ne through any
targets in the way. To determine how far the ball bounces

moll the Artillery dice again and mark the spot where the
balll comes to land. Any models betwseen the points where
the ball strikes the ground and where it evermually comes
o land are hit by the flying canmon ball. The diagram
below #hows how this works

Agy mode] struck by 2 cannen ball takes a strenpgth 10 hiz
rezolved in the normal manner, 1 the cannon ball wounds
its target then it causes not 1 wound but D4 or D6
depending on the size of the cannon. As most models
have only one wound anyway it will not be necessary o
rodl this extra dice, but it is important when it comes o
rolling For heroes, big monsters, and engines of war
which can rtake several wounds., Wounds caused by
cannon shot cannot be saved by armour, No saving throw
i alloored.

Mor exampie; Fou are fiNNg @ cannon & & i of
Gobling in front of you. You make your guess and
declare thal you dre “afmivg 12° directly hoirds
the middle of that Goblin uni, * Having made your
puess you roll the Artillery dize and score 4, which
equals 4% This makes a fotal of 167 Measure 167
totsgrds the Gobins and place a wmurker where the
Ball bits. [ you bave guessed well this will be just in

of them. The ball now bounces forwand the
scove of ihe Artillery dice. This time you roll an 8§
and the ball bounces siraignt through the Goblin
unit bitting all the models i the way

MISFIHES

You roll the Artillery dice taice when a cannan is fired, so
you have tang chances of rolling 2 Misfire result. However,
the two results will be different. If you rofl a misfine when
you roll the first dice the cannor has literally misfined and
may explode. If you roll 3 misfire on your bounce noll
then this merely indicates the ball has sck in the ground
and does not bounce,

il

- Giunss + Artilany dice rod _—

- =--8

EMEWY LNIT

T~

Entimat tha distances o the terged and edd e reult of the artilary
iz ral. This 8 whars ha canncn bal londs.

Ay medal bying urcer the path
of the bouncing ball Wekes & 510 hit
and D4 or D8 wouncs
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1f you roll a misfire a5 you shoot the cannon then consult
the chart below.

CANNON MISFIRE CHART
D4 Roll Result

1-2 DESTROYED] The cannon explodes with
# mighty crack, Shards of metal and wood
fly in all directions leaving a hole in the
ground and a cloud of black smoke. The
cannon is destroped and its crew slain or
injured. Remove the cannoan and its crew,

34 MALFUNCTION. The powder fails 1o
ignite and the cannon does not fire. The
crew must remove the ball and powder
before the cannon can shoot again - which
takes another turn! The cannon therefore
cannot fire either this turn or the next torn
Itis & good bdex o um the canmon round
o inclicate this.

56 MAY NOT SHOOT. A minor fault
prevents the cannon firing this wrn,
porhaps the fuse is not set properly or
maybe the crewmen mishandle the
Inading procedure. The cannon ls
urharmed and may shoot a8 rormal next
.

If you roll a misfire on your bounee roll then the cannon
is unharmed, the Misfire result merely indicates that the
cannon ball sticks in the ground whene it hits, If the shot
lands on tep of & model then that paricular moded is hit
s normal, but there i no further bounce damage.

PROFILES

Cannons sre hand forged by master crafismen, and every
cannon s different with listle sandardisation in the way of
calibres or length. Individual cannon can be extremely
farge, but most are either large eannons, such as the
Empire’s Great Cannon, or smaller cannons. Details are
given below for typical examples. The difference hetween
the two sorts is range and damage. Blgger cannons Ay d
larger change and so have 3 longer range and cause more
damage.

Maxirmoum
Rafige Strength Wonnds Save
You May Guess
Cannon 48* 10 D4 None
Caresl Cannon & 10 ¥ None

Cannons are cast from fron or bronze and are bull #nig
solid carriages. They ane very difficult 1o destroy although
the enemy may iy to aftsck them with other engipes of
war, large monstens or magic for examgle, They therefome
have a profile like & creature with 5 toughmness valpe and a
number of wounds which they can sustain before they are
destroyed. As with other details these might vary in
specific cases, but a typécal cannon has 5 value as shown
here. The move rate is the speed the cannon can be

moved by o full humsn crew assuming it has wheels
cannon which does not have wheels cannot be moved i
any crew arc slain the cannon's speed is reduceg
proportionsally,

A cannon cannot move and shoot In the same

0 turn o face its et Generally speaking cannons haye
such a long range that it is pointless moving them aboy

MOVE TOUGHNESS WONDS
As crew 7 3
LOSS OF CREW

A cannom requires a full crew 1o mpmpgrh-mmm.
cannon balls, lvad gunpowder, push the machine round
1y bear on its target, and so on. If one crewman Is slain
then memmmhmaboutguhvmum:mduangm
rate of fire, If two of more crewrmen are slain then the
remaining crew will be unable to cope, so when it shoses
the cannon must miss 2 whole turn befose it can shoot
again. This Is in additon to any penalty imposed by g
Misfine resull. Obwiously the cannon recquires at lesst one
crewman to work, and should they all be slain the
machine becomes useless,

SUMMARY OF CANNON FIRE

L. Align cannon on target and declare the distance you
are alming.

z, Roll the Artillery dice and add the score 1o the
distance almed, The cannon ball travels forwarnd this
distance before striking the ground.

k Ifyou roll a misfire refer to the Misfire Chart
Mark the point where the cannon ball strikes the
ground and roll the Atillery dice to establish the

bounce distance. All models in the path of the
bounce are hit

5. If you roll a misfire for the bounce the eannon Hall
hes stuck: in the ground and does not bounce

6. Work out the effect of hits normally, Models have

no saving throw for 4 cannon hit.,




BOLT THROWERS

Bolt or dart throwers ane large crossbows which shoot a
spear-sized misaile. They are 30 large that they ard
mounted on their own stand, often with wheels so they
can be pivoted easily. A crew of o ar mare is required
1o wind back the powerful torsion arms and position the
Tuge bolr ready For firing. On the whole these weapons
are nowhere near as large of Cumbersome as stone
throwers and cannons.

Bolt trowers ase fired in the shooting phase along with
ather missile sreapons. To shoot your bolt throwes First
nrn it an the spot so that it points wwards your intended
victim. The bolt travels straight forward and {hopefully)
hits the first target in its path, To determine if the bolt
strikes its target roll @ D6 to hit using the crew’s BS in the
game way as bow shots, crossbows, and other missile
weapons. The basic score needed to hit is therefore
shown on the standard Missile Fire Chart (below), The
ysual modifiers apply, sce the Shooting sectton and the
play sheets for details.

TF you scoee 2 hit work ot damage as described below. IF
you miss then the bolt hits the ground or sails into the air
and comes down harmlessly somewhere else.

MISSILE FIRE CHART
B 1 2 3 4 5 6 7T B 9% 10

Db Scode
wHit 6 5 4 3 2 1 0 -1 -2 -5

WORKING OUT
DAMAGE FROM HITS

A balt thrower Is a powesful weapon which can hur Qs
bolt through several ranks of roops, plercing each warrlor
in mm. ermhummrmhvdimgeammeu:g:t
using the bolt thrower's full srength of 5. If the moded is
glain then the bolt hits the trooper in the second mnk
direcily behind: resobve damage on the second model with
a strength of 4. If the second rank trooper is slain then a
model in the thisd rank s hit: resolve damage with a
strength of 3. Continwe to work oul damage as the: bolt
piman,dxhﬁaﬂﬂdﬂllﬂ&iﬂlmlk.dﬂhﬂﬂﬂg-l from
the strergth for each rank pierced,

A model damaged by a bolt thrower sustains not 1 by Do
wounds, which means that even large monsiers can i
hurt or even slain by a hit from a bolt thrower. Armour
saves are not allowed for hits from a bolt thrower, becauss
the missiles are so Fast and deadly that any aomour is
plerced along with its wearer, Because saves arc ot taken
a target with only 1 wound will be slain if it takes clamage,
there is therefore no need o roll the D4 1w decide the
number of wounds,

§ 4 a 2 1
Btrang® of Attack

PROFILES

The balt thrower hurls 2 sharp tipped spear which causes
considerzhle darmage. The chart below shows is details,

SAVE
Mo save # allowed

RANGE  STHENGTH DAMAGE
B 51 per rank "]

A bolt theower is made from solid wood and lron. They
have a profile like & creature with a toughness valoe and a
number of wounds which they can sustain before they ae
destonyed

The move rate is the speed the haolt thivwer can be moved
by its Full crew assuming it has wheels. An engine which
does not have wheels cannot be meved. If crew are slain
the balt theower's speed Is reduced proportionalty. A bolt
throwes cannot move and shoot in the same furn except i
turn to face its tangel

MOVE TOUGHNESS WOUNDS
As crew 7 3

LOSS OF CREW

A bolt thrower usually has 2 crew of two and if one
crewman i stain then the remaining crewman can just
about get by without slowing up the machine matlceahly.
Shontid @ bolt thrower sequire d larger crew then the foss
of extra crewmen will reduce its rate of fire to every
second mrn in the same way as for stone throwers and
CArEOS.

SUMMARY OF BOLT THROWERS
1. Align bolt thower on target and roll oo hit.

2 Resolve damage at strength 5. No save is allowed
fior a balt Wrower.

3 IFﬂsctargeHu;hjanﬂldamagczgahﬂm:ammi
rank at strength 4.
4 Continue rolling for damape until you fail to slay the

target or run out of ranks, Deduct -1 from the
strength for each rank already plereed.
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WARPFIRE THROWER

The Skaven warpfire thrawer i3 an invention of the
warlock Engineers of Clan Skryre. It hurls a blast of
warpflame — o volatile mboure of inflammable chemicala
and powdered warpstone combined with magic. The
warpfire thrower 5 a powerful weapon and extremely
deadly to both its foes and Its crew! A single gout of
warpftame can reduce 2 proud regiment of knights or foot
soldiers fo a charred mess in moments, Against creatunes
vulnerable o fire, such as Treemen and Mummies, the
warpflame is particularly devastating. Unfortunately
warpfire throwers can alse misfire catastrophically,
destroying themselves and their crew in a spectacular
explosion, much o the discomfon of anyone nearbyt

Scaler and Artllery dea
ndicaba the shot i 4° off tangot

BRAVEN
WARPFIRE THROWER

The warpfise thrower may not shoot and move during the
same turn, so if you move during the movement phase
you may not shoot that e, Assuming [t has not moved,
the warpfire thrower may be fired in the shooting phase.
You will need the small 2° across round missile template.
The template is placed over a target up to the weapon's
maximum mange of 12* away. The crew maust be able to
see their target fust as if they were firing a bow or
crosshow.

To determine if the warpflame i on wrget roll the Scatter
dice and Arillery dice together. A 'hit’ result on the Scatter
dice means the shat i3 o target; an armow means the shot
has missed and the template is moved in the direction
indicated by the arrow by a5 many inches a5 the number
shown on the Artillery dice. However, regardiess of the
Anillery dice roll the emplate is never moved more than
half the measured range of the shot. For example, if the
range is 10" the template [s never moved further than 5%
This rule prevents bizarme results such as the shot landing
behind the Skaven! If the Artillery dice shows a Misfire
result then something has gone horribly wrong, see
below.

DAMAGE

Omnce you have established where the warpflame lands,
you can work our the damage. All models thar lie under
the template are kit You will have (o use your judgement
and common sense to decide exactly which models e
under the lemplate, As 5 rule of thumb, 2 model can be
considered hit if ar beast half of i base area Bes under the
template, while models whose bases are only touched or
grazed can be ignored.

Any model hit suffers 2 sirength 5 hit from the warpflame.
If the target is wounded by the warpflame then it kes
not just 1 wound as noemeal, but D3 wounds roll & De: 2
score of 1=2=1, 3-4=2 and 5-6=3). Units that suffer
casualties from a warpfire attack must ke 3 panle 1es
immediately, IF the panic test is filed the undt will flee

MISFIRE

[f s misfire is rolled on the Artillery dice the wampfire
thrower has suffered a dangerous mishap, Roll a Dé and
consuli the table below 1o find out what kas happened.

WARPFIRE MISFIRE CHART
D6 Roll  Result

1-2 The warpfire thrower's nozzle blocks
and squirts burmdng fuel over its crew.
Work out the effect as if the crew had
been hit by their own warpfine thrower,

3.4 The fisel barrels catch firel The maodel
carrying the barrels runs helplessly
206" in 2 random direction before the
barrels explode. The barrels explode
with the same effect 23 2 warpfire hit.
Place the template over the running
Skaven and work out damage as
normal

56 Kaboom! The warpfire thrower crew
disappears in a lurid mushroom cloud
of flame. Any models within 3° are hit
by warpflame. Work out damage as if
they had been struck by the warpfire

thrower,
PROFILE
Maximum Range Steength Wounds — Save
1z 3 D3 -2

A warpfire thrower is a relatively small war machine and
il i3 carried hetween its crew of two Skaven, For this
reason it does not kave s own toughness of wounds, but
is destroyed if cither crew member is slin. The warpfire
thrower's crew may carTy it at a rate of 4" This is 1" less
than other Skaven due to the weight of the machine. The
Skaven can thevefore march move up 10 8" where they are
allowed to do so,




You can employ warpfire throwers in two different says.
A warpfire thrower can operate as parn of a unit of
ordinary Skven troops, or it can fight in a unit ogether
with other warpfire throwers.

A warpfire thrower may be allocated o a Skaven unit
before the game Ay Skaven unit may have up 10 one
warpfire thrower, The warpfire thrower counts as part of
the unit, and will be affected by the unit’s psychological
reactions, break tests, and so forth, just like other
members of the unit. The warpfire thrower does not have
H:Ifum:lupl'iﬂ:ﬂmtlnﬂﬁlspﬂﬂtf.mtltmuﬂmrwlﬂl&n
&", The warpfine thrower will always stand and shoot at
enemy who chasge it, even if the rest of the undt flees.

Warpfre throwers can also be d inio 3 separabe
unit of warpfle throwers, & unit of warpfire throwers
fights just like any other unit and may skirmish as
described in the Skirndsh rules,

IF ene of the Skaven crew Is shain the warpfire thrower
becomes useless, The remaining crew member cannot
operate the werpfire thrower on his own. If the warpfire
thrower is fighting as a unit together with other warpfire

WAR MACHINES

throwers the odd crewman should be left with the unit
This odd model can then be removed next time the wnit
suffers a casualty, witkour affecting another warpfire
thrower. If the warpflre tirower is fighting as part of a unit
of other Skaven then the odd crew member may be
ahsorbed inta the rank-and-fle roops,

WARPFIRE THROWER SUMMARY
1.  Position template ind roll Scatter and Artillery dice.

F] If the Astillery dice is a misfire refer o Misfire Chart,
otherwise...

3 TFthe Scatter dice is a hit the blast has stuck home.

4. IF the Scarer dice 5 an arrow the blast has landed in
the direction shown away from the aiming point
The distance the blast is off wrget s showm by the
Artillery dice but i never greater than half the range
o the original mrget.

5 Ary models under the template are hit.

WARPLOCK JEZZAIL

The warplock jexzail iga Aendish invention of the Skaven
Clan Skryre. Il is a huge and Jong ranged firearm, more
like a small eannon than an ordinary gun. 1t fres a specal
mmissile made from warpstone, the unstable magic rock
which gives Skaven thelr power. When the warpstone
strikes its target it explodes with devastating effect and a
flash of pyrotechnic colous, The blast can punch through
the shiekd, breast plate and body of an armoured knight
from heyond the range of a crossbow, often shanefing
units of heavily armoused elite troops before they ever get
into battle, Groups of jexzails are often placed in a
prominent position such as on a hill or inside a tall
building 1o valley the foe with fire as they try to
MEAnCEUVIE Ino position.

FIRING THE JEZZAIL

The jezzail i fired in the shooting phase exactly like a
crosshow, bow or other missile weapon, Like a crosshow
the jezzail cannot move and shoot in the same tum, 80 i
you move dusdng the movement phage you will be unable
1o fire in the shooting phase. To shoot the jezzail first em
it 1o Face its target (this doesn't count as moving). To
determine if the warpstone shot hits its @rges ol o hit
using the crew's BS as you would for a crossbow, bow,
ete, As Skaven have a BS characteristic of 3 this means
they will require a 4 to hit a tanget in the open &t up ©
half range. [f you score a hit work out damage as
described below, 1f you miss then the shot sails info the
air, strikes the ground, of comes down harmlessly
somewhere and has mo effect.

PROFILE
Range Strength Damage Save
3 5 o3 -3

Wounds are worked oul exactly a5 normal exccpt that
instead of inflicting 1 wound on its target the pezzail
inflicts D3 wounds (oll a Dé: 1-2=1, 3-4=2, 5-6=3).
Jezzails also have an exirs -1 saving teow, -3 instead the
usual -2 for a strength 5 attack. This reflects the
penetsating power of the jezzail’s shot and follows the
fame pattern as other Arearms such 28 hand guns and

Jezzails have a crew of two Skaven whe cin carry their
weapon at thelr normal move rate of 5°, 1f one Skaven is
killed the remaining nne can continue o operate the
jezail bus his move is reduced to half rare and all shots o
hit suffer a -1 to hit penalty, The jerrail is deswoyed if
both crew are slain,

Jezzails operate in wnits of several jezzails. Jezzail units
may fight as skirmishers. See the rule section on
Skeirmighing.

JEZZAIL SUMMARY
1. Mlgmhnjc:nﬂmltsm:getmdm]lmm

2. Resolve damage at swrength 5. Targels have a -3
save modifier,



STAMNDARDS AND MUSICIANS

STANDARDS & MUSICIANS

Many Wafriors cany & banner o war. The regiments of the
Enmpire march march under flags bearing the arms of their
Electors and their Emperor. Bretommians go to war befors
the glittering heraldic banners of their Lords and King.
Ores wave banfers covered in glyphs proclaiming the
might and power of their chieftains, The forces of Chaos
fight beneath standards covered in dark runes and the
emblems of the Chaos Gods.

Whiatever the army, its standards are the focal point of
each unit, they prodaim the unt's identlty and defy their
enemics by thelr presence. Standards also have a practical
value: they are used to signal to the troops, direct the
unil's movement, and provide 2 highly visible point
aroangd which formation changes and manocuvres can be
made. The following niles represent the boost to a unit's
fighting prowess a standard instils.

STANDARDS

A unit of troops may camy 3 standard which might take the
form of 2 flag, banner, itemic idol, or gmilar device. The
stardard Is carrbed by a standard bearer, The standard
beacer i armed and armoured like the other models in the
unil and fghts in exactly the same way. Although the
standard bearer has w canry a banner as well as fight, he s
chosen from the meanest and most determined individuals
in the unit, and this more than makes up for any
dissdvantage suffered because of the weight and
inconvenience of the standand,

The standard bearer model is usually placed in the middle
of tae front rank of the unit, Aext 0 its leader model,
musician and champlon if it has them. This is not
necessanily the mle, but it does look bestl When a unit
sustaing casualties these are removed from amongst its
fighting rank and the player may decide which of his
models to remove. He will nor wish o remove a standard
beaser unbess he hkas no other choice - je, if there are no
other models left in a fighting rank 0 remonve instead. This
represents the fact that when a standard bearer is slaln
another wardor will plck up the standard, keeping the
units Aag fliying during the batte.

If a unit heas a standard in s front rank then it will be more
determined than ever o fight hard and beat the foe. A unit
which has a standard fiying in dts front rank may therefore
add +1 to its combat score when deciding which sicke has
won hand-to-hand combat. However, note that if &
standard bearer model is slain it won't count owards
wording out the combat results. See the Hand-to-Hand
Coerhat section for a complete description of how to work
out which side has won the combat

CAPTURING STANDARDS

It is unusual for o sandard bearer 1o be killed in combat
beciuse other fighting models may be removed in
preference. However, should 4 sandard bearer be slain
the standard is captured by the enemy if they win the
combat. If the enemy does not win the combat the
stamdard is not captured, but is lost amongsat the debris of
battlz, tramped wnderfoot, O tom apart in the struggle.

If a unit breaks and flees, then the enemy Automatically
caphures its standard if they pursue. If they do not pursye
then the standard is lost in the tide of batle. In either cise
the standard s remowed from the undt, Note that standands
are onby lost if the undt is broken in hand-to-hand combay
not if the unit fiees after it has panicked or because of g
failed fear pest

Captured standards may be placed hehind the unit which
captured them and carried about as trophies. Trophies
have no fighting value; they are merely used to Indicated
that the unit has captured its adversaries' flag. The phiver
surrersders the model for the duration of the game and his
jubilant enemy places it behind his unit to proclaim his
victory. Amy trophies that are lost may be recaptured along
with the units own standard if It breaks and Bees from
combat. Capiured trophies may therefore be recaptured
by beating the unit that has dvem, thereby avenging their
infiial Joss and restoring them to a proper place of honour,

MUSICIANS

An armyy marches under its banness but {t does 5o o the
beat of drums and the call of blaring horms. A usit may
include a musician model 1o accompany it into banle,
cither a homn blower or a drummer. Like standand bearers,
muslclans fght just like an crdinary member of their undt.
Also as with standard bearers, the player will not wish o
remove musicians as casuallies unless there are no
ordinary warriors left fighting. Uslike standard bearers,
however, musicians are not removed awtomatically when
4 undt breaks and flees, Their instruments are somewhat
lighter and less cumbersame than o weighty standard.
Musicians cannot be capured as wophies.

A musician model s placed in the middie of the fronz rank
of the unit, next to the unit's leader and standard bearer.
His effect on the fighting ability of the i i$ not as great
as @ standard bearer but is useful none-the-less, A unit
which has a musician can attempt a special manoeuvre
called the reforr, The hornblower sounds his hom, or the
dremmer beats his drum, and the unit recognises the
signal o reform

REFORM

A unit may & 1o reform during its movement

s0 leng as it 4s not in hand-to-hand combat and is
otherwize free to move as it wishes, The player declares
that he is sounding the reform and then takes a leadership
test for the unit, Roll 2046, and if the score is exqual 1o or
less than the unit's leadership vakue i has passed the test
and may reform,

1f the unit fils the test it becomes muddled and confused,
and the unit may not move or shoot with mrdssiles this e,
If the antempt 1o reform is sucoessful the warrions regroup
into a new formation. Arrange the unit into @ new
formation facing whichever direction vou wish. A unit
which reforms cannot meove that tm, because it takes the
entire movement phase o reform. Reforming troops
cannot shoot with missile weapons that e,




THE GENERAL

THE GENERAL

Every army has a heroic chamcter o command it. We refer
tor this character as the General, although this is only to
digtinguich him from other heroes. He might be an Ore
Chieftain, a Bretonndan Duke, an Elecior Count of the
Empire, or whatever. Many amies are ecommanded by the
ruler of their entire nation, The Emperoraf the Empire and
King of Bretonnia are mighty wamriors who are ever ready
to ride out at the head of their anmies for example.

The general of your focce is always the character with the
highest leadership value. If several characters have the
same value then choose one o be the general. He is in
command of the whole army and, moe than any other
model, represents you personally. The general is an
impomant character because he can inspire others to fight
on where otherwise they might turn and fiee

Any unit within 12" of the general model may use the
generil's leadership value instead of its own when making
4 leadership based test. This means that 2 unit near the
general can use his superior leadesship when testing for
fear, panic and other psychology, or for break tests in
hand-to-hand combat. & wnit which is flseing may use the
general's leadership when attempting to mlly,

THE BATTLE STANDARD

A generdl may be accompanied by o special standared
hearer carrying elther his personal banner or the hatle
szndard of the army itself. This battle standard does not
hawve to move along with the general but it Is most usehul
when he is cose by, An amy's battle standard is wsally
carried by a heroic individual and all the rules for
character models apply. Unlike with ordinary standard
bearers the battle standard is not passed on if its bearer is
slain. Should the batle standard bearer be skain then the
hatrle standard may be captured in the same way a5 a unit
banner. See the niles concerning Standards for details.

If the standard bearer joins a wnit of troops and Aghts in
the front rank then the unit receives an extra +1 combat
bomus when working out which side has won the combat.
This is in addition o the usual +1 for the unit’s own
standard. This is the only ciroumstance when an extra
banner confers a further bonus, Nomally roops fghting
alongside their banners only receive +1 no maner how
many banners are involved.

Any unit within 12* of the battle standard may retake o
failted breslk test. The unit is only allowed 10 retake this
st once, If the general is within 12 of the unit a5 well
then it will also benefit from being able to use his
leadership value. These two factors combined, the
general’s leadership and the opportunity o re-take a failed
throwy, mean that wnits near o the general and the battle
standard will tend to hold their ground come what may.




BUILDINGS

BUILDINGS

The Warhammer rules are extremely flexible, and allow
you to fight oot battles along underground tunnel
complexes, throagh vast halls and inside caverns, You-can
enact swordfights within (emples and palaces and full
scale assaults against mighry fortresses. However, this
gocs somewhat beyond the scope of this nilebook whene
we are concerned with tablewop bartles over fairy open
territory. The following section therefore provides rules
for using bulldings on the batlefield, either isolated
Farmateads, villages, wwers and warchposts, or something
else along these lines, Of course, if you want to build a
whole city to fight over then iU's up 1o you, the rules that
folkow certainly allow you to do 50,

Buildings provide interesting features on the battlefeld.
Not only do they look attractive, but they are also
important from a tactical point of view. Towers may
overlook A wide pan of the baulefield and provide a
excellent vintags point for archers. Any roops deployed
Insdde a building will be hard 1o winkde out, and so may
be able 10 defend it against far larger mambers of enemy,
But a good peneral knows that it is not always profitable
10 occupy buildings fust because they are there, as it ls
easy 1o waste vilal ime zkdng 3 village that the enemy
then simply lgnores or circismvents. You must weigh the
tactical considerztions for yoursell, and decide whether or
ol a particular bailding has any actical valee,

MOVING INTO
AND AROUND BUILDINGS

Where it seems redsonable, troops may be moved into
buildings but cavalry, big monsters, and large creatres
cannod enter buidings that are wo small for them. Gigms
and dragons are just too big 1o get into a cottage budlt for
hurman inhabitants, for example.

Models may enter 4 building in their move phase by
moving against a wall that has a dooreay somewhere
along its length. A unit may be divided so that some
models are positioned nside a building, while the rest of
the unit is placed adjacent to it If the building has walls,
hedges or outhouses, you may wish 1o armange the urt o
defend it. The unit's formation will inevitably become
rather ragged in these situations, but it doesa't really
matter s0 long as you keep the undr as much as possible in
a single block with no gaps in its from bne.

Models already within a building at the start of their nem
can move ot through any door in their move phase, I the
unit is already divided between the building and
surrounding land the 1voops must rejoin the rest of their
undt, If the unit is wholly cantained within the budlcding it
may deploy into 8 new formation ready to fight. Models
cannot enter and leave a building during the same tm as
this might enable them o move far too quickly.

The number of models vou can get into your buildings
will depend on the building's size. As 3 guide, allow as
many models into the bullding as can fit into Its ground
area. If the building has several storeys then it will be ahie
e hold more models, You can decide exactly how many
models a building can hold befors the game begins,

Some players like to make thedr buildings so thar the mofs
actually lifi off, or the storeys divide, allowing you 1o place
models inside. However, this is not ahways very peactical,
and you may Bad it easier to simply remove models from
the table as they enter buildings and place them
somewhere out of the way, Note down on a scrap of
paper how many models are in the: building If you wish,

Unless your buildings are really huge vou will not need 1o
maove #o0ps about inside. Models in the bullding can be
sssumed to be wherever you wish, and can shoot from
windows or move out through doors as convenient.
However, if your buildings are really huge, say bigger than
6" along any cdge, then this leads 10 obviously
unifeasorable simations.

For example, if you have a building that is 48° long it
wonld be silly to allow a model to move into the buliding
ac ane end and then out the other side 48" distant in the
next wenl Should you wish 1o employ buildings of such
extreme dimensions then you will have o record
movement inside them, noting down where roops are on
A piece of paper every tarm.

SHOOTING FROM BUILDINGS

Models inside buildings can shoot missiles from arrowe
slits, windows or doors. Up o two models may shoot from
each opening. Maodels on flat roofs, parapets, balconies, or
such-like can also shoot as normal. Troops in buildings do
not all have to shoot at the same tanget, instead they rmay
shoot as individuals, shooting from 2 particular window at
targets they can see.

Models which have shor missiles from windows can be
seen and may be shot at by enermy in their e, There will
be a -2 to hit modifier, as models inside buildings have the
benefit of being behind the hard cover of walls,




FIGHTING INSIDE BUILDINGS

Working out combat betwesn roops inside buildings and
enemy assaulting thern can be quite tricley. It is easier if
you think of attacking trcops as fighting the building
father than the wroops inside. Obviousty this lsn't EeTally
the case bat it does ensble you to work out combat in a
sarisfactory manner, Attackers must therefore charge the
building to begin combar throwing themselves at the
doors and through windows in an anempt 1o get inside.
The attackers fght with any models whose bases touch
the building, and the deferders fight with the number of
models which ocoupy the same fromage.

When fighting in bulldings he defenders count as fighting
behind 3 defended obstacle. The enemy will therefore
require 2 6 to hit regardiess of their weapon skill, When
deciding which slde has won count up casualties, but
ignore the usual bonus for fighting in ranks, standards,
flank amacks, and so forth.

When you are fighting in budlcings none of these henclits
are of any use 10 you because the combat {5 oo muddled
and brul for rear mnks 1o have any effect — 2 standard
st be lowered or put aside, and the walls of the
building protect the cocuplers’ flanks. Asute players will
reglise that this means atackers stand linle chance of
shifting determined defenders unless they have some
overwhelming advantage.

IF attackers win the first mund of hand-to-hand Rghting
they have fought their way inside, and the defenders lose
the advantage of fighting from a defended obstacle in
subsequent turns, I the defenders win their foes are
pushed out of the bouse snd setreated 2. The defenders
may either follow up by moving out of the house and
comtinuing the fighting next tum a8 normal or they cn
elect 1o sty put

IF a umit In a building is broken work out fleeing and
pursuit as nommal, Victorous roops can always elect to
remain in the bullding rather than pursue. Troops in 2
building do not nesd o west their leadership w avoid
pursuil.

DESTROYING BUILDINGS

Large monsters and engites of war may be capable of
desroying buildings, Builcings therefore have a tughress
vahse and can sustain a number of wounds before they ane

1t Is a bit confusing o refier o ‘wounds’ when
talking about buildings o we shall call them damage
points instead, Wounds ard damape points are exactly the
same thing.

Tf your buildings are very large it ey nat be appropriate
10 destroy them all at ange. You may prefes to divide up
large buildings into several portions each with its own
damage points. For example, you might have a manor
house with 4 main ponion and two sepante wings. This
could conveniently be divided into three parts fior
recording damage points and probably for moving toops
within [t too,

The chart below lsts types of building and suggests values
for toughness and damage points, As MOST gaMers ke
their own buildings you may prefer to tailor each
tuilding's values to its appearance, This s entirely up to
yon

BUILDINGS :i

Type of Building Toughness Damage
Polnis
Mud or strzwe huts, light T 4
wooden shacks, outhouses
Timber or brick house, ] 5
log cabin
Stone houte 9 5
Stane tower or fontification 10 10 i
A heavily reinforced door ] 1
A fortress gate a8 5

if & building sustains its full quota of damage points it
collapses. Any models inside a collapsing building must
make thelr basic armour saving roll or they are trapped
and slain. Models which pass their asmour save ray be
farmed up outside the builkling.

we have included values for heavy doors and fortress
gates, a8 you may wish to fight games which involve I}
defenders locking shut the doors of their tower or caste 1
while the attackers attempt to batter down their defences.
Domestic doors are not sufficlently substantial to
withstand a determined defender and so offer no
resistance oo attack.

FIRE

Some creatures can hoeathe fire, such as dragons, and
some war rrachines can project flames, such as a Shkaven
warpfire thrower. Buildings are vulnerable to fire bocause
they are ofien made from wood and contain fumishings
and Aoor coverings which ans easily burned.

When aracking a bullding with a fire weapon, add the
score of a D6 to the weapon's swength o represent the
slightly unpredictable incinerating effect of the flames,
Work out damage as noomal.

IF you roll 2 & whnywmﬂﬁreﬂrastremﬂimcbulldhﬂg
also catches fire. This is regardless of whether the hit also
causes damage. A burning building sustalns 1 exira
damage point at the start of every trn from now on (e at
the start of cach player's turn), Once all of lts damage
poines are gone the bidlding is destroyed.

SPECIAL RULES

Everybody who makes thelr own model buildings likes o
include features which appeal to them: spiral staireays.
esraces. baleondes, aeral wallkways spanning tewo towiers,
gatchouses, drawbridges and 5o on. We can't anticlpate
every variation of fFamasy architecture that you might want
to design, but this shouldn't stop you making models as
varied and imaginative as you please.

You can always invent your own special rufes to
incorporate unusual bulldings into your games. For
example, 2 winding stalrway might take a half parn to
climb, or a turn if It is very long. A narmow passage might
allow passage for only 4 models per turn, an aecial
walleway might reduce movement to half rate with .1 in 6
chance of falling if you move faster, and so forth, You will
find nocasional features about making buildings and other
tereain in Garnes Workshop's monthly magazine White
Drwvarf.




DAEMONS

DAEMONS

The Realm of Chaos is a strange and unfathomahle
aleernative reality, It co-exists with our own universe, the
woild of physical matter, but only in 2 few enchanted
places do the two worlds wuch, One place where Chaos
and the Warhammer World meet is the far north of the
Old World. Here the aw power of Chaos and the physical
matter of the meterial world intermix in a bizarre manner,
twisting the landscape into strange and frightening shapes.
It is imposaibile o be certain of the landscape in the Reakm
of Chaos because it changes all the tme, Travellers who
have wandered far norh and lived to tell the tale have
reporied horrific visions of burning skies, of rivers of
blood and plains of glass, and monsters beyond the worse
nightmares of man. Worst of all are the servants of the
Chaos Gods themselves — the Daemons.

There are counless types of Daemon and it would be
Iimpassible © camlogue them all. Some ane numenous, bt
many unique. Some are huge, others no krger than a
man's forefinger. Many owe no allegianee 10 any of the
many Gods of Chaos, but the best known are the
Daemons of the four Great Powers of Chaos: Khome,
Tzeentch, Murghe and Slaanesh,

All Daemons are creatures of magic, Magic energy is the
raw material of te Realm of Chaos fust as physical matter
is the raw material of the physical world. When they come
into the physical world, Daemons can be hurt by oodinary
weapons, but they are very hard to slay and it wkes a
brave man o face up 10 one of these monsters

-
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Daemons do not come into the Old World often, The
everyday world of material things is ke a barren deser 1
them, and they cannot survive for long outside the jife.
Biving environment of the Realm of Chaos. It ks rather like
a man tiying to live underwater. or a fish anempting to live
on dry land.

When the power of Chaos grows strong, magical

surges into the Warhammer World and saturates the shies
with magic, enabling Daemons to pour down from the
north and into the COld World. While this wave of magi
power lasts armies of Chaos and hordes of Daemons
threaten to overrun the lands of men and plunge the
world info darkness forever

SPECIAL DAEMON RULES

Most daemons have special rules which apply to them,
which are covered in the Banle Bestiary, In addition there
are @ few rules which cover 2ll Doemons and which are
explained here to avoid needless repetition. Most
Daemaons fight in undts of several models in the same way
as Men, Elves and other monal troops. Greater Daemons
are the largest and most powerful gf. thedr kind. They are
huge monsters and fight on thelr like huge momsters
and characrers,




DAEMON SAVING THROW

Daemons are not fashioned from physical matter bt fram
the raw stff of magic. The blood that Aows through their
widns Is mot mortal blood bt the boiling ichor of Chaos,
fiery with preternatural vigour, corroalve as acid, and
deadly as the most potent polson. Their flesh too is
unmamual, though it may appear ordinary. Many Dagmons
hawe iron hard skin or flesh that [s tough as steel or solid
25 rock. Others have ransmamwrial bodies: thedr form is
neither physical nor ethereal but somewhere inbetween
so that It glows with magic energy.

Although their bodies are tough, Daemons are still
vulnerable to norrmal weapons. The magic energy Rowing
through their veins acts ke armour, protecting Daemons
from blows which would otherwise slay them. absorbing
the impact or deflecting sharp cdges. This gives all
Daemons & saving throw in the same way a3 ammour, The
saving throw varies from Daemon to Dagmon bit i
wsually 4+ on & D46, This save takes into account the
Daemon's magieal intngibility or ‘daemonic aura® as this
effect is called. This saving throw is reduced by high
strenggth hits in the same way as physical asmour.

MAGIC WEAPONS

Daermans ase fashloned from magic energy and so they
are vulnerable to magic weapons. Their normal dasmon
gaving throw does nor apply when attacked by magic
swords or other magic weapons, The exception is the
Bloodthirster of Khore which has Chaos Armour and
which is protected against magic weapons by powerful
enchaniments,

DAEMONS

FLYING

Some Daemons have wings and can fly. The Disc of
Teeentch can fy even though it has no wings. The niles
far fAying and aerial combat are described elsewhere in
this nulebonk.

*h

DAEMON ANIMOSITY

The Chans Gods are great rivals, and in the Realm of
Chaos they fght against each other all the time. Even rival
Daemons of the same Chaos God sometimes fight 1o settle
their differences or just for the enterminment of their fckle
master. If you wish to feld Dagmons of Just one Chaos
God then this will not present any problems. However, if
your wigh to field Daemons of two or more Chaos Gods in
the sarne army then you must take into aecount the rivaley
between them. This can mean that your troops will
sometimes attack each odher rather than the enemy. This is
called Diemion Amimoniy

If you fisld Daemons from different Chaos Gods in the
same army then you must be careful o avold the effects of
Daemon Animaosity. This is easily done by keeping the
rival Daemons apart. If you have Daemons of different
Chaos Gods within 12% at the start of your fum you must
make 3 test io see what they do. Roll a D6 for esch undt of
Daemaons or each Greater Daemon concermed.

DAEMON ANIMOSITY TABLE

D6 Rodl Resull

1-2  The Daemons recognidse their rivals and bellow
with rxge as they charge towands their ancient
enemles, covering the distance between them
with a single bound and throwing themsehees
Into combat. Move the Daemons directly
towards thelr closest rivals and inta close
combat, They do this regardbess of whether
they are fighting cther troops at the time, or
whether they can nomally cover the distance
between the tea groups of Daemans so fast.

The dwal Daemaons will fight each other in the
hand-o-hand combar phase, and will continuwe
to fight each other in this way until the player
rodls 3 5 or G at the st of 3 subsequent tum,
Daemons will not flee when fighting in this
weay and o no heeak test i Aecessary. When
they ccase fighting the teo units are moved
apar but may not move further that tuen, I
charged by enemy while fighting amongst
themselves Daemons will ignore their attackers
unless they are also Daemons, in which case
they may fight a5 normal,

The Daemons see their rvals and begin to
shvout and scream kn g threatening ranner. The
unit becomes rowdy and uncoordinated. The
Daemon: will not move or do anything else
this bum, but cfhervise they ane unaffected,

Although they see thelr rivals the Dagmons
ignore them fos the moment. The unit may
contirue a5 noomal this um.




MAGIC

MAGIC

The Warhammer World i3 saturated with magic energy
which blows through the world like a wind, scattering is
power widely over the mountaing and forests, The winds
of magic cannat be seen by ordinary mortals, bt wizands
and cerain magically inclined creatures can either see or
feel the winds as they blow. Sometimes the magic winds
blow strongly, and magic things course with energy. At
other times & calm descends leaving magic listhess and
weak.

When the magic winds are at their helght the Dwarf
Runesmiths forge the mightiest enchanted weapons,
nailing the raw magic in place with runes of power to
produce blades and axes of incalculable potency. The
Elves call upon the winds of magic to strengthen their race
ind presenve the western realm of Ulthuan from its centain
doom. The High Magic of the Eives is the greatest in the
world and their spells are the strongest of any living
oeatures. When the winds of magic howl over graveyards
ind tombs the dead str and hecome restless and
necromancers prepare thelr evil sorceries.

A Warhammer hatile {s a5 much about magic as the clash
of arms in deadly combat. OFf course, you do not have 1o
‘sclude magic in your games if you prefer not m, although
you will be depriving yoursell of a large measure of
enjoyment. The complete rules for casting spells are not
included in this game because there are 80 many spells
and magic items that there isn't enough space. The

complete magic rules, together with spell cards for all the
differens sons of wizard (Light, Gold, Jade, Celestial, Grey,
Amethyst, Bright, and Amber), High Magic, Dark Magic,
Orc Shaman Magic, Skaven Magic, and many new magic
items, are included in the separate Warhammer Magic
supplement. However, we have included a selection of
magic in Warhammer w get you started,

Wie suggest that you ke the magic item cards so that you
can look at them while you are reading the following
rules.

THE MAGIC PHASE

During the magic phase spells may be cast. Some magic
items ilso enable characters to cast apells. The
Warhammer Magic supplemen: describes many more
magic itlems and further types of spell, but all waork in
fundamemally the same way.

Magic items which can cast spells are clearly marked
'SPELL’. Tf wou look at the magic item cards wou will four
cards marked in his way: the Homn of Urgok, the Claw, the
Doomfire Ring and the Staff of Lightning, These ilems
contain spells which can be cast in the magic phase,

Most magic iems can be used by any heraic charactes, not

just by wizards, but they cannot he used by ordinary
rroops. Some magic fems can only be used by wizards, of




by charactess of @ speeific race. This is ndicated on the
card for the item.

As with the hand-to-hand combat phase both players
participate in the magic phase. Both sides are allowed 1o
cast spells using thei: spell cards. A spell cin only be cast
once per magic phise. Some spells can be cast every
magic phase, others can only be used a limited number of
times, as indicated oa the card.

The player whose tm it is begina the magic phase by
choosing o of his spell cards and casting it. The card Is
placed face up on the table and the player reads ot the
effect, Onee the spell has been resolved his opponent
chooses and casts one of his spells in the same way. After
both sides have casta spell it is the first side's wrn again,
then his opponent, ind =0 on. Spell casting alternates In
this way first one side, then the other, untl neither side
has any spelks left 1o cast. As there are only four spell cards
provided in the Wariammer game itself, spell casting will
be relatively brief, but you can imagine how with many
spells to play casting might altemnate in this way far quite 3
time as wizards cast spells against cach other and on the
various fighting troops, Once all spells that the players
wish to cas have been cast the magic phase is over,

Rules for the spella themselves are given on the cards
ahtich describe thers Note that in the case of the Staff of
Lightning you must make a test when you use the e 10
see If its store of energy is used up by the blass, This
means that although you know the saff will work 2t least
once, you can neve: be oo sure IF it will work again, so
your st be careful not to waste its magic against a weak
ar trivial target.

These is nothing to peevent s single hero or wizard madel
having several magc iterns of using them in the magic
phase, If 2 mode! is slain then any magic ftems it has are
assummed o be either destroved or rendered inactive. Of
course you might choose to invent a game where players
strive to capiure anc recapture a magic fem, and it passes
from one side to the other 25 each tries o control it This
woukd make a very entertaining garne, and obwvlously you
would want the ilem to be taken from slain individuals
and used by others. However, in the normal mn of things
magic items ase assumed 1o leave the game with the death
of their users.

MAGIC ITEMS

We have already talked about magic ems which contain
spedls, Other maglc ftems ane enchanted in various ways,
and confer advanlages or bonuses during combat or
movement. For exanple, the Ase of Grom is enchanted so
that when it strikas it causes double the amount of
darmage as an ardinary weapon, inflicting 2 wounds on
the model sruck bhstead of 1, and in addition the Axe
cleaves straight though ordinary armour $0 00 Armour
saving roll {8 permited,

Mapic items are sliotted 1o indivicuals before the game
and may be used by them at the appropriate tmes as
described on the cand itself, 50, for example, the Gelden
Hetm of Atrarar comes inm effoct every me the weares
suffers a wound. In most cases ilems can be used
repeatedly over and over again, but some may have 2
lirmitesed use or it may be possible 1o use them only onoe,

All magic iterns have a points wilue indicated on the card.
This indicates how much they are worth. The value of the

MAGEHC

item i acdded o the points value of the character carrying
it. See the section on Podnts Values fior more details of how
m caloalate each model’s worth.

MAGIC SCROLLS

Serolls are a specific kind of magic item. A magic scroll
contains 4n enchantment that is released when it is
chanted by a wizard, Only a wizard may use a scroll. A
scroll may only be used once, so when it has been used it
is useless,

The two scrolls included with the Warhammer game
contain the powerful counterspells Dispel and Destroy.
Both are used o counter the effect of enemy magic, and
are used to intermapt the normal spell casting sequence. IF
the enemy casts @ spell and you wish to counter it then
you must immediately declars you are using the Dispel or
Destroy seroll, The enemy’s spell is stopped until the
results of the counterspell are resolved.

The Dispel scroll can be used 1o dispel any spell
regardless of whene it is cast of at whom. The Destroy
scroll can anly be used if the wizard carrying it is directly
affected by the spell, ie if it is cast cither at him or at the
unit fve i with.

peote that we have provided only one each of these scrolls,
as to include more would have reduced the number of
other maglc items. If you wish to copy these scrolls
make more for your Warhammer games then please do 5o,
there is no reason why a wizard shoulds't carry several
scrolls, The total mumber of magic items a character can
camy is lirmited as described in the section on Heroes and
Wizards, Even the greatest wizard cannot carmy more than
4 magic ibems In total, so &t will always be a wugh dedsion
whether o carry #crolls or other items.

WARHAMMER MAGIC

The Warhammer Magic supplement contiins many mare
rragic ttems, and there {8 nothing to stop you invesnting
your own. Magic items make an interesting reason for
having a battle in the first place. A magic ilem may be o
viluable that armies may be mustered 1o capture it, or
adventurers might delve deep into mines and tunnels in
search of lost magic treasures.




SKIRMISHERS

SKIRMISHERS

A skirmish is 2 encounter between small groups of
warriors, often fighting in o loose or spread out Formation,
The rules in this section describe how you can represent
these loose formations on the whletop. This allows some
umits to operate 45 skirmishers during the battle, spreading
out to cover a broad area for example, The same rules can
also be used to fight out small battles or skirmishes
between a handful of models if you wish,

SKIRMISHING TROOPS

Skirmishing woops do not move or fight in base-to-base
formations as mest units do. Instead they fight in a looss
group with gaps between each model, This gives
skirmishers the freedom 1o move over difficult terrain
Quickly, and enables them to ke advantage of minos
folds in the ground, scrub, and other small fearures
shelter from shooting enemy. This together with their
speed makes it difficult to kil them with bows or other
misslle weapons, Conversely their scattered formation has
mmﬁ:ﬁty,anirmuynmsmkbymurdlmwmunu
they will be swept away almost regardless of their
individual prowess,

Not all roops can fight as skirmishers. Those which can
are indicated in the Warhammer Armics aomy it for thelr
rilde,

The: most comman mbe for skirmishers is o farm a screen
In Fromt of your army behind which other roops advance.
With skirmishers in front of your army, enemy bowmen
and other missile armed oops will be unable to shoot at
your advaneing units. Skirmishers are also sbie 1 make
swilt acvances through woods, over steep hills, even
across fivers, and cocupy useful positions ahead of your
main army. In this way skirmishers can deny tactically
important features such as hills to the enemy, or they can
occupy the edge of & wood where troops in nosmal
formation weould be slowed dogr,

Skirmishers are certainly useful, but they have thetr
vulnerabilities too, They are ezsily driven aside by small
units of fast cavalry and they have linke hand-to-hand
fighting abukiy,




MOVING

Skirmishers move in 2 loose group or rough line. Models
are positioned up to 2* apart so that they are not touching
tach other, Should the group be split as a result of
casualtes, of should individuzl models become divided
Fom It fior some reason, then the player must rectify this in
tis next movement phase

Scirmishing models are moved as individuals in the same
way as characters, Any model can be tumed o face any
direction 3 it moves and no penalty is incurred for chis,

Scdermishers are uninhibited by thelr fellows and so have
beedom (o move around obstacles or rough groend, They
therefore suffer no penalties for crossing obstacles or
difficult ground.

SHOOTING

Skirmishers are difficult to hit with missiles as they are
relatively small, individual mrgets able o @ice advantpge
of whatever cover is available. Any enemy shooting at
them therefore suffers a -1 to hit penalty. This is, in effect,
tke -1 penalty nosmally applied for shooting ar characters,
Acharacter canssal “skirmish” and claim a -2 penaloy!

Itls not possible to shoot through the gaps between
skirmishing models with bows or other missile weapons.
This cnables sklrmishers to act as a shield for the undis
behind them, sheltering them from enemy missile men
while they advance,

HAND-TO-HAND COMBAT

If engaged in hand-o-hand fighting then only skirmishing
models which are actually touching enemy models can
fight Any models which form pan of the unét but which
ae: not touching an enemy model may not fight.

Skirmighers may charge enemy troops exactly like
oodinary unita. Models are moved individually Imbo contact
with their foe. When skirmdshers charge in it is wsual for
the player tw form up into a line so that more modsls can
fight. This i3 fine 50 long as individual models do not
exceed their charge move, Any models unable to seach
the enermy may be placed behind the fighting rank Ioosely
1o remind players that the unit is skismishing.

Shirmishers lack a proper formation and are not therefore
ideally suited to hand-to-hand fighting. Troops wha ae
nat fighting are unable to lend their weight to their friends
by pushing forward or stepping in to replace fallen
cemrades, To represent this no combar bomus s added for
rear ranks of skirmishers when it comes to deciding
comibat results. In effect skirmishers always count as one
rank regardless of how many models have piled in
behind

CHANGING FORMATION

A unit may be deployed on the battlefield ready 1o
skirmish if the player wishes. Alternatively units may
acopt a loose skirmish formation during the battle, or they
o adopt 4 proper base-to-base formation from skirmish
anjer. Changing from a loose skirmish order to 2 proper
base-to-base formation, and visa versa, takes an entire
m. This does not prevent the unit shooting, but it does
prevent it moving other than to change its formation,

o

SKIRMISHERS

To change from a normal formation to skirmish order
simply move the models apan up oo their maxiram maove
distance, Each model must be within 2* of the next.

Tor change from skirmishing order to 2 normal formation
first estimate the middle of the group. Then place the
undt's leader {or another distinctive maodel if the leader s
slain] in the middle of the group facing any direction you
wish. Lastly form up the unit about the lesder so that he is
in the middle of the front rank. You can form up into as
many ranks as you wish, although vour new formation
must be more compact than before. For example, you
cannot form up from a roughly circular band into a single
long line swretching from one end of the @mble to the other,

LEADERSHIP

While skirmishing traops are scattered across a broad front
their leader may not be able to see all his troops, while
individual warrion may be unaware of what is happening
1o the unit as a whole. This is one of the disadvantages of
skirmishing: troops are unable o benefit from the
presence of sandards or potent leaders, separated a3 they
are by distance and cover. To represent this a skirmishing
wnit always tests its leadership on the leadership value of
the troops even if they are accompanied by a leader with a
higher leadership value. Even the leader tests on the lower
value, In addition, skirmishers cannot test on the army
general's leadership and do not benefit from battle
standard re-rolls as do other troops, This means that
skirmishing troops are bound to be more fragile than
property formed oops in combat, and if beaten they will
be more likely to break and flee.

e e T




POINTS VALUES

POINTS VALUES

Points values are a useful means of working out evenly
matched armies. A game with 1000 points on each side
will, theoretically at least, be an equal contest of skill and
generalship. OF course, the battleficld termin will afect
your chances of victory, and some kinds af terrin Bvour
one side above another, but on the whole it is better w

have a points value system than not.

Creatwres have 2 paints value that reflects their fighting
ahdlities on the battlefield. These values are baged on the
creanure's relative profiles 1o an extent, and also on its
special powers, limitations, inherent sirengths and
wesknesses, The value of an ordinary Man is 5. and this is
the base value, All other points values are worked out
relative 1o this. A Goblin is 2 /2 points; weaker than a
Man, a poorer Aghter, more likely to mun away, and
inferior in most respects. Elves are valued at 8 points.,
They are more skilled with weapons than a Man, less
likety to run from cormbag and very fast.

As well a8 giving a poims value for every type of creature,
vahues are included for weapons and armour. A creamre’s
awn points value includes a sword, club, axe or other
hand weapon but does not include other weapons or
armour. IF a warrior 15 equipped with a spear he cosis
more points, and if he wears a mail shim and carries a
shield he costs more polnts stll. The more equipment he
has, the more points a wamior is worth,

BASIC POINTS VALUES
PRINCIPAL RACES
Chaaod Beasterain

Chace WD ....comiom s smssssssais i smsssminsmsass 21
TPRREL i e mirssnssm ot s s rasatnimbemsa s 1

Dearke B WReh EIF .....ociniscccsciniicccsimisasess 10
TR e e ot e 213
Geoblin Fanatic ... inrssin

Skaven Plague CENSED e
Skaven Potson Wind Globadier ..
Wood B Wardanoer ..o e




POINTS VALUES

Giant Scorpdon ...
Gigantic Spider ...

OO o i i e it s vt 10
Hydra ... 225
L EE T T —-. |
401
40
50

Rar Owre ..
NI .55 n v s e ok LB

CHADOS DAEMONS
Bloodthirster of Khome ... 800
Flesh Hounds of Khame ..., 35
Juggesnaut of Khome .....oovvinrcrnrenn, 700
Keeper of Secrels of Slaanesh ..., 550
Daemoneties of Slaanesh ... 30

- DMnable the value
of rider + 5

Gredt Unclean One of Nurgle ...
Plague Bearer of Murgle ...,
Beast of Nutgle ... v e
Treentch Lord of Change ...

Teeanteh FIOE .o scesicenics
TEEEMEN PAAET .o ciiniciecsyos simrmrrmaras

UNDEAD
VAP ..ocn s amnmma s s s e
Slosleton WRLHOE ....cioieie e s erssmrmssrmrn 8

ADRIEION i e i b e s i
Wraith ....... R ]

STEEDS

Chacs 5teed ... Double the value
of rider +4

weimemneses Dmibe the vahe
af dder +10

Double the value
of rider +3
Diouble the value
of rider +4
Glant Wolf ... s Double the value
of rider +4

— YR

of rider

Skeletal Steed ... Duble the value
of rider +2

WAThOSE ,varmis s DOUDIE the walue
of rider +3

e DOUDNE the value
of rider +8

WarBoar ... e




POINTS VALUES

MACHINERIES
Bolt Thrower ... e 30 4 value of crew
Stone Throwrer ... e 304 vilue of crew
Chariot rererennes 30 + the value

of its (‘rre:widsewhmaf the creamres pulling it as
if they were belng ridden. Eg Horses add nothing,
but Giant Wobves add +4 per wolf.

Snoting Pump Wagon .. $0
Skaven Warpfire Thrower ... X

[T 1T — i L L1
of its crewr
HAND-TO-HAND WEAPONS
A single sword, axe, mace
or ather hand Weapon . oo s FIEE
An additsomal sward, axe, B0 e 1
A double-handed weapon,
including double-handed axe, e E
ang swond.
| B R PR P S S L |

A lance for a mounted warrior ..

MISSILE WEAPONS
4

Repeating Crosshow

RG] AT (avnms s risims prrm memims s mrai s tabmis pasmssnsnssimans
PUBEON i i o o i s i e

L]

Remember that in the case of cavalry models the values of
all equipment including armour is doubled. This means
that barding always adds +§ points (o the valee of a
cavalry mode] rather than +4, The +4 value is sl used for
horses pulling charios.

REDICED COSTS FOR TROOPS WITH A VALUE
OF LESS THAN 5

Troops with a basic value of less than 5 points can buy
their equipment at balf cost. This is pardealarhy wseful for
Gohlins and Skaven The reduction in costs for these
troops reflects the fact that no amount of equipment Is
really going to bring them up to the same worth as mare
potent warrioss. So. a Gohlin with light armour and shon
bow 15 worth 2 %2 + 1 + %2 = 4 points, A Man with the
same geas would costs + £ 4 1 = B DOints.

CAVAIRY

The points value of 2 cavalry model depends on the
rider's worth as well as the inherent fghting abilities of
the steed. Due to his extra mobility a cvalry model &
deemed o be worth doubde the points of the same model
on foot, incleding the value of his armour and weapons.
A man on a horse would cost 10 points against § for 2
man on foor, for example. If the man had a shickd his
value would be 6 on foot and 12 riding a horse.

Most steeds ane worth extra points compared o a horse
because they have their own attacks. A Warhorse Is
therefore worth an extra +3 points, a Giant Spider +4
poinits, and so on, These values gre included in the list
above. S0, a man riding 3 Warhorse costs not 10 paints
but 10+3 = 13 podots. This value does not inclede the cost
of armour or weapons of course.




HEROES

The points values of heroes 15 not covered in full here, bat
will be covered in the complete asmy Usts for each mace in
the Warhammer Armies books. However, the following
values cover the main races.

Clampion  Hero Lord

Black Orc 4z o1 140
Chaos Beastmar 60 130 200
Cheos Centaur 100 220 350
Chaos Warrior 91 193 305
Drwearf 48 104 160
Dark EIF 4R 104 160
Goblin 15 33 50
Halfling 21 46 70
High EIf i 104 160
Man 30 a5 100
Ore i3 Ti 110
Skaven 7 5% o0
Wood EIf 48 104 160
WIZARDS

The true value of wizarks is only fully realised with the
addition of all the spells and magic items in the
Warkammer Magic supplement. The values sumrarsised
below reflect the full potential of the wizard and may
therefore scem rather expensive at first sight. As with
heroes these values are only examples and complete
points values are included in with the army lists in the
appropriate Warkammer Armies volurme,

Wianl Wiheard Master Wizard
Champlon Wizand  Lord

Chacs Soroerer B 16 240 356
Beastman Shamman ] 134 ns 335
Diark EIF W 121 215 328
Gioblin Shaman e | a3 159 53
High EIf L) 121 219 4z8
Man i 118 150 F-. 1
Ore Shamman i 118 211 287
Wi Elf W 121 219 -]
Necromancer "] 163 e 410

skaven Wizards have slightly unusual characreristic
values, Their points values are therefore slightly different
o0,

warlock — Warlock Warlock  Grey Seer
Engineer Champlon — Masber
Skaven 5 118 190 40
HEROES AND MOUNTS

Heroes and wizards can ride a horse, warhorse, or other
appropriste steed. The cost of the model s always the
value of the hero or wizard plos the extra cost indicated
for the mount, The value of the rider is ot doubled as this
would make mounted characters far oo expensive. This
means that a character can rde a horse for free, or a
Warhorse for an extra <3 points. This may seem a lile
cheap but it is only right and proper that heroes get o ride
where others might be ooliged to g0 on fool,

POINTS VALITES

To find the cost of a heroic characier or wizand riding a
mmionater simply add the two values together.

POINTS VARIATIONS

The points values described above ane not exhaustive by
any means. For one thing, every amy has regiments of
puards or other Rrat-class toops who are better Fghters
than the ordinary mnk and file roops. Such troops might
be extraordinarily brave, particularly well disciplimed,
picked out from the bigges: and strdiest of their kind,
especially Aeet of foot, highly trained and drilled, expert
marksmen, and s0 on, Depending on their expertise their
characierlstics may be better than ordinary members of
their race, and their points value would have to be
increased to reftect this. The Warhammer Armies lists give
examples of troops which are better. sometimes far better,
than ordinary warriors. A suitable points addition is mads
for this.

A pood example of wamon whose prowess far exceeds
that of their fellows is the Emperor’s Reiksguard Knighes,

recrulted from the noble youth of the Empire and
subjected to the rigorous training of the Imperial aemy.

M Wi BS 5 T W I A 14 Sewe Pis
Reskeguand
“n* 4 i 3 L] 3 1 4 i T = M
Wb w5 ¥ 3 ¥ a0 4

The Beiksguard Knight is allated a poims value of B o
ke into account his improved characterisdes. He s
armmed with a lance (+2). and wears heavy armour (+3)
and carrles a shield (+1). His Warhorse has barding
armour (+4). This gives a total points value of 18 poins,
but becawse the Refksguard Knight is 4 cavabry moded this
is doubded o 3, and because he is riding a Warhorse a
further 43 is added. This gives 3 toml points value of 39,
Mate that his movement characteristic does not take into
account the reduction in speed due 1o armour, which
reduces his actml movement rae o 6.
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RULES PLAYSHEET

TURN SEQUERCE
1. MOVEMENT
& SHOOTING
3 HANDTOHAND
4 MAGIC

MOVEMENT
kmmmwmmmw Mewemant i conducted in

. DECLARE CHARGES
RALLY FLEEING TROOPS

g i
=
m

CHARGE AND REACTIONS
Chargall A unit may charge of dowble its nomal move wie. bsasuring & not
peimitind bators the chams is declamd H anabla o reach i ol he unk
mervad & hommal move I the intended diescion. Onca a charge has beaen
disciared the ey declares His reschen. Acharging LNk mary not manoauvre
Scip! Bl B mirny whisd onca &0 bing [ inle Ing with it el
Standl and Shoot. You may only std and shoot f T chargees come fem
meow than haif theer oame meve awary. Work out cosualties mmadiatay.
Hold. The usit stands and takes tha chame. This = the usual reacton for
froops rol armed with missie weapons.
Flea! Tha urif fums tail and nune. Tha unil is immedixtely moved its sipedand
fion distancs (2067 o IDE7) away from e charges. Feeng troops may not

MANOEUVRES
Wheel. A unfl may wheal aa marry ‘mes i3 you wish sxcapl = & charge,
whag tha umit may =neal once fo fne Fsef up o the enemy. The duisnce
mummmmnhmmnwmun

Turmn. & urit can s ohos dusing its movement. A1 $w modiols mevain in place
bt fem aiffer B0 dogress ko that kel of igh, of 190 degroe o fans the rear
A it must simend e a quarier of i movemend o LT

Change Formation. A unil sy add o focuce B numbar of ranks i which #
I ey by 1 by surinedaring hall s moukment. A Unt Mgy add o reduns
i numbar o meks by 2 by sementdesing all o il moveent

TERRAH AMD OBSTAGLES
Troops cross difficull ground sk half mie. This includes woods and mast
m'Mme Ovwdirary hills 57 nol consdered 1o be dificut
pround wod may ba moved over st nommal i
Troogs move across very @ioult ground st 3 quarker of their romal mis, Ths
irciuden shear Sopes ond very thick wooda Yery dificuit grourd is unusual in
agamaR
Disstwoles. This inchades fences, walla, hedgea and othar Inear faaturss
“Troopa must surerder half of T movemen o pase over an cbalade

MARCHING
Marhing toops move &t doubla pacs with heir weagons shoudessd. A unit
mary nal march if feen am enamy wihin B i marching toops advanos io
wittn B° of fhe enemy ey oust hal immadialely and geepars lor baite &
maching unit mary not tum or change its iomankon, but it may whesl nomally
A marching unt may rel shoot with miasde weapors. War sngnes, chanoks
and ofher machines may nol mamn

Trocgs Rissing durirg e Movamest phase move besedy B0 nsanst lable
edgs, awiding snemy and obetuctvs laman whs possila. Troops wih &
revsmant rats of 6 o lesa move 2067, Troors with a movomant of mors than
& mowe J06° units do ret hawe 8 s¥ct lomsation — fsy are amanged
itz & reugh mass of models and moved & A sing's confused and targled
oy

SHOOTING

The player whase tum [t is may shoat with any troops equpped wih resile

waagora The:

WEALON
Shorl Bow 1%
Bow i
Loneg Bow ar
Crosstow -
Rapeaing Crosstow  24°
Hand Gun o

davein B

e rominaden ea ch urit m bem ard works out fa missln i
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+1 Sheoing af 4 Lame Taege

-1 Shooting whils maving

=1 Shooling o a Chaming enerry

1 Bhadting ot lorg e

-1 Shooling & & single ohaescter model
1 Tamet is ehind sofl pover — such &5 hadge or wood
<2 Targe i behind hard oover - auch aa & wal o bulideg
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HANTFTO-HARD

Al modals whosa base loushes an afemy models bese may fighl A modal mey
ke a8 Mty Sfacks as shown on 8 profls ff & cioss combat weapon & camed in
s hard, e T Model ey MAKe &5 ey #%Acks &3 shown wih sach wespon).

Ordlar of ttack.
Modols which charged that bum Aght firsd, Otharwise models afack in cder of
dascending infiatvw.

Foll 1o Hit
Determins tha D8 scors reguined io hif uzng the %o hit' char below. Rol & D6 for
wach attsck. Pick out the dice which have sconed hita

ol to Wound.
Debarmmina P D8 score reguined o wousd waing the wound charl. Roll & DE %o sach
Tt sconed. Pick oul e dics whch have scord wounds

IRl by S,

H tha opposing troaps have a thiow Tan Hwse e takon belors modols an
removed. Fiol & D for cach frared. The scone requited for & riil
B8 k& shown on the saving thiow chasy

Repcive Combat

Once sl foops invohved have foughl detenming which sida has won See Combat
Rusufts baiow

TOHIT

Compars e aftacker's WS wih e defender's WS 10 fnd the basic DE adl
naadad io hit

DEFENDER'S WEAPON SOLL
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Dardervded Dhisiacha. 1 the anamy & behend & delended chstacts you requin
afioht

COMBAT RESULTS

EBach sida &dds up the mumber of weunds R has caused and adds any of the
folinmng rrod e thal apply. The sde with the bighsst soom has won

+1 Rank borus Add +1 for asch full rank behind the sl oo lo a madmum o 43,
+1 Sandaed. f any units have sandama.

+1 Batlle Siandurd. If the army's standard i fighting.

+1 High Ground Hyou areuphil of your enemy

+1 [Fank At H atiacking an enomy in the Sank

+2 IRear Alack M atiackng an enoe=y in the mar

Birek Tead The loser mus take 2 broak test for sach wnll Feoived [n the combal
Thi Yiesl 5 lsken on the urils eadership mimas the ciilsrencs in the combel reults
scond Floll 208, H Ba o 16 equal 19 o losg tan the numitssr requined T i has
paasid |1 he sooro is mose than thel requined e unil has faled and 15 boken
Browoen unils bum tal and Siea directly sway from ther enomy once & combats bive
i) sl

units withan 12* of 0 unel whech braakes st fake & panic 1es! to dutermre H
they fao as wol. Thess fosis are takon orce all comibaty Pave been machnd but
bealere any broken wnis fion

BREAK AND FLEE
Troops: whe break and fies move 206" away from their enemy # they have o
mevemant e of 6 or luas, o 306" if they have & movemant rele of more an 5
Fleswng wrils am destrognd F gt by pursiers as desenbad boow
Fieming Iroogs confiun % move 205 or 306" in e own movement pease lowass
e nparist tible eige. Flasing troops can do sothing elss. ¥ thery feave tha bl
thiy e ramavad. Ty an autoealically dostnryed (| changed agan and coughl

A Tiseng unt may stampt lo mityal e st ol ts movemen! ghace. Rl 208 1 tha
atayiw in wgiml 10 Ur 0SS than the unds e 1 NAE THINGD, OUanwbe 1|
caortinums 1o fee. A ralked Uil may masange s fommation but may do notirg Has
tha turm. &t mies! hirve BLioss 35% of B2 original nurebar of modsls 1o rally.

PURSUIT
MM*|“MMWMMHMMMM
tracpa have bean moved the pussuans mil io soo how lar fheir pursult iskes Bam
Tirosps welh & Fevetmant of & o s ol 308%, Boops with a movemant of mors then
rmﬁlhmmmh'ﬂhmmmmmm
i narios and o flosng toops A destroved, Purcir e moved
forward the ful distencs indicatid -

I pursuets clash wifh frash enamy Then hand-4o-hand combet & fought i e
fodowing tum a3 nomreal = e punueTs cour s chaging

Trooga iy avaid purel by testing agalrst S lssdarshin 1 the playee iy squal
o o leas fran the Lnif's leadarship 7 does not have o pursus.

LAFPING ROUND
H e urit wing m combel il may move models inom fear ks 4 sbend fis frort e by
‘e modals par mrk

] i almany mdands bayend the anemy's font mnk o the
ﬂwshmwm G ot

PSYCHOLOGY

wmgﬁmmuumﬁmmnmm
lnadarshp = you 8ca% aqual 5 of less than e roops’ lsaderieg
hare paszad, f iyou roll mor thar the Yoops” ladership you have kadad s

PANIC
1. st at S etart o your um i By as esing Tionds wirin 4°
2 Tori A ainendy unt within 12 is bokoen in haned-o-hand combal,
3 Tort f vou are charged 'n the fiank or rear whist engagod in hend-io-hand

4. Tewtf you sufier 26% chmmities fxen shooling in B singie shoaiing phase

A unit which fils a panic et in I same wey @8 m Uit broken in hand-i-
hand combal o a urlt which whan chamod

et i e 1t ouTumizared by iho atackers. H nol eulvombeed, ther & unt
W ok s fou et oy g on, s 6 o M ar e o

2 Toml  you wigh ko chamgs & faared snasy 1 you fail tha teet than you may nol
crarge and must romain sakonary for the

A wrhl distsead i band-la-and combat by an snemy thet 1 Tears s aulomatoslly
loroken withoul 8 beaak Yt if il cutnambersd.

TERACR

DOinly ona Inevor el 2 e taken by a unt dusing the gama - onoo & hag basn taker:
o furfer femor tasts A regered. Treops which il their temor lest wil fes
Frmuociately ssmcty B iroops broken i pombet or fesing from & caiga
1. st ba owsrcoend: tamar f chasged by cr wishing % chame an onemy that
SEUSaT ST
2 Tos il B 12 8 femor causihg enemy wihin 8° et the sian of your WM

STUPIDITY
Test ait the start of ach tum, H oops fal el et

1. W inband-i-hand combat half e ceatures siop ighting
£ ootin hand-io-hand oomibat roll 5 D,
1-3 Mowe forward ol half spead in shambole manser
&5 Stard inactine or lie down for s b

FRENZY
Troops atecind by fonzy must behave & folows — 2 ladesshin test may be ek
10 e Bam il you widh,
e toogs must charge anery within chama raach.
Fronned tmops fight with double wslr numbar of atacs.
Fitintied troops abwiys purses and may not g 1o awold pursn
Frenznd troops ane immuna b ofer paychalogy
I beckan i combsat thair franzy ends for fwe remaimder of the gane

HATRED
Troaprd wha Faln thelr sdvarsafes may lako any break tests againet & unmodSind
lesdership walin of 10. Dutng s frel lum of and hand-ie-hand combst ey mary -
ol oy risgas whan hay sflack

GENERAL AND BATTLE STANDARD

‘Genoral. Ay LIE WEIVD 137 00 TNG G0 May tegl wsing his lsadeshipn.
Biarte Standard. Aevp urt withis 12" of She bate wiancdard may ramd & i bosak
leal.
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