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THE GAME RULES

f you have mever played warhammer

before we recommend Uit you rofor to

the separate Gerting Started sheet before

reading this milebook. The guide is

designed 1o gve you an overall idea

about how the game works before you
mmmmmm.ummmmw
campaigner then you'll find the greater part of the
contents af this pew rulebook fmiliar to you. The game
is mot very different from it predecessors ~ and
dgli::mdrw-fcrplmﬂmhwespemmemd
enegy building up their ammies would be roughly
served f we were o alter e basis on which thelr
collections have been assembied, Rather, our intention
fhas been to make the game rules as clear as possible,
and to remove anomalies and mismkes from the
previous version.

Whether you are new to comnand or 2 veteran of many
battles it is worth reading thoough this rulebook from
the beginning, Don't worry about remembering every
mledglﬂﬁnmthnmmmcﬂﬁﬂmysmﬂrmd]:
rulehook during the game if necessary. All the important
rules are summarised on the separate playsheet,

Don't be dsunted by the thickness of this book or the
apparent complexity of some of the rles, many oif
which are designed for exceptional creatures of war
machines, or provide extra derall concerning weaponry,
fighting in buildings, and so forth. The core of the rules
are contaited in the section up to and inchuding the
Psychology section, and we suggest novice players

Ignore the sections beyond until they have fought at
loast o game.

In compiling this book we have tried to make the rules
a5 concise as possible withowut resorting 0 mincing,
lcgaﬂsﬂxlan.gui@torlﬂlwlgmdtedlrmsmuof
conditions atempting to cover every imaginable
circumstance. We have inchuded many diagrams and at
the back of the book you'll find further examples,
clarifications and notes. When sinuatons arise where
players can find no dear answer in the mlebook, and
they certainly will for there is nothing more liable to
hizarre clrcumstances than a fantasy bartle, then players
must feel free to improvise a rulé of agree upon 4
procedure for themselves.

This rulebook contains all the rules for the Warhammer
gmn:dmartnutap:ciﬁctomdtﬁdualms.\h:mﬂ
find special rules for individual rces, monsters and
creatures under their description in the Bantle hook
Further special rules for specific anmies are inchoded in
the Warhammer Armics series of army guides. Rules for
further use of magic, including spellcasting and magie
weapons, aré given in full in the separate Warhammer
Magic supplement as they are far too substantal o
inchude in the Warhamomer box.

Playﬂ‘!mllhndaumﬁwiruluhfmrﬁngupmc
battlefield, deployment, and working out who has won
in the accompanying Battle book. These are regarded 2
matter of player choice rather than par of the rules of
the game, and 50 have been removed from the rulebook
itself.

avalable

DICE. You will need a5 mary ordinary, 6-sided dica g you
can god hoid of Warhammer ncludes & number of dice, and
thia will ba enough fo pléy & game, but you can never have
toe syl

SPECIAL DICE. Warharmmer includes two apecial dice- the
Artitery dice marked 2, 4, §, B 10 and ‘misfire’, and the
Seatter dica marked with amows and ‘hit' symbois. These
o wre used 1o represent the effects of cannons and stane
throwing engines, and are in:luded n the game

Whan you're plaping Wardamimer, youl need iols of § sided dice,
On the rght Are ITee Scafter dice & e Aritiery dioa.

In additian to model armies. a suitable batlefield, and two players, there are a few mare essential tarms you
need to play Warhammer Most of these items are included in the Warhammer box, while the rest are all readily

MEASURING TAPE. We have included two plastic range
rulers Inhgmbmbmmmwmm
work out finng ranges. You will need a2 least one refractabie
FrieasUIring lape 1o measure longer distances.

FRPEA AND PENSPENCILS are needed to record datalle
of your roops, casualies Bnd other minor detalls during
pley Wa have proviced roglor shesets and fe cards which
¢an be usad to record such detsils, and you may wish o
rmake furthar copies of these or 1o devise your own racodd
syslam,







CHARACTERISTICS

0 -the Warhammer Worll there are many different ypes of wardors, fom ordinary archers and
] spearmen to lomdly Knigits riding mdgicy churgos, Theie ane monatrowss creatuncs DO, Bome it

I small Hke Goblins and cthers huge like fire-breathing Dragons. In order 1o sepresent these different

creamres in the game we have nine characteristics which describe the various aspecs of their physical
MOVEMENT ALLOWANCE (M)

or mental malke up.
Often simply called move, this shows the number of
inches 4 creamre can move on the tabletop umdes
normal sircumstances. For example. a Goblin with 4
move of 4 can move 4 inches

WEAPON SKILL (WS])

Defines how accomplished or skilled a wartior i with
his weapons, or bow determined and wicious 1
monster 5. W5 i rated on a scale of 1w 10 and the
higher the score the more likely the fighter is 1o hit 2
hand-mo-hand combar opponent. An ordinary human
has 2 WS of 3 whilst a bantle-hardened leader might
have 2 WS of 4 or § ar possibly even higher

BALLISTIC SKILL {BS)

Shows how grod 2 warrior 18 with ranged weapomns
such s bows, erosshows or even thrown rocks. BS &
rated on a scile of 110 10 and the higher this score s
the easter a creature Freds it oo hit with missile atracks.
Some monsters have natural weapons thar can be
used at range (they might be able to spit venom, for
example) and theic BS is used to determine whether
they hit or not.

STRENGTH {5)

Shows how sirong a creamure is. Strength Is rated ona
seale of L oo 10. An exceptionally puany creuiure maght
huve a Serength of 1 whils a mighty Giant might hae
a Smrength of 6 or even higher Most men have a
Steength of 3. Strength tells us how hand 2 creane
cam hit and thus how easily it can hurt an epponenl it
has struck.

TOUGHNESS (T}

Touphness Is a measure of a creamre's ability 1o resist
damage, or withstand physical damage and pain, and
reflects such factors as the oughness of 2 creature's
flesh, hide or skin, or the depth of its fur. Toughness
is rated on o scale of 1 o 10 and the tougher a
creature is the better it can withstand an encoy’s
blows

WOLUNDS [W)

Shows how much damage 3 creature can take befone
iy efther dies or is $0 badly hort de can't light any more
Most humans and human-sized creatures have 1
Wounds characteristic value of 1. Large modnsters an
ofien ahle to withstand several wounds that would
slay u smaller creamure and so have a Wounds value of
2, 3. 4 or more,

INTTIATIVE (1)

Initiative i rated on a scale of 1 to 10 and indbcates
how fast a creature can react. Creatures with 2 low
Initiative score are stow and cumbersome whilst
creatures with a high Indtistive score are much more
quick and agile. Humans have an I score of 3. In close
combxat Initative dictates the order in which coeatures
strike, since Faster creamures will be able 1o attack
betore slower omes

ATTACKS (A)
Indicates the number of imes 4 cresture attacks
during clese combar. Most creanines attack anly once
and have an A value of 1, althoogh some monsters or
warrioes of exceptional skill may be able o strike
several times and have an A score of 2, 3 or more.

LEADERSHIF (L)
A creature with a high Leadership value s
courageows, steadiast, and self-controlled. A creiture
with a low value i3 the appasite! Leadership
i5 rared on a score of 1 o 10
Humans have a Ld vabee of 7,
which 15 average, whilst
cowardly Goblins have a Ld




0 LEVEL CHARACTERISTICS

Some creatures have been given a ‘0" for cermin
characteristics which means they have no ability what-
so-ever in that field! Ths usually applies o creatures
unable 0 use missile weapons, so they have a BS of 0,
hat It might equally wel apply o other characteristics
too. For example, an ordinary hose has no Asacks (A 0.

1f a creature or object kas a W3 of 0 then it canmot
defend itself in hand-tohand combat, and any blows
struck against if will automatically hit.

CHARACTERISTIC PROFILES

Every creature in the Warhammer World has a
characteristic profile which lists the value of its different
characteristics. In the Battle book you will find profiles
for many of the races and monsters of the Warhammer

Warld, The examples below show the profiles for an Orc
and a Man.

W3 B3

| Troop Type Il

Troop Type M WS BS

4|3

Ag you can sée, an Oec ind a Man are very gimilir in
many respects. They both move at the same speed — 4°,
and they both have the same Weapon Skill and Ballistic
Skill which means they are very evenly matched in
combat. Both have the same Strength value, so they can
deliver blows with equal potency When it comes o
Toughness the Orc wins over the Man - the Orc's value
is 4 compared t0 3. This s not a huge difference, but it
makes the Cre berter able 1o withstand blows and gives
it the edge in hand-to-hard Aghting.

Both ereatures have 1 wound, which is the normal value
for man-sized creatures. The Orc loses out when it
comes o Indtiative, This 8 not a werrible disadvantage,
but i does mean that the Man will steike his blows
before the Ovc when they get stock into band-to-hand
fighting. Both races have the same Leadership - 7 =
which is about average.

Ernpire Halbardiar in

Dark EFin light
gt armaur wilh shield

with akiald amnaur and shiskd haavy armour with shiold

WEAPONS AND ARMOUR

Intelligent creatures such as Men, Orcs, Elves and so
forth carry weapons and may wear armour. Some ane
armed with bows or other missile weapons enabling
them 1o strike 4t a distance. Others are equipped with
spears or swords to fight hand-to-hand. Later we will be
describing special rmles o reflect the differences
berween differcny weapons,

Most troops wear armour and carry shields to protect
them from the savage blows of their enemies. Armour
greatly affects a warrlor's chance of swrvival and so
infloences the ocutcome of combat. The more heavily
armoured troops are, the barder they are to kill.

ARMOUR

For puarposes of the game armour is divided into the
Tulluwing valcgurics.

SHIE1D

A shield s excellent for wirding off blows and absorbing
the shock of impacting spears, arrows, and such like,
Many wroops carry shields into bamle.

LIGHT ARMOITR

Troops might wear 2 metal breastplate or a chainmail or
scale armour coat. These are described as light armour
because they offer slightly less protectlon than heasy
armour and also weigh less.

HEAVY ARMOUR

This is a completely enclosing suit of armour as woen by
knighis. It is made from metal plates and is very heavy
and cumbersome. An enclosing suit of chainmail armour
can also be classed as heavy armour, so the definition is
not a completely rigid ane.

BARDING

Barding is armour made for a horse. It can
be meral or it can take the form of a

thick quilted coat with a linen

covering bearing a knight's

coat of arms.

tamying a shisld & rding & barded homs

RAvikaguard keight in




UNITS OF TROOPS

On the bartlefiekl troops don't fight a5 a disorganised
mob of individuals, they fght in properly organised
units with officers w lead them. Such units are often
referred to a8 regiments or, in the case of cavalry,
squadrons. Units of troops march in disciplined ranks
and they are traned to manoeuvre as a solid block.

Generally speaking, a unit Is made up of oops of the
same type. All the models in a unit will be of the same
race, and will have the same weapons and armour as
well as the same characteristics profile. For example,
you coubd have 2 regiment of human archers armed with
longhows and wearing light armour, or & unit of heavily
armoured knights riding warhorses. Although in reality
creatures of the same race vary — some are weaker, faster
or braver than athers, we wsume that the differences
average out over the unit as & whole.

Units are arranged on the bamleficld in a formation
which consists of one, rwo, three, or more ranks as
shown below. As far as possible, the unit always has the
game number of models In each rank, and where this is
not possible it is alosys the rearmost rank which is lef
shont, Units can change their formation during the
battle, but thiz takes up time and may slow the unit
doem as described kaver.

LEADERS,
MUSICIANS AND BANNERS

Tinits of wroops always have a leader, and commonly
include a standard bearer who carries the unit's banner,
and a musiclan such 28 a drummer or warrior with a
hom,.

The leader model is always placed in the middle of the
fromt rank of the unit. 1f a unit does not include a
specific model 1o represent its leader, then the leader is
assumed to be the madel in the middle of the front mnk.
The unit's standard bearer, and ayesiclan must also be
placed in the frone rank where possible. When the unit
muens round to face the side o rear its leader, together
with standard bearer and musician, ace automatically
rearranged into the new front rank.

As we shall see later a unit can also be joined by a hero
or wizard, in which case these models are also arranged
into the front rank alongside the leader, standard bearer
and musicizn, Don't worry about this for now, we'll
discuss special rules for heroes and wizards later on.

— ‘T-J'F'. - ‘I""f'

bt ;l...

Hecause [t consists ol thimssn medsks, this Goblin unil eannot be
arrarged In compiets ranks. The last thres lcoss’ modsls N
kst positionsd in the rear mrk ' iwo mone models wees added
1o the unit H would be armanged in three camplels mnks

Lt A wnit of sixiesn Skinks armed
vl |DOwWS, BITErgEd I WD MRNks of

sght

Botwom leM: A wnil of thirtesn
(Babline armed wiEn bows, smanged
in thrme ranks.

Bettom right: & unit of fiflean High
Ehsss. Tha urit 5 smanged in Shee
complote ranke of fra modals
Main bhow the leades s poshoned
in tha centre of the front mnk, with
the siandard and the muskian
iocaned 10 el s

”




FACING

All the models taking par in the battle are assumed to
face directly forenard from the front of their base, This
applics equally to units of oops as o large monsters
and heroic charscters fighting on their own. This is
important because a mocel can only see things that lie
in a #0" arc in front of it. Belng able o see the enemy is
wital when It comes o shooting and declding whether
units can charge their foe.

The Facing rule is shows on the diagram below Tt is
worth remembering this smple rale right from the stact
as It becomes very important opce the game is
ungderway.

CAVALRY

Az well a8 units of warmrion fighing on foor, the armies
of the Warhammer World nclude troops rding horses,
giant wolves, spiders and other creatures.

Horse-sized creatures and their riders are referred to as
cavalry. Bigger creatures are referred to 38 monsters
and these have speclal roles as described later. Rules for
cavalry are discussed throughout the game where
appropetate.

The difference between monsters and cavalry is defined
by the number of Wounds the creamsre has on s
characteristic profile. If a mount has 1 Wound it s a
cavaley model; if it has more than 1 Wound it is a
monster. Examples of cavalry models include troops
riding horses, warhorses, Elven steeds, glant wolves,
warboars, spiders and any other mounts that have 1
Wousd on their characteristic profile,

A cavaley model {5 treated in all respects as a single
model. Should the rider be slain the entiee model is
removed from the battle,

Cavalry models use the rider's Leadership characteristics
value for all ests that require it When the model is
arracked it is the rider's Toughness and Wounds which
are used, The mount's Toughness, Wounds and
Leadership are never used, but are included on is
characteristic profile because such creanires sometimes
appear on their own or pulling dharios.

MONSTERS.
CHARIOTS & MACHINES

Some of the most spectacular combatants in the game
are not regiments of troops at all but mighty beroes
sitting astride huge monsters such as Dragons, Wyverns
and Griffons. Monsters and riders are covered by the
special rules described in this rulsbook,

Model chariots are an impressive option for many
wrmies, For purposes of definition a model consists of
thve chariot ieself plus its crew and whatever creatures
are pulling it. Chariots make very suitable means of
transport fior an important sorcerer or general. Special
rules for charions are inclwded [nthis rolebook.

Different armics can feld diferent kinds of war
machines g, from primitive stone throwing englnes 1o
cannons and even siranger devices. As with charioms a
model s defined as the machine iself plus its crew:
Hules for the common types of war machines are
included In the War Machines section of this rulebook.
Rules for the more unusual devices specific to certain
armies are covered in the Warhammer Armies boolks.

A SELECTION OF UNITS FROM THE UNDEAD ARMY




THE TURN

attles are fought between two opposing
sides — two anmdes that will siruggle fior
supremacy using all their armed might
and cunning. The warring armies are
commanded by kings and generals,

. & wizards and heroes. Their model
oounterparts are commanced by you - the player.

In 4 real bartle lots of things happen at once and it is
very difficult to vell exacely bow the banle is progressing
at any onc moment. The fortunes of each side sway
throughout the battle as oac side charges and then dhe
other, roaring with fory and bloodlust as they throw
themselves upon the enemyy. Mighty war-engines lob
their cargoes of desth towards their cowering foes and
clowds of arrows darken the turbulent skics.

In Warhammer we represent the howling maclsorom of
action in turns, in @ similae way 1o chess or deaughts,
Each player takes one complete turn, then his opponent
takes & turn. The first plarer then takes another turn,
followed by the second pliyer again, and so on: each
player taking a v one after the other undl the barde is
over. To decide which side takees the first urn it is usual
for both players 1o roll a [ and the player who rolls
highest goes first. See the Battle book for more about
different ways of setting up a battle and deciding which
side has the first nurn.

‘Within the tarn actions are performed in a fixed order -

this is called the turn sequence. Each mum is divided up

into phases during which the player moves all his wnits,

shoots all hiz .I!l.ls.'ill.t!, then resobves all
hand-to-hand combat, and so on.

THE TURN SEQUENCE

When i s your turn it is up to you to keep wack
of where you are in the torn sequence. If you
forget, your opponent should be able to remind
you. Each mumn is divided into the following
phases. These phases are always completed in the
order given below, and all actions in that phase
must be resolved before moving onto the next
phase.

1. START OF THE TURN

The rules aften call upon a player to make s oF
actions "at the start of the murn'. These are mosthy
psychology tests as discussed in the Psychology
section, or special rales which apply to a specific
race such as the Animosity role for Orcs and
Goblins.

2. MOVEMENT

During the movement phase you may move your
models a5 defined in the rules for movement.

3. SHOOTING

During the shooting phase you may fire any
missile weapons as described in the rules for
shooting.

4. CLOSE COMBAT

During the close combar phase all oroops in hand-
to-hand combat may fight. Note dhar ehis is an
exception to the normal merm sequence in that
both sides fight, not just the side whose en it is.

5. MAGIC

In the magic phase wizards may cast spells. The
full Warhammer rules for spelicasting and magic
are described in the separare Warhammer Magic
supplement.




This Lizaniman foece conskns of two unks of ten Skinks ammed wih bows and & unil of 180 Saurls warricors,

IMPROVISING

Warhammer Is an inwolving game, with many different
races, weapons, and endless possibilities. In a game of
this size and level of complexity there are bound to be
some occasions where a pantoular siteaton lies outside
the rules as they are written. This is inevitable, as it
would be Impossible to cover every circumstanoe
without writing many hundreds, if not thousands, of
pages of dull and pedantic exr Warhammer plavers
should foel free to improvise where necessary, resolbving

situations in a friendly and munsally agrecable way, and
evolving the game far beyond the published rules if they
wish

When you come across 2 situation not covered fully by
the rulebook, be prepared o interpret a rule or come
up with a suitable rule for yourselves.

When a simatdon of contentlon arises players should
agree on a fir and reasonable solution and get on with
the game as quickly as possible. The most common way
of resolving disputes is for both players w roll o DG o
see whose interpretation applies in that
instance. After the game is over sit down amd
discuss wiat happened and see if you can reach
an agreement in case the sibuation arises again.
Remember, you're playing o enjoy a
challenging battle with friends, where the spirit
of the game is more impontant than winning at
any cosl.

EXCEPTIONS

There are exceptions to the general mum
sequence ‘when things are worked out as they
ocour rather than In any strict order. Quite
cfiten the actions of cne player will rigger some
special weapon or the sudden appearance of
particular troop type. This i5 rather like
stepping onto a land mine or sinking oo
quicksand - consequences resulting from
movement which may be conveniently resolbved
there and then. Inevitably there will be the odid
occasion when events can be worked out in
one phase or another with litde real difference.
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MOVEMENT

7y uring the movement phase, or move
phasz, you get the opporfunity to move
your forees on the bardefield. As with
the twrn sequence, the things that yow
can do within the movement phase are
© performed in A strict sequence. An
mnafmmnnlm:uthmnbdw
and forther rules governing movement are discussed in
the section entited Moving Troops.
1 peclare Charges If you want amy of your
troops o charge you
must declare this at the
very start of the
movement phase.

2  Rally Fleelng Troops  If any of your troops are
fleeing you may attempt
o eally theen.

Move troops that are

subject 0o a compulsory
mavement ke,

Move charging troops
and resolve other

movement resulting from
the charge.

A Tholl dacianes & chars against o regmant of Brelonnian bowmen.
The Bralannians ha witen the $0° am of sghi of the Thol 80 he n
680 them The Hero is laorg the wiong way! He can nafher sss nor
ahama the Bowman

DECLARE CHARGES

At the start of your move phase the first thing you must
do is declare which units will charge. Except in a few
unusual ciroomsmances explained later, you are never
forced to charge. It is always your decision which units,
if any, will charge the enemy. However, charging is the
only way models are normally allowed to move into
hand-to-hand combat. If you want w attack an enemy
then you must charge him - you cannot simply eove
into hand-to-hand combat without dedaring a charge.
To declare a charge indicate which unit is charging and
nominate the enemy unit it is going to attack. For
caannple, yow ol deckere e your Breuaooamkan BEoigln
unit is charging the enemy's Saurus Wairrior unit.

A undt may only dedlare a charge if at least one model in
the unit can see at least one enemy model in the
opposing unit. It is not necessary for every model to be
able o ser an enemy — the whole umit is assumed o
have the enemy in sight so long as one model can do so.

Troops can only charge up 1o a predetermined distance
= their ‘charge distance’ as explained later. When you
declare a charge you must do so without measuring the
distance 1o the target, you must therefore rely on your
estimate of the distance to ensure your troops can reach
their arget

When deciding whether to charge you must also take
into account any terrain that might slow you down a8
described later. Deciding whether to charge or not calls
for pood judgement of distances!

Tha firdl unit of Bretanniar Knights can see and declar a chargs
upon the Saurus uni. Tha ofhar unit is facing Tha weong wary, o thay
cannof charge the Saunss. Ramambar = only ona modal neads o
508 he anamy lor the unit 1 declare & chane.




A cowardly i of Hahgobiin Sreaky Gits fees rlfer than s the chamging
wg}@ﬂﬂmﬁ'ﬂm

When you declare your charges your
opponent declares how each charged unit
will respond. A charged umit has three
responge Dprions: stand and shoot, hold or
fee.

STAND AND SHOOT

If the charged unit has missile weapons and dhe
chargers are more than half their charge move
away, then troops éan shoot at the chargers as
they advance. Work this out immediately - refer o
the Shooting section for rules governing missile
WeAPONS.

oL

A unit can stand fast and receive the charge,
individisal troopers bracing themselves foe the
inevitable impact. This is the usual response of
tmops who do not have missile weapons or who
are 100 cose 1w thelr enemy to use them.

FLFE

Flee means just that — when your unit sees the
enemy thundering down upon them they um il
and run! This Is a mther desperate option as onee
| toops begin oo run they tend o carcy on going,
and may run away from the battlefield altogether
wihether you want them o or not.

As 3000 a5 a unit declares it is fecing it is moved
directly away from the charging enemy by 206" IF
its movement characteristic s 6" or less, or 306" if
its move is more than 6'. The fAecing unic is
|  mepositoned facing away from the chargers. Move
1 the ficeing models immediately the distance
indicated by the dice roll. This ks explained in
more degail in the full rules governing fecing
meodels in the Close Combat section.

RALLYING

Hawing declared charges and charge responses, the
player whose wen it is now has the oppormnity o
rally any of his units that are currently Heeing.
Troops are normally forced © fee when they are
defeated in hand-to-hand combar, if they are
frighiened by lange monsters, or if they have suffered 5
some ther unusually raumatic experience. Fleeing

troop: are of no fighting value unless they can be
rallied, which means they come to their senses and

stop feeing in readiness o fight once more,

Bevause flecing usually results from hand-to-hand L33
comhbat the mules for Beeing troops can be found in T
the Close Combat section of this book. In the rally

phase of his turn a player makes a test to determine 3
whether his Aeeing units manage to rally. IF they rally : |
then they remain where they are for the tuon but may J
immediately adopt 2 new fighting formation facing i
moerarda the cncmy. If the Becing troops il dtheic Rally = .
test and continue to flee then they are moved next along
with other compulsory movement. e

COMFPULSORY MOVES -

After the player has attempred to rally any units that are T
flecing, it is time o make any compulsory moves that ’!:
the rules require. i, i

Generally speaking, a player can move his unlts how he
wishes within the confines of the rules governing
movemert, However, sometimes ooops go out of
control for some reason, either becaose they are
overcome by sheer terror, becanse they are compelled
by magic, or because they are disorbentared or confused, Wi
The player has no contral over the movement of these !
troops and #0 these are referred to a5 compulsory

IOVES.

The most comman kind of compulsory move is Tesing. K
Fleeing troops always flee away from their enemy or -
towards their own base tible edge, and they always

move a randomly determined distance.

All compalsory movement is done now before other
movement takes place. This gives roops moving in this
fashion the opportunlty to get In the way, block lines of g
advance mnd do all sorts of other annoying things. % 8

Trodls are very s2upid creafres that sorSmes: rehse 1o follow orders, v
and nstead amble about Endomiy or sland shupaliad. .
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. MOVEMENT
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MOVE CHARGERS

Onee any compulsory moves are complete, it is tme for
thi player 1o move any units that have declared a charge.

Chargers are moved towands their target in accordance
with the movement rules in the next section. When
troops charge they move twice as fast as normal,
represening 2 run or gallop, and this double speed
miove is called a charge mowe. For example, troops with
2 normal move of 4" per turn have a charge move of 8,

Sometimes you may find pourself able to charge an
enemy unit in the flank of feas. This is particularty good
a8 in anack from an uwnexpected direction will
sometimes throw the enemy into a panic and might give
you an advantage in combar too. A charging umit's
position at the start of the movement phase determines
whether it charges into the Aank, the rear or the frone of
the enemy unit.

If the charging unit is in the wrger's frontal zone when
the charge s declared it charges into the front. As units
generally begin the game facing each other this is the
maost common situation. If the charging unit comes from
the flank zone Lt charges inta the side; i in te rear zomne
it charges into the rear. See the diagrams below,

A unit (n tromt of Hs enerny will charge tha from, & unit i the side wil
chergs e flank, and a urt bshnd will charge i e real, B8 shown o
it BRI e

A units front, Nars and ear zones sxbend ut bom @S COMBsE
forming 4 quadrants of B0” &s shown abova.

Ofien the poshon af & changing wuret sraddies bwo areas, i which
casa you must judpe which ansa the unit is mosy in. IF Be sluation
|5 0 i you cant defonmine where a unit should charge ten rell &
et bo decda

REMAINING MOVES

Once compulsory moves and charges have been
resclved it is dme o move the rest of your troops.
Gererally speaking, you do not have 0 move troops at
all if you do not wish o, or you can meve them as shon
or great 2 distance as you like up to their permitted
maximum move distance,
The rules poverning
morement, the
encamberning effects of

weighty armour,

movement, and manceuvring undts on the battlefield
are covered in the following section. These rules apply
to all movement except where noted otherwise, and so
cover charges and compulsory movement as well as
ordinary moves.




MOVING TROOPS

his section contains all the common
rules for moving armies on the mbletop.
The same rules govern almost all
movement, including the movement of
chargers and most compulsory moves
Any exceptions that apply w0 chargers
asd flesing troops are discussed separately. Also, a few
ceatures move in a special way, Oying monsters for
prample. These are exceptions o the useal rubes which,
for the sake of convenlence, are discussed elsewhere.

Moving the armies Is an important and often decisive
part of the Warhammer game. When opposing
commanders are well marched, movement can be as
challenging and satsfying as a game of chess. However,
wnlike a chese board the ablerop s ot divided inco
ezact squares, and instead movement is determined
uslng a measuring wpe of raler

The nature of the game, the varied terrain it Is fough
aver, and the stability of the models themselves, means
that it is impossible to be absolutely accurate abour the
mewement of troops — the odd fraction of an inch will
irevitably disappear as lines are neatened and models
ciged together. On the whole this peed not causc
eoncern during play a5 it is beter o keep the
game flowing rather than worrying
shout unavoddable imprecision. It is
recommended that where a move
Is especially important or an exact
measurement 8 crieal, then i is
good practice o agree what you
are doing with your opponent
before moving troops.

MOVEMENT RATE

Normal movement rate is delined as the Movement (M)
characteristic value of a model minus any reduction
Iimposed for the effect of encumbering armour,

During their move phase unlts can move up o their
movement rate in inches. For example, Men have a
Movement characteristic of 4 and so may move up to 4%
Ebves, naturally faster and nimbler of foot, move wp o
5. You do not have to move the full distance allowed or
even at all if you prefer, but you cannot move further
than your normal move rate unlbess charging, marching,
pursuing or feeing (all of these types of move are
discussed later).

Troops wearing a great deal of ammour move more
slowly because the weight of their gear impedes
maovement. The table below indicates the reduction in
move incurred through wearing armour.

Reduction

Armour Waorn In Mevement Rate

Shisld, Light Armour or
Heavy Ammaur akane, or

Shisld and Light Armour Nona
Shield and Heavy Anmour 1"
Cavalry mount with

Barding armour 1"

For example, a Man with no armor con Mose
4" with a shield and wearing beavy armour be
suffers a peralty of -1" and so can move 3",

A man riding a horse can normally move 87, If carrying 8
kenight with heavy armour and shield, and if the horse
is wearing barding, then the knight moves 8°, -1"
for the rider's armour and shield, and -1" fior the
horse's barding, which equals a move of 6° A
haorse withoot barding carrying a warrior wearing
heavy armour and shickd would move 7.

Tl Wight (Gabiin Faratics rush ouf of the Might Gobiin  lowsnio e Empie wizand in $ha fFoos.




MANOEUVRE

Troops move and fight in a tght formatlon of one or
more ranks. Such a formation is often referred to by an
appropriate title such as a regiment ar, in the case of
cavalry, a squadron, or it can simply be called by the
coverall term ‘unit'.

While & unit moves it must maintain is formation, which
means that models are not free 1o wander off on their
o, The formation can move straight forward as 2 body
perfectly easily, but if it wishes to chanpe direction then
it must make 3 manoeuvre,

There are three specific manoeuvres that enable a unit
to turn about or rearmange its ranks: wheel, torn and
change formation. In addition, there is a fourth special
manoeuvre called reforming,

WHEEL

To wheel, the leading edge of the formation moves
foreard, pivoting round one of the front corners, The
unit swings roumd rather like the spoke of 2 wheel and
completes the manoewvre ficing a different direction,

When it wheels the entire unit counts as having moved
a5 far a5 the outside model. Once the wheel is complete
Fou may use any movement the unit has lefi. For
cmample, you might wheel 2" to the lefi 2nd move 2°
straight farward, for a total move of 47,

A unit can wheel several times during its

move as long as it has enough movement

and is not charging. A unit which s

durg{ngma.vurd}rwhczlma.lip ltself v
the enemy as described later,

TURN
mmnnunkallthcmoddlmmﬂnlnpm,htﬂﬂ
turned round through 907 or 1807 to Face deeir side ¢
rear. To make A furn 2 unit must surrender & quarker o
its mone - & unit with & move of 4 must give up 1%t
e for example,

When a unit turns to face is side or rear, the uni
leader is sutomatically rearringed into the front ran
together with the standard bearer, musician and an
characters incloded in the unit. If there is insufficler
fpace In the ranks, models oy be rearranged into th
rear ranks a3 the player wishes,

CHANGE FORMATION

A unit of roops can also change its formarion by addin
or reducing the number of ranks in which it is deployec
For example, 3 wnit of two ranks may increase irs depd
o three ranks by moving models from the frone ran
ranks 1 form a new thied line

A unit must surrender half af its move o either add o
deduct one rank. A unit may add or deduct two ranks |
it cfoes not move at all,

wtenredepinjﬂmmlhhﬂﬂnmneritklmpmm
to remember thar a unit always has the same number o
models in each rank, except for the rear rank which mar
have the same or fewer models. A rear rank is still 2 ranl
whether it is full or whether it rontains only one model
although only ranks of 4 or nore models are of am
value in hand-to-hand combat a5 deseribed later.

REFORM
A unit of troops can change the direction in which it &
facing and rearrange its formagon all at once by mean:
of 2 mangeuvre called reforming. The leader ssues the
order to adopt & new formation, and the roops  mil
about until they assume their new positions,

A unit of troops can reform during its movement phasc
s0 long as it is not in handto-hand comba: and &
otherwise free 1o move as it wishes. The player declare:
the wnit is reforming and i regroups inta 3 new
formation, Arrange the unit ino 2 new formation of as
AN ranks a8 you please facing whichever direction you
wish.

A unit which reforms cannot move that mm, because i
takes the cntire movement phase w reform. Reforming
troops cannot shoot with misile weapons that wurn,
because they are wo busy assuming thelr new
formation,




To whesl, one edge of
the formation is moved
forward while lsaving
the opposite edgae
stationary to act as a
pivat. The unit swings
round rather like the
spoka of 8 whesl and
completes the
manasauvre fading a
ditfarant direction,
Here we 88 a8 unit
making three whoels
to meve round a
wood.

TURNS TOH TS FLANK

\CE OPPOSITE DIFECTION

Ta turm & unit ail the models remain in place, but are tumed round through 80° or 180° 1o face their side or rear. To
make & trn a unit must surrender a quarter of its move — a unit with a move of 4' must give up 1° 1o um for exampla,

=

ﬁmmmsuwmmﬂhmmwmrmwdmu:mmk.ﬁunﬂmaymamfmnﬂdudaducihw
T8NEE if it does not move at all,
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TERRAIN

Troops only move their full movement Tale Over
uncbstructed pround. They will siow down i impeded
by broken growmd suls ws bushcs or woods. Terrain is

divided into four types to simulate this: open, difficnlr,
very difficnlt and inypassable.

OPEN TERRAIN is clear ground that doesn’t impece
movement at all. The battlefield is basically all open
terrain unless otherwise indicated. This will normally
inchade hills 50 long 25 they are not woo steep, as well as
features such as roads, paths, gateways and other firm
DMFFICULT TEREAIN includes the following:

Prush, scrub and other dinging vegetation.

Debris, wreckage, loose rocks and boulders,

Fords, streams and shallow water,

Masshes, bogs and thick mud.

Freshly plovghed, flooded and muaddy fields,

Sand dunes and areas of deep sand
Seairs, steps and ladders,

Steep or treacherous slopes. This can include
particular hills if both players agree before the game,
but otherwise hills are considered 1o be ‘open’
terrain,
Woods, orchards, growing crops and other dense
folizge.
Troops cross difficult ground at 142 speed. 5o if your
umnit has a move of 4" it can only move 2% through a
wood.

If troops move over open ground and difficult weerain
during the same turn, then their movement over the
open ground is ar full speed and that owver difficulc
ground is reduced to 12 speed exacty a8 normal. For
example, a Man moves 2 across open ground and then
enters 32 wood. He now has 2" of his move lefi. This is
covered at half speed for the difficult ierrain so he oaly
move a further 17 chrough the wood.




yvERY DIFFICULT TERRAIN includes arcas that are
gven more arduous o move through such as the
following:
Incredibly thick woods packed with briars and
tharns,
Almost sheer slopes that need w be dimbed on
hands and knees,

Fasz Howing bue still fordable rivers.

Very difficult terrain reduces movement 0 14 speed.
Fractions are rounded up to the nearese 1,2" to prevent
unnecessary complication.

Thick woods, shaer slopes and Tael Nowing rdvars al count a8 vary
ditficutt terrain,

IMPASSABLE TEKHAIN 18 tereain so difficult o move
through that it cannot be crossed during the course of 2
battle. It includes terraln feamures such as rivers, lakes,
mpenetrable swamps and sheer cliffs. Troops must go
round imprassable terrmin

Players may decide before battle i joined whether
certain terrin features will be difficult, very difficult or
impassshie during the course of the bartle

impansahls tmain includes S fcas, dedp fvars and swampe.

s of slones and hedpas al count as obsiacies.

i

OBSTACLES

Obstacles are things like hedges, fences, walls and
renches that troops must clamber ower fo cross
Although obstacles may be similar in $0me respects o
difficult ground, in thar a hedge and a wood might both
conbln trees, there is an important difference. Obstacles
are baslcally near barriers, such as & wall, which troops
must cross over before they can proceed. Difficult
terrain describes an area of ground such as a bog or
marsh that slows down overall speed.

It takes a model half of its movement phase to cross an
obstacle. S50 f a model has a move of 47 it must
surrender 2° to cross a bedge or a wall. If 2 model has
insufficlent move lef to cross an obstacle it has reached,
then it musg halt in front of ic The model does not count
28 half way across If i has 17 of its 4" move remaining, for
example. Where an entire unit of rroaps is attempting to
cross an obstacle the penalty continues to apply 1o the
whole unit so long a5 any of the models are crossing.

It is not uncommaon for the front of a unit 1o end up on
one side of a linear obstacle and the back 1 be on the
other side. This is fine. Place the part of the unit which
has crossed on the far side of the obstacle and leave the
part that has yet to cross on the other side. As long as the
ranks cn baoth sides are in contact with the obstacle this
& perfectly accepable. Once troops have moved over
the ohaticle the unit's ranks are returned m base
contact, Remember that the unit suffers 2 half move
penalty uncl all its troops have crossed the abstacle.,

If a wall, hedpe or fence has a gate ino i then it is
assumed to be open unless otherwise agreed, and
roops may move through the gate without penalty,

If & umit's formation is divided by an obstacle then it may
not manoeuvre by turning or wheeling, and it may not
change its formation. The unit must cross the obstacle
before it can do any of these things.

Bear in mind thar a wnir of troops can sulfer the reduced
speed for moving over difficult termin and the half move
penalty for crossing an obstacle. If troops are mowving at
half speed of 2 across difficult terrain, across a freshly
ploughed feld for example, then they must sl
surrender a half cheir move phase w cross a hedge or
fence, a -1" penalry in this case.

—
Sl it =1




CHARGING

Chargers are moved after compulsory movement and
before you move the rest of your army. Make sure you
complete all charges before moving othor roops.
Chargers move at double their normal movernent rare,
but must make the usual deductions for crossing terrain
and obstacles. For example, mounted knights have a
normal move of 6" and so can charge up o 12°. If they
are moving over difficulr terrain such as a suddy field
they move at half speed, reducing their charge distance
w67

Before you move a charging unit check thar the enemy
has declared his response and thar troops decting oo
flee have been moved and troops electing to stand and
shoot have done so. Measure the distance betaeen the

chargers and their target.

A FAILED CHARGE

If the enemy has fed, or if you have estimated your
charge incorrectly, your troops might not be able o
micve far enough to reach their intended tanget. IF this is
the: case the charge has filed.

I a charge falls the unit 5 moved at i nommal
movement rate rather than its double speed charge. The
unit & moved directly towards the intended wrget 29 if
it were charging but halts once it has covered its normal
move distance. This represents a situation where troops
have begun to charge before reallsing it is impossible to
reach their coemy; consequently their movement peters
out and they lose impenss and enthusizsm.

A unit that fails irs charge cannor shoot with missile
weapons that unn.

In this sitation tha Knights hewe declared a charge agairst the
ragemant of Saurus. The Knights' normal move Is 6, so they car
chargs up b 12°, The player moasunss o distance and finds th
Saurug am 13* away — disaster Tho chargs has Taiked

Becauss he chorge hos falled the unil must move fowards th
Saurus as it £ ware changing, but hafls once i has covered s nomma
move desfanca af &
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MANOEUVRING
DURING A CHARGE

A charging unit cannot turn of change formation. This is
because the troops are running or galloping onge the
charge has begun, and are unable to execute delicate
mmmulfth:rwm:blemhmﬂmurd:mof
their leaders above the shouting and din,

when a unit charges an enemy the player must
encleavour to being as many models into combat as
possible. This can sometimes be achicved by micrving the
chargers straight forward, but often it will be necessary
o wheel slightly to Bce the enemy:

& unit can wheel once at the st of the change in order
to bring a8 many models to face the enemy as it can. If
the chargers would not hit thelr mrget were they o
move straight forward, then they must wheel to face
their enemy, and must endeavour to bring a8 many
models as possible Inte combat.

If chargers need to wheel wowards their tunget, execute
the wheel i already described measuring the distance
wheeled as you normally would, This distance counts as
part of the ol distance charged. For example, if & unit
can charge 12" it might wheel 4" to bring models to face
the enemy and then move up to 8 towards them.

Onee a unit has completed any required wheel it is
moved steaight forward owards the enemy and stops ad
s0on as the two units touch.

ALIGNING THE COMBATANTS

Ooe the charging unir is in contact it is automatically
aligned against its enemy as shown in the diagram below
10 form 2 bande line, This extra alignment move is free,
If it is impractical to align a unit properdy because of
interposing terrain, other models, or wharever, then it is
acceptable to re-align the charged unit as well (or

—

A urit of Krights charges & regimant of Saurus. The Knighta chasge
forwerd wrdl the odge of Weir formation fouches the Saurus
formation, Tha are automaticaly aligned alang the aneem’s
fromi to form & batia ine. Note St this exdira aligrmant move is fee,
A migint result in Thie most distant Krights mesing furthar shan their
Chargs move.

instzad) so that the battlelines remain neat, A confusing
situation may arise when interposing errain or models
make it impossible to allgn the whobe usit, fos example,
Rather than clutter the rules with endless clarifications
we have Included further examples in the back of the
rulebook.

MOVING ENGAGED TINITS

Onee opposing units are engaged in hand-to-hand
combat they may not move away untll one side or the
other breaks or bs destroyed. Uniw alrcady engaged in
hand-to-hand combat at the start of their men cannot
move but must continwe w fght in the hand-to-hand
combat phase.

CHARGE REACTIONS -

If your opponents stand and shoot it is possible tha:
they may cause sufficient casualties tw force 2 Panic test
as you charge in. Pinic tests and other special
paychological tests are explained later in the Psychology
section, This might result in your charge being brought
o a halt before contact is made with the enemy. This is
why it i imporant to work out fire from cnemies wheo
stand and shoot before moving chargers. If the chargers
are out of missile range at the beginning of their charge,
then work cut misslle casualties at the mavimum range
of the weapon.

If your opponents Aee as you charge then they will move
directly away from you either 206" or 306" depending
on whether their movement rate s up © 6" or more
than &' as explained later. It may be that feeing troops
mave too far for the chargers to catch them, in which
case the chargess move a normal move exactly as for any
ather failed charge.

If fleetng troops do not move fir enough away to avoid
their atmckers then they are in deep troublel IF the
charpers have sufficient movement to catch them then
the entire fesing unit is destroyed. The chargers only
need to catch one model to destroy the whole unit as it
flees. The Aezing troops are fn into the ground by theic
epemy or scatered beyond any hope of recovery. See
the rules for fleeing troops in the Close Combat section
for more details.
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REDIRECTING A CHARGE

If your opponent fiees it can happen that another enemy
unit is presented within your charge range. For
example, where two enemy units are placed one behind
another, if the front unit fees the chargers will be faced
by the second. If this fresh cnemy unit is within the
chargers’ charge move then the charger Is allowed to
redirect the charge. The player must declare thar his uniz
is charging against the new target, and the target muost
make a response as normal However, the revealed
cnemy unit may not stand and shoor because its
Frontage 1a covered by lis own side’s troops as they Ree
past or through their formation. Therefore it is only
possibly for the enemy unit o either flee or hold,

The tasget unit fioes away from e chargs revsaling ancther unit
beksnd The charpers can retiract ha change onla the 2nd unit i
the playor wishas

ODDBALL STUFF

A charge can sometimes trigper extra movement from
the enemy. For example, Goblin Fanatics will leap out of
their units as soon as enemy approach within 8%, This
happens out of the normal sequence- the charge is
halted as soon as the chargers move within & and the
Goblin Fanatics are moved and any damage they cause is
worked out straight away. It is up o the player w say
that e has out of sequence MOvements or actions o
perform at the appropriate moment.

FLANK AND REAR CHARGES
Belng charged from s direcion you cannot see and
thought was gafe is a frightening thing for even the
bravest of troops, With his field of vision narrowed by
his position in the ranks, the average soldier has oaly 2
limited knowledge of what is happening on the
battlefeld. If the enemy has somehow got round behind
him he might reasonably assume the battle is bost. Doubt
will be sown In his mind and he may become
discriented and conlfused. His ighting efficency may be
impaired, If be is fighting hand-to-hand combat e might

even panic and fee, thinking the enemy is upon his
unguarded back.

AR

Troops who are charged in the Sank or rear whilst they
are alresdy fighting other encmy must cake 2 Panic test
to see whether their nerve holds as described later. This
test is taken as soon &5 it is established that chargers are
in range, but before moving any wroops. The mles for
Panic tests and other psychological tests are explained in
full in the section on Psychology.

COMBAT BONUSES

If a unit is charged in the flank or rear by 2 unit of 5 or
more encmy models then it boses any rank bonuses that
it would otherwise have in hand-to-hand combat. Umnits
ranked up in depth normally fight better because the
rroops in the rear ranks are able o physically support
those in the front, lending their weighe to the formarion,
but a unit which is charged in the Aank or rear will lose
this advantage. See the Close Combar section for details
of combiat results and how rank bonuses work.

If 3 unit is attacking an enemy in the fank or rear it gains
the advantape of fighting 3 formadon unprepared to
fight in that direction. Consequently, the atackers
regeive extra combag bonueses as described in the Close
Combat section.

URNING MODELS
When a unit is attacked in the sides or rear, any models
uching the enemy may be wrned round so that they
are seen to be fighting They can fight whether they are
merned or not — but they look a bit more
hopeful facing the enemy!
Cviousty these indivicual models
cin be mmed back again should
the attackers be driven off or
destroyed.




MARCHING

Marching at the double allows roops that are away from
the main fighting zores to move more rapidly This
represents the swift movement of reserves by means of
a rapld march, and helps to ensure that units don't get
sranded away from the fighting

Marching troops move at twice their normal movement
rate with weapons sheathed or shouldered. They are
figerally ‘going at the double’. A unit on the march is not
prepared for combat se marching is not suitable for use
close o the enemy. In reality no troops would approach
the encmy with weapons unceady.

Troops can masch if there are no enemy models within
2" at the start of the wen. If there ase enemy models
within 8" at the stan of the tam the unit s busy
preparing to fight and so cannot march, Note that the
marching unit can move closer than B” 1o an enemy as it
TLOFES.

A unit on the march cannot change formation or turn as
this would disrupt 5 movement. It can wheel as
normal, as you might imagine a column of roops would
do in order to follow a route or path, for example,

A marching unit canno: move through difficuls or other
phstructive terraln or ross obstacles. It must stop IF it
comes to these feanres

A unit on the march cannot shoot missile weapons
durlng the shooting phase. It is unprepared for combat
and any weapons carried are not ready to be used.

INEIYIDUAL MODELS

Models which move individually, such as heroes and
characters who are on thelr own or large monsters with
tiders, can march move in the same way as unis of
roops.

In the case of individual models their
speed bonus is not due to them
‘marching' in formaton, bur takes
accpunt of thelr freedom to move,
breaking into 3 man, avoeding scattered
vegetation and bummocks in the
Eround, and so forth,

FAST CAVALRY

Mounted models with 3 saving throw
of no beres than 5+ and a ooomal
marve rate of at least 6 are classed as
fast cavalry. These nimble, lightly
armoured cavalry can manoeuvre
much more easily than show,
ponderous foot oops encumbered
by weapons and armour,

During their move fst cavalry are
allowed 1o turn without incurring any
penalties on their move distance.

Fast cavalry are permitted to change
their formation once during thelr
mivement by any aumber of ranks
and with no penalty to their move.

The manoewvrabilicy of st cavalry is 50 great that they
can even ke advantage of their ability to turn andsor
change formation whilst marching — unlike other mroops
who are unable to macch amd turn or change formation
at the same Lime,

SNAKING

A unit deployed in a long column with models lined up
one behind the other can move very easily The lead
mixdel is not restricted by troops either side and so can
choose a snaking path which twists about. This is called
snaking. Trailing models are placed so that they fiollow
Tl'ltpﬁ.lhdﬂ\cltadrnmlul. T"li.s:.ap-eciﬂtg'pcuf
miovement unique to long lines of roops. It Isn't a very
practical formation for Aghting, but it 4s very handy for
r.'hr-u:-J.dLng FOUT way thrnluﬁh Huildins,s and hetwepn
abstacies,

I APART

Players will sometimes find the movement of troops
results in the mbletop becoming quite crowded,
especially where several different units are engaged in
hand-to-hand fighting. It Is obviously imporan o
estahlish which units are actually Gghting, and which are
close by but not engaped — perhaps merely passing by,
for example.

For this reason It Is an accepted conventlon thar
opposing troops are kept at least 1" apant when they are
not Gghting. Models which would otherwise approach
to within 1" of an enemy without cngaging them are
simply halted 1" away Remember that units may only
engage in hand-to-hand fighting by means of a charge,
except in exceptional circomstances, as noted larer.

Gabin Wal ridais ‘snakdng’ mund a iging.
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= with bows, crosshows, o other missile -
weapons may shoot at any enemy targets Ehort Bow 16
they can see. You may also shoot with Bow 24"
. ® any war machines such as stone Long Bow o
throwers, balt throwers and cannons, although the rules
for these are covered in @ separare section of the Crossbow a0°
tulchook. Repeating Crosstiow 24
Theﬂ:lunnpmﬂcuhrﬂrderinwhlchalmaﬁngmuﬁtbe Rling 1g~
resobved. Nominate one of your unirts you smant o shoot Sl a
with and select the enemy target you wish to shoot at.
For example, in the situation below you might choose o Thrown axe, spear 4
shoot your Bretonnian bowmen ar the Goblin walf Thrown knite, dart &
riders or at 4 unit of Goblin spearmen. Once you have .
declared your target measure the ranpe and resolve Handguns 24
shooting using the rules described. Continue until you Pistol B8
have shot with everything able w do so inchoding any
war machines youo have.

These ranges are the maximum distances that
weapons can fire. Missiles lose power and accuracy lor
befare they reach maximum rarge so ranges are divide
into short and long. Short moge is up o half ot
maximum range of a wespon. Long range is berwes
half and mawimum distance. As we shall see later, ther
ire modifiers that rwake it more difficult for 2 weapon 1
hit at long range.

For example: Short vange for a short bow s up to
E‘.Armgnrdtmmﬁ'mmhmgdrw
FHgE.

WHO CAN SHOOT

The direction o model faces in s assumed to be th
setual direction Ficed by the creature It represent
Common sense dictates that g model canngt shoot ;
something it cannot see. To represent this, o target mu;
lig within a 90° arc projected from the front of th
shooter. Where models are on square bases this can b
Tha unit of Bratorrmn anchers can shoot af the Gobiin Wal riders ar ilﬂgmndtﬂﬂ?h?ptﬂj&ﬂﬂgﬂlheﬂlm;hﬂuw

e Goblin apsamen.

RANGE

All misslle weapons have a2 maximum range which
indicates the greatest distance they can shoot, If your
declared target lies beyond this maximum range then
your shots automatically miss. This is why you must pick
your target before measuring the range.

For example: The Lizardrman player (s ustng short
bows, which bave a range of 16", He declares be is
opening fire an the nearest Bretonmian unit. When
B measures the distance be finds the Bretonnians
are 17" away. His bail of arrows fallt short of the
Jeering vuen.

It often happens that some models in 3 Fring und will be
IﬂraﬂgtaMuﬂm“UbeDma\fmrgc.ldesls'thc
mﬂmnun{yﬂ:mmmmmpmnahmtmdﬂm
remainder automatically miss.
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4 shooter’s line of sight, and therefore his shot, is
blocked if there i anything berween him and his
intended mrget. Inerposing models or scenery will
therefore block tine of sight. Because of this, except as
noted later, only models in the front rank of a unit are
hle to shoot as those behind will not be able to see past
thedr friends.

tmagine ¢ real battlefleld with its contours, morning
mists and hare of duse Picture the woods and hedges
that ahscure vision, the sudden fall of ground that hides
your enemy, and distances that blur friend with foe,
Tomeering over our minizmre bardefield we are unaware
of all this, but the troops represented by our models
would mot be 50 locky: Just as their real life counterparts
cannot see through hills or hedges we must assume thar
our models cannot see behind comresponding scenic
festurcs.

As it 15 impossible for us to Say exactly what everyone’s
model scenery looks like, it is not practical o be
definitive about which kinds of building or terrain block
line of sight. You must be prepared to use your own
judgement within the following guidelines.

Perhaps the easiest way of checking whether a model
cum see another is 1 get down over the table and ke a
maodel’s eye vew, but remember you must be reasonable
about this as in reality it would be much more difficult
o sex enemy troops than over & perfectly flar, mist free
gaming table.

Hills, large boulders and buildings obhscure
sight over level ground. An inperposing hill or house will
block your line of sight and prevent models shooting
threugh it

Hedges and walls block line of sight over level
ground. However, a model placed directly behind and
touching an obstacle is assumed to have taken up a
position where it can see and shoot over the obstacle,
with head and shoulders cleardy visible, Such a model
can shoot but it can also be scen and shot at.

Woods biock line of sight if the shooter and the
target lie on elther side of the wood. It is only possible
i see through 2° of woodland, so if a model inside a
wood is within 2" of the edge be can sec out and shoot
and he can also be seen and shot at. Further dan 2"
tngide the wood a model can neither be seen by models
outside mor can he see them. If both rarget and shooter
are inside the wood then missile ange is reduced to the
farthest you can see — which is 2°.

Troops, fendly or unfriendly, block line of sight
beyond them. It is not possible to shoot directdy through
one model to hit another.

ELEVATED POSITIONS

Troops occupying elevated positions such as hills and
the tops of buildings, can see over the heads of models,
over the tops of lower hills, and over lower buildings,
trees, and obstacles. This enables them to shoot over the
heads of models below them.

Not anly ¢an such troops see and shoot, but they can
also be seen and shot at because they are smanding high
up, cxposing themselves o view

One of the most useful aspects of this rule is apparent
when you have 2 unit deployed on a hillside: models in
a rear rank higher up the slope can see over the heads
of ranks in front of them and so can shoot This can
enzhle many more models to shoot than is possible over
lewel ground where only the front rank is able m bring

its weapons o bear,

COVER
Troops take advantage of cover to hide from enemy
missile fire. This makes them harder to hic because they
can duck back out of the way leaving arrows Lo splinter
against 3 wall or tree. There are two sons of cover: hard
cover and soft cover.

HARD COVER

Hard cover offers real physical protection as well =8
partially concealing the mrget from view The corner of
# building, a large rock, walls and wooden pallisades arg
all types of hard cover. Troops positioned at windows
and doors also count as belng behind hard cover. A
mode] positioned at the comer of a building so that he
is peeking round is protected by hard cover. Models in
rrenches or pits are also consldered to benefit from hard
COPFET,

SOFT COWER
Soft cowver partially shields a target Fom view but
provides littde physical protection against incoming
missiles. You can hide behind a hedge but a crossbow
balt or an arrow will go straight through it. Hedges and
woodland provide soft cover.

Troops within woods
auomatically count as
being in soft cover,
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A unil of Hobgoliling chapses 8 unil of Wood Ehas

SHOOTING AND
HAND-TO-HAND COMBAT

Units engaged in hand-to-hand fighting are far o busy
to use missile wrapons and therefore may not shoot,

Mayers might wish to shoot at targets that are engaged
in hand-to-hand combat This is possible but not
necessarily a good idea as your troops are likely to hit
the wrong tirget and kill a friend rather than an enermy,
Troops fighting hand-to-hand &re aking part in 2 vast
switling melee, and wnder the circumstances i is
virtually impossible for distant shooters 1o tell frend
from foe or ger a clear view of the target.

Troops are penmitted to shoot at wnits in hand-to-hand
combat but i they do so his must be divided equally
hetween both sides, Odd hits are allomed 1o either side
randomly such as by rolling 4 Dé: a seore of 1.3 = a hit
on your side, while 4-6 = a hit on your cnemy. On the
whole, it is not a good idea to shoot into hand-to-hand
combat.

TEMPIATES

As described later some large weapons utilise a templare
to derermine Bow many models are hit by a2 Glling
stone, a gout of dragon fire, and so on. Normally,
models under the template are considered targets and
willl be hit on an appropriste dice roll. See the section
on War Machines for detalls. A weapon which uses a
template can also be fired into hand-to-hand combat, in
which case the casualties ane worked out as folloas.

I a template is positioned in such a way that it touches
only models from one side, and none of the models i
touches are actually fighting (ie, in base contact with
their enemy) then all casualties are worked out exacthy
as normal. The shot has strack i such a way that all his
fall on that umit "

If a template is positioned in such a way that it woches
any models from either side that are fighting, or models
from both sides whether fighting or not, then work out
the number of hits a3 normal but distibure them equally
to both sides, The shot has fallen in the thick of the
fighting and both sides sufler the consequences.

STAND AND SHOOT

I & unit that has missile weapons is charged then it
can pespond by shooting at chargers coming from
more than half their charge move away. This is called
‘stand and shoot'. These shots are worked out once
all charges have been decared and before the
chargers are moved. Work out the shots at the
measured range and apply the -1 wo hit modifler for
shoating at a charging targer.

A unit which stands and shoots does so our of the
normal tumn sequence, in the other side’s movement
phase before chargers are meved, Note that chargers
who begin their move witaiin half thelr charge
distance of the enemy cannot be shor at in this way,
They are to0 close, and there is insufficient time for
the the unit to shoot at their enemy:

DIVIDING SHOTS

In most circumstances 3 unit of troops takes aim and
shoots at a single target, obeying the command of their
leader who Is assumed to direa the unit's fire, The
entire unit fires 0 3 single target, such as a undt of enemy
troops or a huge monster or chasot.

A unit may divide its fire between two or more enenyy
targets if it is impossible for all the models w shoot at a
aingle target. For example, it might be that no one target
is visible to all shooters either because it is obscured or
because it is so close to the enit that it lies outside the
are of vision of some of the shooers,

In the cuse of individual enemy models such as large
monsters, heroes, Goblin Fanascs and similar, @0 i
permitied to divide shots against these and against other
more distant targets, cven if all the unit could shoot
agalnst the single eneémy model This allows a unit to
spread its fire against 2 group of single models,

FRE |

In ful sltuation, fe antire unit of EF archars could fire atthe Dragan.
Howerver, baousa | 5 2 single model e player & alowsd 1o dhide
e fire betwean the Dragen &ad e mone dissant urlt of Gobiin
AN,




HITTING THE TARGET

The chance of a shooter scoring a hit on his target
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 2 Dé for
each model shooting, Count how many madels in your
unit are shooting, and roll that number of dice. It is
easiest to eoll all the dice at once, although you don’t
have 1o do $o. IF you have & lot of models shoating you
might need to roll several batches of dice. The following
rahle shows the minimem D6 score you will need oo hit.

Bz "1 & 9 4 & & 7 & 8 10

58 5§ 4 3 2 1 0 1 2 -4

IF yeu score at least the number required you have hit, if
you score less you have missed.

For example: You fire with 5 Goblin archers.
Gobling bave BS 3, 5o you need @ score of at least 4
ten Beit, Youz roll § dice and score 1, 2, 2, 4, and 6
which eguals 2 bits and 3 misses,

Of course, you cannct roll kess than 1 on a Db, so troops
with 2 BS of 6 or more will atways hit where no other
maodifiers apply However, ciroumstanoes can make b
harder to hit as described below, and this may increase
the dice score required $0 that even troops with very
high B&%alues can find it difficult to hit their target.

TO HIT MODIFIERS

Shooting isn't simply a matter of pointing your weapon
at the target and leting by Factors other than your
Ballistic 5kill affect the chance of hitting, such as range
and eover as already discussed. There are other factors
o, somne of which make it easier to hit, and others that

make it harder.

Factors that make it easier are added o your die roll.
Factors that make it hacder are subtracted from your

dice roll.

+1 SHOOTING AT A LARGE TARGET

A large targer is anything which in real life would
stargd pver approximarely 10 feet tall or which is
especially bulky. Ogres and Trolls are Large targets for
example, while Men, Tircs, Elves and the vast majority
of tioops are not. Cavalry models are not considered
to be large targets i they are didp horses, wrlves,
hoars or comparable beasts, Large monsters. chariots
and most wir machines are lrge trgets.

-1 SHOUTLNG WHILE MOVING

If the shooter moved during the movement phase
then his chance of hittng is redoced. Even a simple
turn or change of formation is enough to redoce his
poncentration and s0 counts as movement for this
o

-1 SHOOTING AT A CHARGING ENEMY.

I vou are charged and elect to stand and shoot at
vour ammcker then your chance of himting is redwced
While the enemy thunder towards you your zim will
b distracted and your shot hurried as yoo abandon
your weapon to taike op a sword.

-1 SHOOTING AT LONG RANGE

If your target Hes ar over half your maxinom range
you are less likely m it Sometimes you will find
some of the shooters are withm short range and some
are at long range. 1t this is the case you must roll two
barches of dice, one for each mnge band.

=1 SHOOTING AT A SINGLE
CHARACTER MODEL OR SKIRMISHERS

umuruwuaﬁ:gl:mummm
whether on foot or guvalry, then this penalry applies.
The penalty also applies when shooting at enemy in
a shirmish formation, or at any single man-sized
model on is own. See the section on Hemoes and
Wizards for a complete explanation of mles for
shooring ar character models, and see the section on

Skirmishers for rales regarding skirmishing roops.

=1 TARGET 15 BEHIND SOFT COVER
Ifyour target is behind soft cover then your chanee of
hiiting is neduced.

-2 TARGET IS BEHIND HARD COVER

If your farget is behind bard cover your chance of
hutting s drastically reduced.
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Al shooting to hit modifiers are cumulative. So, foe
example, if you are shooting ar long range at 2 target
behind soft cover your chance of hitting is reduced by
-2. This means that with a BS of 5 you would need to roll
w 4 to hit instead of the 2 normally requincd,

For example: 10 Goblin archers apen fire at a unit
of Eives. The Goblins bave a BS of 3 and their
targels are 107 away. Th make marters worse, the
Elves are sianding bebind a bedge - suft cover! The
bold Gobbo Lidz are armed with sbort bows wiich
means their targees are af long range (short range
being & or less for these weapons). Because thetr
B5 is 3 the Gobbos need a 4 to bit but since their
targets are in cover and ai long range this means
that they suffer a penalty of 2. 5o each archer
reeds to roll a 6 to bt as 62 = the 4 required, The
player volls 10 dice and manages to get two 65 —
fuwor bits!

Thw Wood Eives of Laren defend their frsst hame
FE sl battar aheds i e NgHT Goouns,

7+ TO HIT

If tos hit modifiers result In 2 required score of 7 or mone
then it is still possible to .ﬂ..r.lr: a hit thowgh very unlidoely:
As it ds ioprossible o roll & 7 on a D6 vou will need o
first roll a 6, and then fun:.u.h shot scoring 4 6 you will
need to roll 4 further seose as shown an the chart below,
50 for example in order to score an B you must roll a 6
followed by a 5 or more. If you require @ score of 10 or
greater then it Is impossible 1o i

SCORE

REQUIRED DICE ROLL MEEDED

& followed by & 4, 5 or &
8 Tolrwed by a 5 or &

€ fodiowed by a 6
Impossia|

lrem a mmpeging force of Oros and Gobling. Blamh armiae have missks froape, bul B Wead Clvas

-———___—._ﬂ_-_-—r—.—__.




WOUNDS

Mot all hits will wound their target — some might glance
off armour or clothing, while others might graze their
gEt causing no real harm. Some creafures are so
tough that arrows do not casily pierce their fesh, or they
are 50 resilient thar they are able to ignore missiles
sticking in their bodies.

Once you have hit yous fog, you must rall again to see if
you wound him. To do this you must compar: the
weapon’s Swength value with the @rget's Touginess
value. The Swength values of common missile weipons
are given on the next page; the target's Toughness 'T, s
incloded on his profile.
Bedl a D for each hit you have scored and consult the
table below. Find the weapon's Strengeh and look down
that row Then scan along o the
column  for your target's
Toughness. The  number
indicated is the minimum score
on a Db required to score a
wound.

TARGET'S TOUGHNESS
1 2 3 4 5 6 7 8 9 10
H q 5 6 6 N N N N N N
2 3 4 5 6 6 N N N N N
E 3 2 3 4 5 ] [+] \ | N N N
E <k 2 2 3 a4 5 [ B N N N
on B 2 2 2 3 4 5 6 B N N
=
g 6 2 2 2 2 3 4 5 B 6 N i
i
g 7 2 2 2 2 2 3 L 5 8 B :
B 2.2 e Rl e s
9 2 - T 2 2 2 3 4 5
10 2 2 2 2 2 2 2 2 3 4
To uwse the chart frst find your weapon's Swength If you have scored several hits on an enemy undit then
down the lefi hand side. Mow cross referemce this roll all the wound dice together @0 save time = 5o if you
against your target’s Toughness along the top. Where have 4 hits then 1oll 4 dice o wound. I is fastesi to
the pwo lines meet s a number, which is the minimum simply pick out the hic dice wiich have scored hits amd
| score required on 2 D6 w soore 2 wound. Roll a Da, if mll them again o see il they cawse wounds
[ You score equal o or more than the score required N. Whers the table shows an * N' his indicancs that the
h unded If less the: 5
o e voded o gt Mo S 152 051 e ity o ough o o b e
entangled itself in clothing, o1 merely nicked his Aesh 7 SR
causing no appreciable damage.




WEAPON STRENGTH

The following examples show the strength of various
misile weapons. They are included here as examples:
the section on Weapons describes all missile and hand-
to-hand fighting weapons n more detail,

WEAPON ETREMGTH

Shortbow 3
Bow )
Longbow 3
Repating Crossbow a
Sling 3
Crosabow i
Hand Gun 4

Continging our earlier example: The Goblin player,
baving scored 2 bitr against the Blees comsults the
table. His ledr” short bows are 53, The Efves are
Toughbress 3. He sees that be needs to roll 4 or
better to wound an Eif He rolls a 4 and a 2,

worrding one Eif

ARMOUR

Models that are wounded stll have a chance to avoid
daenage if they are wearing armour or carrying shiclds,
or if they are ciding a horss or similar creature. These
models kave an armour saving roll or armour save,

Roll a D for each wound your wroops have suffered. If

you roll greater than or equal to the armour save of the
muchel the wound has been absorbed or deflecied by its

Armoar.

Armour Warn Armour Armicur Save
Save it Cavalry
Moma MNane
| Shieid or light armowr B+ R+
Shiefd and light armour
or haawvy asmoir only S+ 4+
Shileict and heawy armaur £ A

Riders with shiald and
haasy armour, rding
armoured mounts. 2+

For example; A
irooper carrping a
shivld and wearing fght
arveoir bag an armour
save of 54, This means be
rust voll a § or & to be
saved by bis armowr. T continge our
exarmhie from above, the Goblin
archers bave scored T wonnd on the Bf

froops, Strce the Elves are wearing HNght armour
ared bewe a shiegld their arminur saving #row is 5+,
The Elf pleayer rolfs a 2. Not surprisingly be has
Satled, [f be bad scored @ 5 or 6 the arrow would
bave botiiced off and the EIf wonld bawe been
snbarmed

ARMOUR SAVE MODIFIERS

Some weapons are 5o powerful that they can punch
right through asmeur, so zrmour provides less
profection igaingt them. Swch weapons confer modifiers
thar are subtracted froem the foe's armour saving throw,
This is shown by the table below:

Reduces Armour
Save By

Strength OF Hit

dorless Nane
4
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Cavalry models automatically have an armour save of 6
even if the rider is wearlng no armour. This TEpresemns
the extra protection afforded by the horse or other
mount. Tf the rider is wearing armeur then his armour
save will be 1 bemer than it would be if he were oo foot,
For example, 3 Man wearing light armour and CArTying a
shiedd has an armour save of 5+ on foot and 44 when
mounted

Mote that this bonus only apglies to cavalry and not o
big monsters with riders. Hales for big monsters and
riders are discussed in the section on Monsrers,

Far example: A crossbow bas a Strength of 4. A
crogsbotman Bits a warrior in Hebt armour with
shield, Normally the warrior would need to roll 5
or & to meake bis save and avoid taking the wound
but becanese of the crossbow's enormous Heting
Powwer 1 is subtracted from Bis dice roll. This means
e st s rolll & o save.

MAXIMUM SAVE

Observant readers will have noticed that the best save
on the armour chart is 2+ on 2 DE. It is posible 10 et
a better save than this, for cxample magic armour can
improve the wearer's armour save, but it Is never
possible to ger a better basic armour save than 1+
before save modifiers are applied. If 3 model has 2 save
of 1+ its armour will automatically save against Strength
3 or weaker hits.
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REMOVING CASUALTIES

Most human-slzed troops can only
gustain 1 wound before they fall
casualty. Some models can ke
scveral wounds before they becoane
spenaltimg, har  rhese  are  the
excepdons rather than the nomm. The
pumber of wounds a model can
sustain before ic falls casualty is
indlcared by its Wounds value or "W
om its profile.

CASUALTIES

Where troops have only a single
wound casualties are removed as
follows. If & unit af troops is hic and
sulfers wounds which it does not save,
then for each wound suffered one
mexdel is removed as a "kill'. Although
it Is convenient o think of casualties
a5 slan, individual warriors are not
necessarily dead, they may be
emporarily  knocked out  or
incapecitaced, or simply too badly
wounded o carey on fghting, For our
purpmes the result is the same so we
treat 4l casualtes as if they were killed and remove
them rom the game.

The player who has suffered casualties removes ‘killed®
models from the unic Although casualties would really
fall amongst the chosest rank it is convendent to remove
models from the rear rank of the unit. This keeps the
formaion neat and represents rear rankers stepping
fosrerards to cover gaps in the line as they appear. If the
unit i deployed in a single rank then casualties are
remosed roughly equally from either end, reprosenting
the treops gathering about their olficers and standand.

MULTIPLE WOUND CASUALTIES

IF models have more than 1 wound then casualties arg
remored as follows. Imagine thar a unit of Minotaurs
suffers 5 wounds from armow fire. Minoraurs are big
mongiers and each model has 3 wounds, The arrows
would fall randomly among the unit, possibly wounding
severdl creamures, but for our purposes wie shall remove
whole models where possible. So, 5 wounds equals 1
mode] desd (3 wounds) with 2 wounds left over. The
wounds lefi over are not enough to remove another
mode!, so the player muse make a note thar 2 wounds
have been suffered by the unic. I the unic takes another
wound from some other attack, then another Minotaur
mode is removed. It ds obwiously important oo keep a
record of wounds taken by units such as this.

CAVALRY CASLALIIES

In the case of cavalry models all shots are worked out
Against the rider, If the rider 5 slain the mount Is
removed as well, This is a convendent and practical way
of representing cavalry, as it dispenses with the need for
mdivitual dismounted riders and loose mounts.

The Grand Thasganial i [ wer Siar of Sigmay charges info @ unit of Goting

Cirviously some riders are dead, horses bolt and run
away, and some mounts are killed throwing their rdes
to the ground. However, these things can be left to the
imagination while models are removed as a single plece.
Mote that this only applies w ordinary cavalry (mounts
which have 1 wound on their profile) and nog 1w large
monsters with riders. Large monsters have more than 1
wound on their profile and are covered by the rules for
Monsters.

PANIC TESTS

It is extremnely difficulr for troops o keep their nerve
wrhile people all round them are falling o arrow fire, To
simulare this any unit taking substantial casualtles may
be called upon tw ke a Panic test, A Panic gest is a
psychological test and it i described in the section on
Peychology along with other effects such as fear, terror
and soon,

FAST DICE ROLLING

¥ou will hawe gathered by now that it is necessary o roll
quite a few dice to resobve shooting — whole handfuls at
once in fact! This doesn't take a8 long a3 you might
imagine because all the dice are rolled together. The
miost practical way of going abowt chis is 1o take as many
dice as you have troops shooting and roll them all at
once. 5o, if you're shooting with 10 Archers roll 10 dice.
Then pick out any dice which score a hit and re-roll
them o wound. 5o, from 10 dice rolled 4 mighe typically
score hits, these are re-solled and may score 2 wounds,
for example. Dice which score wounds are picked out
and handed over to the opponent o tike his saving
throws, This same system applies when you work owt
hand-to-band combar damage too, as described in the
next section.
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CLOSE COMBAT

nce shooting has been resolved it is tme slde s destroyed or forced to flee. Regardless of which

b deal with the brutal cur and thrust of player's turn ir is all models that anc in contect with the
close combat, hand-to-hand fighting or cocmy must fight The close combat phase & therefore
melce, a8 it's sometimes called. Onee an exception to the normal nem sequence in that both

engaged in hand-to-hand fghting undrs sldes take pan in the fghting.
tannot move or shoot missile weapons,
they must stand toe-do-toe with their enemy untl one

Like the movement phase the close combar phase
follows 4 set order or sequence as oustlined kel

CLOSE COMBAT PHASE

Each unit involved in combat fghts as explained in the rules below Fight all the
combats before working out results

Work out which side has won each combat and by how much, The losing side will
bave: bost by 1, 2 or more *points’ 25 explained luer,

Ea.chunutha:kuuhlmmbatmuﬂwh:aﬁrcﬂcmuuphlmdmﬂle rules, Amy
units Eailing their Break test are termed ‘broken’ and a note is made or models are
tumed rownd o show this. Take all Break tests now

If friendly units have beoken then units nearby must take a Pandc test as described
in the Psychology section. Take any required Panic tests nom

Units which have been broken or which have faied their Paric test must fee away
from their enemy as described in the rules, Move ill newly fleeing roops now

Units whose enemies have broken and Aed that turn are allowed 1o pursue dem
and might possibly catch and destroy thern as described in the rules.

At the end of the dlose combat phase formations are tidied up ready for the next
phase

A Shaver imanon bree breslans e Fomasd o' Loren and te miardians. the Weod Erang,
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COMBATS

work out cach combat one at 4 time — resolve the
figghting for all the troops involved noone combse before
m-:wi-ﬂs oo v thee nenet. A cooenbat 18 often 2 fight hetoren
a single unit of troops from each side, but it is possible
that several units, monsters, and heroes may become
inwolved.

In this mample there are three separate combats: one
berween two units and an EIf griffon rider on the lef; a
huge fight betwesn two unite of Elves, two wunits of
Gobling and a Goblin charior in the centre; and a
combar berween two opposing units, an Ore Wyvern
rider and ah EIf bolt thrower on the right. 50 long as
fighting units are interconnected they are participating
in the same combat.
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WHO STRIKES FIRST

In the desperate hack and slay of close combar the
advantage goes 1o the best and fstest warriors, or those
who have gained the extra impetus of charging into
combat that marn. To represent this, combatants strike
bilorwes in a strict order.

Trosops who have charged thar turn auwtomatically strike
first. Otherwise, all blows are struck in strier onder of
Initiative (I). Combatants with 3 higher Initiative strile
first followed by those with a lower Initiative. This is
important because if a model is slain before it has a
chance wo strike it obviously cannot fight back. Striking
first 1s a big advantage, which is wihy it is beter wo charge
your enemy rather than alloe him to charge you.

If opposing troops have the same Initiative then the side
which won the combat In the previous turn may strike
first, or if this doesa't apply you can roll a D6, and the
player who scores highest goes first.

For example: A bunch of Ure boar riders charges
a group of Elf spearmen. The Flves bave an
Fridtiative of 6, while the Orcs only bave
Initiative 2, The Orcs strike firit becdice they
charged. Next turn the Elves will go first because
af their bigher Fritiative.

WHICH MODELS FIGHT

A model can fight if its base is touching the hase of an
enemy model. Even models arcacked in the side or rear
may fight, and if you wish they may be temporarily
turned in the ranks to indicate they are doing so.

If a model is touching more than one enemy it can
choose which to anack. If 2 model has more than 1
attack, it can divide its attacks as the player wishes so
long as he makes this clear before rolling o hit. For
cxample, if foed with an enemy hero and an ordinary
enemy trooper you might decide to attack the trooper
because he is easier to kill, or you counld take the outside
chance of slaying e hero,

In the case of cvalry mounts thar have their own
amacks, the rder’s anack and the mount's atack are
worked out sepamately, This means that some cavalry
have two los of atacks: dhe rider anacks and his mount
attacks as well. For example, warhomses and giant wolves
hawve thelr own atck

Tiwe amacking model may decide ahich anemy madel 1o atieck: tha
Hum or the trodpar




HITTING THE ENEMY

7o determine whether hits are scored roll 4 D6 for each
maxdel fighting. If you have more than 1 Attack (A) with
your tzoops then roll a D6 for each Amack For cxample,
i Elves have 1 Amack each so roil 10 dice, bur 10
Minotaurs have 2 Attacks cach so roll 20 dice.

The dice roll needed to score 3 hit on your enemy
depends upon the relative Weapon Skills (WS) of the
gtacker and his for, Compare the Weapon Skill of the
attacker with the Weapon Skill of his opponent and
consult the chart below to find the minimum D6 score
needed o hit.

1 you loak at the chart you will see thae if your warror's
Weapon 5kill is greater than that of his enemy you hit
him on 2 dice roll of 3+. Otherwise you hit on a 4+,
uniess the enemy's Weapon Skill is mode than double
yours in which case you require a 5+,

CAVALRY

When you are fighting spainst cavalry all blows are
struck aggainst the: rider using the rider’s W5 and never
apainst the mount. A mount fghts using its own WS i it
thas its own attack

DEFENDED OBSTACLE

Troops Uning up behind a wall, hedge or other obstacle
can adopt 2 posidon to defend it. The fromt rank is
moved right up againat the wall to show this. Enemy
who wish to amack the defenders can do so by charging
them as normal. Amacking models do not have 1o

TO HIT CHART

physically cross the obstacle, indeed they afe unable to
do so whilst it remains defended, and instead the front
rank is positioned on the opposite side of the obswacle
o the defenders.

Tf attacking an enemy behind a wall or a hedpe, inside a
building, or behind some other defended ohstacle you
will require 2 & on a Do o hit, It is very difficult indeed
3 hit enemy in these circumscances. This penalty
applies to a unit that ks attacking roops which hawe
already taken up position behind the defended obstacle.
The penaliy does not apply to both sides in the combat
even though the obsiacle les between them. The
defending side has the advantage of already taking up a
good position with it weapons sticleing oot oF over gaps
in the hedge or wall, whilst the other side must mount
an assault in the face of a wall of sword podnts or spear
Hps.

The awacking side continues to suffer the '6 o hit
penalty until it wins the combat. Onee the atackers have
won the combat they are assumed to have climbed over
or onto the wall, and further combats are fought as
normal.

FIGHTING WITH TW() WEAPONS

Some warriors carry two weapons, one in either hand,
and are able o raln down even more attacks on their
enemy. If a wartior carries two weapons in this way then
hie receives one extra Attack from his left hand. I doesn’t
marter if his Amack (A) value is 2 or more, a waCCior
receives only +1 Attack From his extra weapon,

OPPONENT’S WEAPON SKILL
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WOUNDS

Mot all successful hits are going to barm your enemy =
some may rebound from armour or bounce aff tough
hide, while others may canse only superficial damage
which doesn't prevent the creature fighting. Once you
hare hit your foe you must roll again to see whether
vour s inflict wounds.

This procedure is exactly the same as described for
shooting. Consult the tble below, cross referencing the
aracker’s Smrength (§) with the defender’s Toughness
(T). Both vahues appear on the profiles of the creamres
fighting. The chart indicates the minimum score on 2 D6
required to cause a wound.

N. Where the table shows an ‘N this indicates that the
target Is simply too ough for you to huart. N stands for
no effect = or no chanes!

WEAPONS MODIFIERS

Unlike hits from shooting, the Strength valoe (8) of the
attacker is used to determine wounds mther than the
strength of the weapon irsell However, some wreapons
eonfer a bonus on the sttacker's Strenpgth. For example,
Bretonnian Knights charping with lances receive a +2
bonus on their Strength, These bonuses are discussed
together with other spectal rules in the section on
Weapons.,

WOUND CHART

TARGET'S TOUGHNESS
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ARMOUR

Combatants that are wounded have a chance o avold
damage If they are wearlng armous of carrying shields,
This is exactly the same 23 described for shooting, and
the same rules apply.

For each wound suffered the player rolls a DG, I he rolls
W:uu“nm:qualmm:mmmuw of his roops
then that wound has been absorbed or deflected by the
wrrlor s Armour,

For example, an Elf wearing light armour bas
an armowr save of i 50 you will need to roll a &
fo save bim, [ be bad a shield as well be would
sawe on @ 5 or 6, and so on. You may find it
belpgul to reresd the section on armour arid the
descripiion in the Shooting sechion,

ARMOUR SAVE MODIFIERS

Some creanees are so powerfl that armour provides
less protection against them. They can beat their way
right through armour when they hit, either with a
weapon or with their cdaws and weeth.

The higher a creature's Srength the more easily it can
plerce armour, If weapons give & Strength bonus then
this increases the strength of a hit and makes it easker 1o
pierce armour, The chart below shows the reduction in
the enemy’s armour saving throw compared to the
amacker's Suength. This 5 exactdy the same as for
damage from shooting.

Strength of Hit Reduces Anmous
Save by

d or kass Mione

. 4 =1
5 -2
] -3
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8 -5
a =&
o -f

For example, if a warrior bas beavy armour
and a siield bis armowr save is 4+. If attacked
by a creature with Strength 4 bis save i reduced
o 54, if attacked by a creature with 55 bs save
is reduced to 6, and if attacked by a creature
twith 86 or more be bas wo armonr save at all.

MAXIMUM SAVE

As described in the Shooting section, it is possible fora
model 1o have a basic armour save of 1+ in some
circumstances, in which case the armour will
automatically save against Strength 3 hits or  weaker,
However, 3 model cannot ever have a basic armour save
of bemter than 1+ before modifiers are applied.




REMOVING CASUALTIES

Close combat casualtics
are removed in the same
way as shooting
casualties and vou may
wish to re-read that
section at this poine
Although casualties
would, in reality, fall
amongst  the  rank
fighting, it & most
convenient to assume
that rear rankers will step
forerard o fill any gaps.
In most circums:ances it
is therefore practical to
rEmove casualties
straight from the rear
ranks of & unit.

Models  whick  fall

casualiy ane nol removed

from the taletop

immediately, but are placed behind their unit. This is
important for two reasons. Fisly, when it comes o
working out who has won the combar vou need to know
hovw many casuslties have been caused, and this is much
casier if the models are left behind their units. Secondly,
models which are removed before they have a chance to
amack may not do so, and any rear ranker stepping
forward to replace them cannot attack that turm, This
means that the first side o strike has a significant
advantage, as any casualties inflicted will reduce the
number of enemy left to fight back.

EXCESS CASUALTIES

If ran sometimes happen that a unit ciuses more
casualties than there are enemy models in base contact,
When this kappens the excess casualtles are removed as
normal. This represents the atackers springing forward
and following up their exsault by striking over the fllen
bodies of their foes, Such is the feroclty of their amack
and the surprise caused by their success thar the excess
casualties are struck down where they stand and have
no chanes to attack back.




RESULTS

For each separate combat you must determine which
side has won. Do this this once al the units engaged in
the combat have fought.

Begin by adding up all the wounds caused by each side
iy the combat. It does not matter which particular units
suffered the wounds, just add them all up. Do not focget
ta add the wounds taken by big aeatures thar have not
been removed as casualties.

The side which has intlicted the most wounds wing the
combat. The other side has lose. If both have inflicted
the same number of wounds then the result Is a drawe

However, a side can claim extra bonus poings under
certain clroumstances - for example if it has a standard
bearer, if it is artacking the enemy in the Rank, or if it is
fighting from higher ground,

Each bonus point is added 1o the number of casualtes
you have inflicted. So for example, if both sides cauge 3

wolinds the result is a draw; but if one side has a battle
standard it adds +1 to its score, beating the enemy by 4
points o 3. These bonus points can make all the
difference berween winning and losing the combat, The
table below summarises the bonus poings.

Once both sides have eswblished their total poines,
including the number of casualiies cansed and bonus
poings, compare the values to discover which side has
waon the combat.

The higher the winner's score compared o the loser's
the bigger and more decisive the victory An 8 point
against 7 point Wictory is only a slight win for example,
because the difference in scores is only 1 poine An &
point against a 2 point vicoory s extremely decisive as
the difference in scores is a whopping 6. This difference
in soores is imporant because It is wsed when working
out whether a defexted enemy stands his ground or
s and fees.

BONUS POINTS TABLE

Boous Simnatiom

+1 Exira Rank

I your formaticn is at least 4 models wide then you
may ciaim a bonus of +1 for each rank behind the

fiest at the start of the combat, up o a maximum of
+3.The bonus can be claimed for an incompbete
rear rank so long as it contains ar least 4 models.

If ypou have several units fighting in a combat count
the bonws from your decpest unit. Do not add up
the bonieses from all the units hghting.

This bomus i Lose if the unit is charged in the flank
or rear by an enemy unit of 5 models or more

+1 Standard

If any of vour undts includes a standard bearer then
you may add @ +1 bomas.

Mote thar of you have several standards then you seill
only add +1, not +1 for each standard. Rules for
stanvdards are described later.

L Baitle Stzndanrd

I the army's baule standard bearer is lghting in the
combat, or s included in 2 unit of troops which is
itmolved in the combat, then vou may add a furher
+1.

Boous  Sltoadon

+1 High Groond

I you are fighting from higher position than your
enemy then you may edd a +1bonus. For example,
troups octupying the crest of a hill.

+1 Flank Anack

If you are fighting against an eremy unit’s Rank you
iy ddd a 41 bomus, so long as your entire wndi
numbsers at least 5 models.

If baath sides have troops attacking in the fiank then
the side with the most number of Banking unics gets
the bonus. The bonus is only applicd once,
regardless of how many fanking wnirs are involved
in the combat.

+2 Rear Artack

The same comments apply as for a flank attack bug
to units attacking in the rear. This bonos and the
bonus for a flank artack are cunvulative, so if you are
atscking in the skde and rear you wall receive g
bonus of +3.

+i Orverkill

If 2 challenger kills his opponent and scores more
wounds than the enemy has, then cach excess
wound soores +1 overkill bonus wwwards the
combar result.
This bonus only apphics in a
challenge as deseribed in
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CLOSE COMBAT

In the first example & Bretonnlan Knighis have charged
Imto 15 Saurus wamors arranged into theee ranks of 5.

Let wa Imagine the Knights inflict 4 weunds, striking down 4 of the
enemy Sauruses. In reply the remairing Saurnus wamor infiicts 1
wound and kills & singie Knight,

Ta decide who wina the combat each side adds up the number of
wounds it hes ceused. In this case the Knights scons 4 and the
Sauruses 1. However, the Sauruses have +2 frem ther edm
ranks, and so have a final score of 3.The Sauruses stll lose by 4
1o 3, but the difference is only 1.

In the second axample we've assumed that the EXAMPLE 2
remaining Seaurus warriors have stood thelr

ground, and have been joined by 8 unit of 32

Skinks fighting in a formation 8 wide and 4 desap,

The Skinks storm in from the flank, sirking the

side of the Knights' formaton as shown In the

diagram on the righl.

This time the Skinks etrike first as they hawe charged,
Inflicting 1 casualty on tha Knights, The Knighis strike next
as their Initiative is higher than Ehat of the Saurus warriors.
and thay kil 3 of their enemies. In reply the Sauruses Inflict
& further casuatty on the Knights.

To work out which side has won count up the wounds
caused by each side. The Saunsses and Skinks have
caused 2 agamst the Knights' score of 3 Howeves, the
Lizardmen raceive a rank bonus of +3 from the Skink unit
Mote that only one bonus is added fram ranks, and this is
ahweys that of the deepest unit parficipating. in addition the
Skinks are making & flank aleck and 50 eam an extra +1
The Lizendmen's fotal is therefors 2 (wounds) + 3 (ranks) +1
(flank} = & against the Knights' 3. The Lizardman win by &
dilerance of 3.

EXAMPLE 3 In the thind example there are several units
engaged n the combat The existing units are
continuing to flght. whilst 5 Brelonnian
bowmen have charged the Skinks in the flank.
For the sake of cur example, we'll assume the
bowmen have a standard too.

The bowmen striks first as thay have charged, nficting
1 casualty on the Sknks The Knights sirike next
causing 1 casualty on the Sauruses, the Sauwusss kil
2 Knights, whilst the Skanks kIl no Knightz but the
modals fighting on the Bank manage ' kill 1 Bowman.
The wounds inflictad by eac side amount 1o 2 caused
by the Bretonmeans and 3 caused by the Lizardmarn,

The Lizardmen lose ther rank bonus from the Skinks
because they have bean chergad in the flank — nor ane
thare sufficant Baurus waniors remaining o prowide
@n cxtra rank. Also, the Lizamimen's ank bonus is lost
bocausa both sides now have one uni fighting 1o a
flank cancaling aach other sul. The Bredonnians aarm
an exirn +1 for the Bewmen's standard, The tosal
ECOMeS are tharefore 3 on each side... a draw!
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LOSERS TAKE A BREAK TEST

The side that loses a combar must take a test to
determine whether It stands and fights or turns cail and
runs away This is called a Break test. You need o take
4 separate Break test for every unit invobved in the
combat. Depending on which undts pass and which Fuil
thedr test, some may break and flee whilst others stand
their ground. Troops which are better led, braver, and
maore professional are mose likely w stand Grm, whilst
wild, iemperamental troops are fir more lkely w run
for it

Fakee the test as follows, Firstly, nominate which unit you
are testing for. Roll 2D and add the scores wgethed
fudd the diffierence between the winner's and loser's
oombat seore. If the total is preater than the unit's
Leadership (L) value then the unit is broken. Broken
units will mrn tail and flee once all combat on the: entine
battlefield has been worked out. Untll all combar has
been worked out simply men a few of the rear rank
misdels rownd to remind you that the unit is broken.

For example: A unit of Elf archers is fighting a
unit of Goblin spearmen. The Gobling inflict 3
tvonnds or the Elves, and the Elves inflicr 4
rwonnd: on the Goblins. However, the Goblin
Player bas 4 complete ranks in bis formation,
and az pach extra rank adds 41 to bis score
this glves bt 3 + 3 = 6 points against the
Elves' 4 The Flver bave thevefora kost the
combat, éven though they bave caused more
casualties — the vast numbers of Goblins
Pressing from the back bave overwbaimed ther.
The Elires must therefore take o Break test
adding +2 to thetr dice score. Elves bave a pood
Leadership valie (8) but with the extra +2
micdifier on the dice the player will bave to roll
& or les: to stand and fight. The player rolls 2006
and scores 7, the +2 modifier brings bixz total to
2 wibrdch i greater than the unit's Leadersbip so
the Elves are broken,

PANIC TESTS FOR BREAKS

Onee all defeated units have taken a Break est, then
each remaining unit within 127 of friendly units which
have broken or been wiped out is called upon oo ke a
Pande test, as described in the Psychology section. This
mepresents the spread of panic amongst the army as
friendly wnits collapse and tum tail, Panic is a special
psychological effect, and the full rules for pamic are
covered in the following section of the rules. However,
it is worth bu'.l.rinﬂ; in mind at this stage that Panic tests
must be taken once all Break tests are complete bt
before flering troops ans mowed,

FLEEING TROOPS

Once you have completed all of the Break tesis resulling
from combat that turn, and having tiken any necessary
Panic tests, it is tme for broken troops o Aee. Fleeing
roops tum directly away from their enemy and ron as
fast as l'.ht}' CAf. Th.l!j-' abandon their formation and rman
from their enemy in complete rout, blindly scrambling
over the ground in ther effors to avoid destroetion.

MOVE FLEEING TROOPS

It is difficule to say precisely how far fleeing troops will
run because they are no longer fighting as a body but
milling around in a Fghtened mob, To represent this
dice are rolled to establish how far the feeing wnit
mowves. If the wnit normally moves & or less roll 206 f
the wnit moves more than 6" roll 3046, The result is the
distance covered by the feeilng troops, minus any
penalry for terrain or obstacles,

Mowve the flecing unit directly away from its enemy so
that it is 204" or 314" away from them and facing in the
opposite direction. Fleeing tmoops will move round
friends where possible, bur will move straight through
friends if necessary. Individual fleeing models that
wivulld otheraiee end up in the middle of a frendly unde
are instead placed wo the side or beyond them if this is
the only option.

A feeing unit is destroved if caught by pursuers
deseribed under Pursait,
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SUBSEQUENT ACTIONS OF FLEEING TROOPS
If they are not destroved thea flecing units contine to
move 206" ar 306" towards their own side’s able edge
during thelr subsequent morement phises. They musst
attempt 0 beave the battlefield as quickly as possible.
This is 3 ‘compulsory move' s> Aeeing woops are moved
before other troops once charpes have been declared
(see the Movement sechion).

A unir which is fleeing can donothing else. For example,
it cannot fight and it cannot shooe with missiles. Where
there is room it will move ronnd nhetacles that block s
path, ineluding units of troops, Fleelng wroops will not
move owands enemy unless they kave no other choice
- if they are surrounded, for eample,

If any models from a fleeing uair leave the table edge the
entire wndt is considered to have left the bandeficld and
is removed from play, Troopers have scattered beyond
recovery or have found places 1o hide themselves unrl
the bartle is over.

If enemy roops change a unit that is already fleeing then
the unit automatically fees fom the charge. The wnit
makes its 2306 flee roll like cny other unit Heeing from
a charge. The charging enemy desmoys the flecing
troops if it catches them in the same way as it would for
2 charge against any other flecing troops. If they do noo
carch the flecing troops then the charge s failed {see
Movement for the rules relating 1w charges and charge
reactions),
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RALLYING

4 flecing unit may anempr o0 siop feeing in its
maovement phase by taking a Rally test. This represents
the efforts of leaders and brave individuals 1o call 3 halr
to the rout, bring the troops to their senses and restore
order. This is called rallying,

RALLY TEST

Rally tests are taken in the movement phase after
charges have been declared but before further
movement (see the sequence at the start of the
Movement scction).

To take a Rally test roll 2D6. If the score is equal 1o or
less than the unit's Leadership (Ld) then the unit stops
fleeing and has rallied. The usit must spend the
remainder of the wrm reforming and may mot shoot or
fight, though the player may rearrange its formarion and
turn it w0 face whichever direction he chooses.

If a feeing unit has suffered a grear many casealiies it
will be unable o rally - its warrions are too demorallsed
and are interested only in escape, A unit must have at
least 25% of its odginal mumber of models Surviving to
be able to rally. If 2 fleeing unit has less than 25% of its
original number left, the unit cnnot rally and will
continue to flee wntil i leaves the mble or is destroyed.,
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PURSUIT

If 3 unit wing a combar and sll the enemics it is fghting
fice, then the victorious wnit must normalkly pursue, The
troops triumphantly surge forward, hacking at their
retreating foes ag thelr backs are marned, cutting them
doemn as they run and scattering them before their
uncontrodled fory. Note that a undt will only pursoe if all
tye encmies itis fighring flee — if one enemy unit breaks
and fAees whilst ancther fights on then the victorious
woops cannot pursee. Like flecing, pursuit is a hectic
and uncontrolled affaie, so dice are rolled o determine

ho far the pursuing unit moves,

PURSUIT MOVE

Once feeing woops have been moved victorious units
will pursue. To find out how far they pursue roll 2046 or
3 in the same way as for Aeelng troops. Pursuers are
mowed the distance indicated straight forwacd, If the
pursuers roll more than the distance fled by their
enemy they are judged to have caught them, and the
entize fleeing unit is overrun and destroyed. If the
pursuers do not caich the fecing unit then no further
casualties are caused and the pursuers are simply moved
the distance indicated towards their flecing enemies,
Whers pursuers don’t catch thelr foe but roll equally,
leave a slight gap between the units o indicate this.

Mode that units do not continue 1o parsue in subsequent
murns; pursuit is a single bonus move which is made
when a beaten enemy Hees,

PURSUIT INTO FRESH ENEMY

It sometimes happens that pursuers move 0 fr that
they hit a fresh enemy unit, The pursuers are carried
forward against the enemy unit a8 they chase their
Beeing enemy This is wreated as if it were a new charge.
The pursuing unit has no choice in the marner,
they must charge against the fresh enemy. The
upgxpectedly  atrackcd wunit can only
respond o the charge

by ‘holding’; any
attempt to fee,
shoot, or do
anything else
arnddst the
confusion af
ronning
bodies ia
deemed

impossible.

The resulting combat Is worked owt in the following
mrn. The pursuers are charging and so ger all the usual
benefits and bonuses as if they had charged that turn,
even though their charge acnually occurred during the
close combxat phase of the previous wm.

Assuming pursuers do not encounter any fresh enemy
they move the distance indicated by their dice roll and
thereafier are ready to fight normally So, in their
following mun they may charge, march or mowve
normally exactly like any other unit, and oo penalty is
imposed because of their pursuit move,

AVOID PURSUIT

A player may decide that he would sooner his wnit did
oot pursue, Normally 2 unit must pursue if it is able o
do so, but the player may attempe 0o halt the pursuic by
miaking a test against the unit's Leadership (L), This
represents the unde's leader calling to his troops to hold,
while their namural inclination is o fun sfer the anEmy
and cur them down as they scatter. Roll 2D6, and if the
score is equal to o less than the unde's Leadership value
then the test is passed and the unil may remain
stationary instead of pursuing.

A unit does not have to pursue if it is defending a wall,
a hedgerow, a house, or a comparable obsmcle or
fortification. As pursuing would force the unit to
abandon its secure position there 1% a great incentive to
stay put! In this situation, the player can choose to
pursue or nof as he wishes,

PURSUIT OFF THE TABLE

A unit which pursues its Aecing enemy off the table
returns to the same poine in its
following movement phase.
“The unit may not move thar
turn other than o position
iesedf along the wble edpe,
though it may shoot and
otherwise participate in the
game as normal.
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REDRESS THE IL'\NE.S

Once fleeing troops and pursuers have been moved it is
time to tidy up the formatons of fighting wnits in
preparation for the next phase, This will not atways
prove necessary, as much depends upon the casualies
inflicred and combat results.

Remember, 2 umit myst always contain tee same mambser
of models in each rank gs the first, except for its rear
rank which may contain fewer The process of
redressing the ranks is intended 1w ensure that this
remains true following combat, and also affords victors
the chance to adjust their formation slighdy by
expanding their frontage or lapping round as described
beeliomr

FLEEING UNITS

Units which have fled abandon their formation and so
have no oppartuiity i redress their ranks at this time
The unit forms a rough block or mass of woops, and
modcls arc arranged ina higglody piggledy manocs wr
show thelr disorganised status,

UNITS TAKING CASUALTIES

Casualties are usually removed from the back of 2 undt’s
formation in which case the unit is left exactly as it is,
Remember, a unit engaged in combat cannot move in its
move phase, and o has no opportunity to change s
formation.

A masien EMPIG Ay ravches of i wa

If 2 undt is fighting in a single rank, forming a line of
roops, then casualties are removed from either end, If
this results In a1 enemy attacking the side of the
formanon becommg separated from the combat, then
compensate for this by moving one or both units so thay
they remain in contact where possible,

If a character model is fighting as part of a unit's
formation, perhaps leading the unit into barle, then his
death will leave a gap in your front rank, In this case
move 3 model forvard from the rear rank to fill the gap,
or, if the unit is fighting in a single rank, move a model
from one edge. See the section on Heroes and Wizards
for more about character models,
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EXPAND FRONTAGE

Eammﬂncrmt it can move models from rear
anks and place them in the forward ranks w0 increase

the width of the formation thereby allowing more
models to fight. You can iocrease the width of the

formation by up to two models on either or both fanks,

TAPPFING ROMIND

if a unit wins the combat and its formation already
extends o the enemy's flanks, then models may be
moved from the rear ranks round the sides of the enemy
unit These extra models are described as lapping
ronnd. You may move up to two models around each
flank. assuming that there is room and that the fank is
net blocked by another unir, buildings, or werrain. Once
moiels have covered the enemy’s fanks, further models
may be apped around the rear should they win a further
turn. In this way it is possible 0 extend your line and
surround an encimy undt completely:

LOMBAT BONUSES

Models which are lapping round the fank or rear are
ignored for purposes of establishing a unii's rank bonuws
in hand-to-hand combat, Lapping round models in this
way might therefore reduce your rank bonus by
reducing the number of ranks fighting,

However, units which are lapping round do receive the
emira bonuses for Nank and rear amacks so long as the
entwe unit conslsts of five or more models. This means
that in most cases it is well worth lapping round where
VO CilIk

LBEFEAT IN COMBAT

If a wnit is defeated in hand-to-hand fighting then any
madels already lapping round are immediately renyemisd
to the rear rank of thelr formation. They have been
driven off by the enemy and forced to regroup behind
the unit's main body.

DEFEATED ENEMY

DEFEATED ENEMY

WHICH MODELS CAN FIGHT

Bear in mind that all models touching base-to-base are
allowed o fight in hand-o-hand combat, so oops
along the sides of ‘Aanked” wndts can fight back against
troops that are lapping round. Players might wish to
physically turn the models round o face thelr enemles
in order to show this, althoogh it 4 not strictly necessary
o cloy s,

v oJ

In this sihuation tha Gobing win e combat and expand S formasion by mowng eight madels to increase the width o the unit 2 heo an each
Sank. Remambar — units must mainian equal-sized rmnks apart from the mamost @Ak,

IYANWO0D IS010




PSYCHOLOGY

E, Uisan unfortenare fect that in the heat of
batde troops often don 't respond as you,
ther commander, might want them to.
Faced with terrifying supematural foes
their courage might fall, or they could
= U simply be too dim to undersstand the
orders they have been given. The hatred engendered by
age-long feuds can overswhelm milicary discipline and
leave troops overcome with bloodiust at the sight of
thesr ancestral foes. Warriors can be so overwhelmed by
berserk fury that they will charge into battle regardless
of their orders,

As the army commander it is your duty to know about
these things and take them into acomant in vour plans. IF
you do not you may find that you are defeated before
you even begln.

The Psychalogy rules represent these factors in the pame
and call upon the player to make occasional pests o
determine whether his troops are affected by adverse
psychology. Most pspchology tests are made in the same
wary, 80 we'll deseribe the procedure first before we look
at the individual psychological factors,

TAKING PSYCHOLOGY TESTS

When taking psychoiogy tests roll 2D6 and compare the
result to your Leadeship (L) value. If the result is less
than or equal to the unit's Leadership score the test is
passed and all is well. If the result is greater than the
unit's Leadership scare then the test is Eailed,

Flayers will immediarely realise that a psychology test is
taken in the same way as 2 Break test in hand-to-hand
combat and uses the same characreristic, namely

Leadership. However, a Break tes is nor 2 psychology
test. The two tests are quite separste. This is important
becanse some bonuses apply spedfically to Break tests
and others apply specifically 1o psychology tests.

USING RIDER’S LEADERSHIP

Note that in the case of cavalry, chariows, and heroic
dndividduzals riding monsters i is the rider's Leadership
that i used and not that of the mount or monster, If 5
chariot has several crew, use the highest valoe,

USING LEADERS' LEADERSHIP

If a unit of woops is led by a charcter then the entire
unit can test against his Leadership walue. Characters
often have bener Leadership than ordinary LACHIEDS, 5O
a regiment led by a superior characier will be less prone
to the effects of pspehology. See the Heroes and Wizands
section for rules concerning chamcters and units of
ErCsOps,

THE ORDER OF TESTS

Many psychology tests are taken at the start of the
player's tum. For example, Panle tests caused by friends
fleeing nearby and Stupidity tests are both taken at the
start of the wrm, When a player s called upon o take
different tests at the start of the meen then do them in the
same order as they are listed here, So, i a unit is obliged
to take a Panic and 2 Swpidity test then take the Panic
h:atﬂrst.udunlrifdmlspuﬂedwiﬂithemxmw
take the Stupidity test.




PANIC

Fanic Is the most common and the most important
pspchalogical effect. Bamdes are often won or lost
pecause an army panics and fees, even though it may
not have been beaten in combat, Troops who sce their
friends run can easily lose their nerve and flee
themselves, causing other woops o lose heart until
goon the whole anmy ks flecing in blind panic.

A unit must take a Panic test in the following
CIrcumstanoes:

K wﬂﬂmrummuu
E} 2 Frienids break from hand-to-hand combat
within 12",
3 Charged in the side or rear whilsi
engaged in combat.

?r & Mqieimﬁduwmwcmm

% Gencral slain.

{ 25% casualtles from shooting or magic.

Fleeing Undi within 4%
at the Start of the Torn.

A unit must test at the stact of its tun if there is one or
more units of Qecing friends within 47, However, the
unit does not bave to wese if it outnumbers the feeing
unit (or if it outnumbers the flesing units combined if
there are rwo of mone within 47). Such a unit takes heart
from its numbers and is not therefore panicked by its
fieing friends.

For example, a flesing unit of 10 models is igroved
by a wit of 11 or more, a fleeing wnit of 14 is
dgriored by wnits of 15 or more, and 5o on. Note thar
it is the size of the fleeing wnitls which is important
— el it wearriber of individual models within 4

| Friends Break from Hand-to-hand Combat
— within 12",

Test during the hand-to-hand combar phase if one or
maore friendly units break within 12" 25 a result of being
defeated in hand-to-hand combat. In order to avoid
confusion between units which are Seeing from combat
and units which are feeing a3 a result of panic, work out
all combat resulis frst, and then take all resultant Panic
tests. A unit onky needs 10 take one Panic test on accoLmnt
of breaking friends in each hand-to-hand combar phase,
regardless of how many units of friends break within
LFan

The same test must also be mken if a friendly unit withio
L2 is destroyed in hand-to-hand combat, unless it is a
unit of one model with less than 5 wounds on s
original peofile, in which case no test is necessary
Although a unit which is destroyed cannot be broken as
it no longer exits, its destruction is stll extremely
unnerving fior friends neardy!

E Charged in the Side or Rear
—— while Engaged in Combat,

A unlt must test i it bs fghting in hand-to-hand combat
and is charged in the side or rear by an enemy unit of
five models or more. Make: the test as soon as the charge
Is dedared and detcrmined to be in rcach.

Mo test ks required if the charging unit is unahble to reach
Its tarpet wnit. Also, no test i required if the charging
unit amounts to fewer than five models.

_T_l Fleeing Friends Destroyed by Chargers
within 4°.

If a Friendly unit Bees From a charge and is caught and
destroyed, then all friendly units within 4" of the fnal
positon of the Aeeing troops must ke a Panic 1est once
all charpes are cmﬂphm but befors hand to hand

fighting starts.

No test i required for a unit that owtnumbers its
destroyed friends, in the same way as described for 1,
abowe.

5 | General Slain

— Ifyour army’s general is killed then every vnit in
Four aomy must take an immediate Panic tese. With your
leader dead rumour of defeat spreads across the barde
front like wildfire! This is ofien the moment when
battles are won and lost.

& 25% Casualties from Shooting or Magic
e A ondn must take a Panic test if it suffers 25% of is
number as casualtes in the enemy’s shooting phise, or
25% of its number as casualties in the enemy's magic
phase. Only one pest i required in any phase — if this is
passed then any subsequemt casualties are weathered
without qualm.

For example, 2 unit of 12 models must test if it suffers 3
of more casualies from enemy shooting,.

This test must also be taken by a charging unit If s
enemies stand and fire and infier 25% casualties This
may result in the charging wvnit panicking before it
contacts s warget, in which case it has forced ©o flee
fromm the hail of arreers unleashed by the defenders!

This tesar must also be mken if the ondr suffers 25%
casualties from randomly moving encmies, megical
effects or unusual terrain types as might be Included as
‘special rules’ by the players. This is intended as a *zauch-
all" rube to cover units which suffer high casualties from
something other than normal hand-to-hand Gghting,
shooting or magie, A good example is casualties infliceed
by a crashing gyrocopeer, by whirling Goblin fanatics, or
by Squig hoppers or Steam Tanlks, the last ton of which
hoth cause casualties as they more.
fs




PANICKING UNITS
A unit that fails a Panic test will
flee in the same way as
described for units which break
in hand-to-hand combat or
which flee from a charge.

Fleelng troops abandon their
formation and are moved in a
rough mass or mob ZDE" or
IDG" away from the enemy or
mast obwious source of threat,
but the player is allowed mw
decide exactly where to fec
within these guidelines, See the
Close Combat secton for rules
governing fleeing woops.

PANICEING AT TIIE

START OF THE TURN

Note that if a unit panics at the
start of its turn because of
fleging fricnds within 47 then it
may not amempt o rally thae
turn. The wnit must flee during the compulsory
movement part of its movement phase.

FANTCKING IN HAND-TO-HAND COMBAT

If 8 unit is engaged in hand-to-hand combat and it panics
then the normal Flee and Pursuit rales apply. The flecing
unit can therefore be pursued if its énemy won the
preceding combat, and consequently the flecing unit
may be destroyed in the same way as a undt which breaks
folloedng defeat in combat. If the enemy did notwin the
previous combat (or If the two have not yet fought for
some reason) then the enemy cannot purssse,

Mote that 3 unit which panics and flees from combar
does not cause other units to pande a5 a result (ie,
because friends break from hand-to-hand combat within
12%. A test is only required for friends thar are defeated
in combat and then broken as a result,

VOLUNTARY TESTS

It is conceivable tht a siation occurs where both
players agree a Panic test s in order, even though the
rules don't strictly require it. This is most likely 1o
happen if fighting a scenario you have invented, perhaps
where ambushers spring a rap, where boulders or
throwm from cliffs, or some soch circumstance the
players have contrived,

If borth players agree then a Pandc est can be taken o
represent thie unsettling sineation in which a unit finds
itself.

FEAR

Fear is a namral reaction to buge or espedially ugly and
unnerving monsters. Some creatures inspire fear as
indicated in the Armies books, incleding large and
disturhing monsters such as Trolls as well as
supernamral horrors such as Skeletons.

A unit must tike 3 Fear test in the following sinsations:

1.  1f Charged by a Feared Enemy,

If:unitudmr;gedbrancn:myrlum_femwmm
it must ke make 2 test W Overcome i fear, Test
when the charge is declared and determined m be
within its charge range. If the test is passed the
unit can fight as normal ¥ the unit fails its west,
and if is outnumbered by the charging enemy, it
will fee. If the unit fails its test bot is not
outnumbered by the charging enemy it will fight
a5 normal, but must roll 6 0 score hits in the
first twrn of combat,

2. 1fa Unit Wishes to Charge 2 Feared Enemy.

If & unit wishes to charge an enemy thar it fears
then it eust take 2 test 1o overcome s fear, If the
test s falled the wnit may not charge and must
remain stationary for the nam,

DEFEATED BY FEARED ENEMY

A unit defeated in hand-to-hand combat is
automatically broken without o Break test
If it is fighting an enemy thar it fears
and which outnumbers it if the fear
causing enemy does not outnumber
the unit then a Break test is mken a5
normal. See the Close Combat
section for details of combat pesuls,
Break tests and fesing roops.




TERROR

Gome muonsters are 50 huge and threatening that they
ar= considered o be even maore frightening than thoss
described by the Fear mules. Such creatures cause terror.

Trops confronted by monsters or simatlons that cause
(error st test to see whether they overcome their
tarror, Should they fail they will be completely terrified
ard reduced to gibbering wrecks, Troops only ever (est
for terror once in a barde, Once they have overcome
their terror they are not affected again.

[f p creature causes terror then it sutomatically causes
fiar as well, and all the rules described above apply.
Hwvever, you never have to take a Tenror gnd @ Pear cest
from the same enemy o dmatinn — just take 2 Terror
gest: if you pass the Terror test then you automatically

the Fear test too, As you only ever take one Terror
tost in @ bamle, any subsequen: encouniers with
terrifying mMOnsers or situations will simply count as
fear.

1. A unlt must est o overcome its eeroe if charged

by or wishing to charge an eneoiy thar cavses
o,

2. A unit must test for terror at the s of s o if
these Is an enemy which causes terror within 87 .

FLEE!
& unit which fails its Terror test will flee away from the
source of its terror in the same way as if it had filed is
Break test In handto-hand combat of decided 1o Aee
from a charge. A unil being charged will flee
immediately like any unit which fees from a charge. A

wiit attempting to charge or filing a test at the star of
it ey willl flee in its movement phase.

Aunit which fees in terror from an enemy within 8" at
the start of its tuen may not attempt w rally that taen. It
will flee in the compulsory part of its movement phase,
in the same way & a unit which panics because of
fcing fricnds within 4" (see Fenic)

Remembser that only a single test Is ever made for terror
by any undt during the whole game, whether it Is made
because of a charge or because the unit finds itself
within 8" of a terrifying monster.

FEAR AND TERROR LIABILITIES

Obviousty a large monster is less likely o suffer from
fear or terror iself There is no way a buge Dragon is
going to be scared of a Troll, for example. These speelal
liabilities also apply to any rider of a large monster oo,
40 3 Dragon rider wouldn't be afraid of 2 creamure that
would frighten him were he on foot.

The following rules apply:

A creature that causes fear is not affected by
enemics that cause fear, Faced with an enemy thar
causes terror, a fear-causing monster only suffers fear,
not terror. Por example, a Troll causes fear and a Deagon
causes terror. The Dragon is not at all worted by the
Trodl, but the Troll fears the Dragon

A ereanre that causes terror s not affected by fear
or terror at all. For example, a Dragon rider is
complerety unworried by fear or temor because his
IIVCAEND CELESES [ECTOr.

It sometimes happens that an enemy unit of ordinary
troops ks led by o mighty hero or a monster which causes
fear or terror. In this sination you must test for
fearfterror if 4 charge will result in you fighsing the hero
of monster N queston.

In the case of terror vou must also test if you are within
B af the creamure at the st of your mrn, but not
necessarity because you are within 8" of the wnit as a
whole. However, if you are charging a unit of troops in
the side or rear, so that you won't have to fight a
monster in the front rank, then you do not have oo test.
Basically this s common sense — if you don't have to
confront the beast then no test is required.




Many large
unformunately rather stupid. Even some othervise
quite intelligent creatures act stupddly now and
again because they are readily confused or
distracted, or perhaps because they are drugged
or have been knocked insensible. The Stupidicy
rules represent the som of slow winedness or
dumb behaviour which some especially stolid or
stubborn beasts are prone to, Creatures that are
stupid arc indicated in the Armies books and
Include such monstrous creatures as Trolls,

Stupid creamures must make a test 4t the stan of
their mrn o see whether they overcome thelr
smupidity, Make a test for cach unit of smpid
troops. If you pass the test by rolling their
Leadership valwee or less on 2D6 then all is well
amnd pood - the cresmores behave reasonably
intelligently and the player may move and fight
with them as normal. Nothing untoward has
occurred beyond a bit of drooling and the odd
spontaneous cackle.

If the test |5 falled then all is not well The

STUPIDITY

and powerful creatures are

following rules apply wntl the ereatures’ Troits ane intemaus for Me slunidty
following turn when they must test onee more o
see whether they are overcome by smupidity
FURTHER PSYCHOLOGY

1. If akready in hand4o-hand combar half of the
stupid creatures suddenly stop fightng. They stare
around blankly and wonder where they are, If the
unit has an odd number of models or If & snupid
creature is fighting on is owmn then roll 2 D6, If the
result is 4 or more the odd model fights; if not it
stands around vacantly Mote that only smpid
creatures are affected. If a unit contains stupid
creatures and other creatures {2 unit of Trolls led
by a Goblin chieftain, for example) then the ather
creatures are not affected.

Z. I not in handto-hand combat the unit
momentarily forgets wihat it is doing. Roll a DS to
determine how the unit moves this nurn. This is
compulsory movement and so oocurs before other
movenent but after charges have been declared
(see the Movement secrion). Any non-stupid
creatures with the unit must also move as
described - they are carried along by the
movement of the rest of the unit and risk being
trampled and squashed if they amempt 10 do
otherwise

1-3 Move the unit directly forwards at half
normal  speed.  Any  enemy  troops
encountered are autcmatically charged. If
there are fiends in the way Both units
blunder into each other and their ranks
become confused, in which case both units
are pinned in place for the rest of the muen
and meither may mowe farther,

4-6 The unir seands around in & confused and
ineffective manner. It will do nothing for the
remainder of the wen while the stupid
reatures stare ahout them, squabhle, or lic
dereen for a bt of a rest.

Creamures affected by stupidity are guite unaware of
anything happening around them, such is their seate of
confusion, Cnoe overcome by swupidity they ignore all
further pawchology tests, This means that soupdd
creanitres cannot be affected by panic, fear, eig, but they
can still be broken in hand-to-hand combar by filing a
Break test exactly as normal. Snupld troops which fee
are not affecied by stupidicy unil they have rallied, after
which they must take Stupidity tests at the start of each
of their subsequent turns,

STUPIDITY AND RIDERS

It sometimes happens that a cavalry model will e riding
4 stupid cresture, for example 2 Dack EIf riding a Cold
One. If a rider’s mount is stupdd then he will have to test
for stupidity at the start of his oo, but the rider's
Leadership characteristic is used rather than

that of the meunt. If the test is falled the

rider is obliged to bang on while the
creaiure bekaves in whatever
bizarre manner the rules
dictate, but the rider
can fight nosmally if
he gets the
opponunity.




—

FRENZY

Cermin warriors  can
work themschves into a
fighting  frenzy, 2
suhirlwind of
destruction 0T raging
pury in which all concern
for their personal safety
is lgnored in fawvour of
minclless violence and
liberal doses of mayhem.
Many of these frenzied
warriors are drugged or
granced, and have driven
ﬂ,m:pe]m into a
psychotic  frenay  with
chanting, singing,
yelling and screaming.
These tronps are described as frenzied. No psychology
test is required for freney, and the following rules apply
automatically,

Frenzied troops must always charge if there are
encmy within charge reach when charges are declared.
The player has no choice in the matter — the wnir will
anmmatically declare its charge.

Frenzied troops fight with double their Attck
characteristc (A) in hand-to-hand combat. Troops with
1 Atack on their profile therefore have 2, troops with 2
Artacks double up to 4 and so on. If troops have an extra
weapon then they recetve +1 extra Attack for this as
nosmal, so if they have 1 Attack on thelr profile they
would receive 2+1 = 3 Amacks in ol

Frenzied troops always purspe fleging enemy
whether the player wants o or not. They muost even
pursuc if they are defending an obstacle. Unlike other
troops they may not sttempt o hold back as they are far
ton crazed with bande luse.

OTHER PSYCHOLOGY

Once they are within their own charge distance of
enemy models frended units are not affected by other
Psychology, So long as they are within charge distance of
the enemy they are immune to panic, fear, terror etc,
and do not have to make these tests. Note that this
Emmusnity only extends w0 psychology tests, it does not
inchude Break rests in hand-to-hand combat which muse
still be taken as normal,

DEFEATED IN COMBAT

Troops defeated in hand-to-hand combat, as determined
by the combat results, are no longer frenzied. Their
exuberant, crazed frenzy has been bearen out of them
and they continue to fight a5 ordinary warrions for the
rest of the battle,

FRENZIED CHARACTERS

Characters, such as heroes and wizards, are affected by
funher special rules for freny, as covered in the section
on Heroes and Wizards (see page 59).

—

HATRED

Harred is a powerful emotion and instances of hatred
and rivalry are commonplace in the Warhammer World,
There are grudges borne over centuries, meial animosity
bordering on madness, and irreconcilable feuds which
have lefi generations of dead in their wake, Some races
hate other races with such bitter conviction that they will
fight almost o the death rather than fee from them.
Like frenzy, no psychology test is taken for hatred

The following rules apply.

Troops who bate their hand-to-hand combar
adversaries take any Break tests with a Leadership value
of 10. They do not reduce this value regardless of the
combat results, how many casualies they have suffered
ar other combat bonuses. This means they will pever
break unless they roll 11 or 12 on 2046,

Troaops fighting hand-to-hand combat with 2 hated
foe may re-roll any misses when they amack in the frst
turn of aity combat. This bonus only applies in the frst
turn of 2 combat and represents the unit venting i pent
up hatred on the foe. After the initlal round of bood-
mad hacking they lose some impetus and subsequently
fight as normal for the rest of the combar.

Troops who bate their enemy must always pussue
them if they flee. They cannot amtempt 1 avoid pursuit
bry testing their Leadership as other troops can.
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WEAPONS

he game rules as described allow for
differences in the Strength and
Toughness of opponents, and for
differences in their armour, but ot for
[ different kinds of weapons. Playess who

= : have already mastered the basics of
combat might wish to introduee forther detail by using
the rules that follow: These deicribe the different kinds
of hand-to-hand combat weapons wsed in the
Warhammer World together with appropriate rules for
cach, Troops armed with a spear or halberd, for

example, receive specific benefits in  partcular
FHLATIONS,
Some weapons confer both advanages and

disadvantages, such as a double-handed axe or swond
which give 2 huge Strength bonus bur always strike after
the enemy. You will soon realise that different weapons
aften imply different tactical options, and are swited to
certain styles of play. For exarsple, Bretonnian Enighes
armed with lances peed o charge 0 use their weapons
effectively so a player must be careful o manoeuvre
them into positon so that be cn charge.

On the other hand, spears are best suited 1o 2 defensive
strategy where you kiow yout Iroops are not going to
benefit from charging because they are slower than the
enemy. These weapons and more besides are described
bl

WEAPONS AND UNITS

All the models in 2 unit of roops carry the same
weapons, 5o it will be a undt of spearmen, of halberdiers,
and &0 forth, It s scceptable to inclode the odd model
which is differently armed for the sake of varety whilst
continuing to count the whole unit as identically anmed,
bt i is important that the overall appearance
af the unit & not m'nsLﬂd.i'ng. For
cxample, if i i5 a unlt of spearmen
then most of the troops mMuUsE carry
spears and where a few carry other
wegpons these are counted as

spears egardiess,

Many players lke to mix models
in & unit 0 that some are armed
with swords, others spears, a few
have double-handed axcs, and
s on. This is particularly
effecive with Goblins and
Skaven, where you wouldn®t
redlly expect much
undformity amongst the

masses. As far as the game is concerned a miboed onit is
treated as if it were armed with hand weapons (Txes,
clubs, maces, swords and such like} even where it
inclades a mixture of other wespons. No spedial rules
are applied to these units an wccoumt of their vased
WeApOnIy.

All wroops are assumed 1o carry a sword, long dagger, or
other comparable hand weapen. In addition, some
troops carry another weapon such &5 3 spear, double.
banded axe or halberd. Troops armed in this way can
choose 1o use their hand weapons rather than their
other weapons if the player peefers, but must then
continue 1o use hand weapons foe the enire duration of
the combat. For example, troops with double-handed
axes might put them aside and fght with swords where
they do not wish 1o surike lasy

HAND WEAPONS

Hand weapons is the term used 1o describe all swords,
axes, clubs, hammers, maces and other similar weapons
wiclded in one hand The difference berween these
weapons is slight so they are all considered wogether. No
additional rules apply to hand weapons - the normal
rules assume roops are armed in this fashion,

DOUBLE-HANDED WEAPONS

This category includes all axes, swords, hammers and
clubs that are so large they have w0 be wielded with two
hands, These are ferocious weapons! A blow from a
double-handed sxe can cut a foeclean in half and easily
break armour apart. The disadvantage is that they are
very heavy to swing, so the besrer may be slain by a
more nimhle foe before he has a chance 1o serike.

1. Doublehanded weapons require both hands to
use, If the bearer has a shield he may not use it i
hand-to-hand combart, It is assumed w be left on
the ground or siung on his back during the
fighting.

2. Double-handed weapons are heavy to swing and
50 lcave the user vulnenible 1©0 a mere lightdy
armed foe, Double-handed weapons always strike
last pegardless of which side charges or relathoe
Initiative bevels. If both sides are armed in this way
the side with the highest Iritative strikes frst

3. Double-handed weapons sonfer a +2 Strength
bonus on all hits. If the wielder's Strength is 3
then all hits from a double-handed weapon will be

at Strength 5 for example. As the

enemy's armour save is affected
by the Swrength of the hit, this
will be reduced woo. In the
casz of a Soength 5 hit
the saving throw drops

by -2.




Flails are swung with both hands and consist of heavy
weights, often spiked, attached to a pole or handle by
mezans of heavy chains. It s extremely tiring swinging
these heavy and cumbersome weapons,

1. Troops using lils reguire both arms to swing
them and cannot therefore use shiclds in hand-w.
hand fghtiag. If they cacry ahields they are put
aside or slung onto backs before the fighting
begins.

In the firss turn of any hand-to-hand combat
roops equipped with fails add +2 to their
Strength, s0 men with a Strength of 3 will hit with
a Stremgth of 5 for example. Any enemy saves are
taken with the moadifier for fighting high Strength
OppOonents.

3 In subsequent mrns the faill wsers begin o tire
and so do not recetve any Strength bonus.

d

HALBERDS

The hatberd is a heavy bladed weapon mounted on a
sturdy shaft. The steel blade has a point like a spear as
well ag g heavy cuiting edpe ke an axe. It is held in both
hands and used w chop as well as thruss, so it is 2 very
adaprable and exremely effective weapon for infantry.

L. Troops equlpped with a halberd require both
arms o wiel it and cannot use shields in hand-go-
hand fighting, If they carry shields it is assumed
they are shung onto thedr backs or placed on the
fround before the fighting begins.

2, Halberds ars heavy weapons and a mighty swing
can  cause considerable damage. Halberds
therefore confer 2 +1 Srength bonus on all hits,
A man with a Strength of 3 therefore hits with
i Strength of 4 if fighting with a
halberd. The Swength of a
hit affects the armour save
of the targer, so this may be
rechuced as well. In the case of a
buman with a Srength of 3 a
halberd hit has a Strength of 4 and

-1 to save for instance.

S ——
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SPEARS

Spears are useful weapons for both foot and horse, but
they are used quite differently for each. A foot unit with
spears 15 able o fend off enemy with a mass of spear
points, making it an ideal defensive weapon, A cavalry
unit armed with spears can employ them like lances to
ride dows enemy roops, spitting them as the horsemen
rde into their ranks. The following rules reflect the
advantages of foot and mounted soldiers equipped with
a spear,

1. Infantry armed with spears may fight with teo
ranks of roops because warriors in the second
rank can thrust their weapons forward past those
fighting in froat. This énables models directly
behind front rank fighters o fight as well,
However, this advantage only holds so long as the
spwsarmen o not move. ]'.Frhq.rrh:l.rge theis carefy]
formation is affected and they may only fight in a
single rank that urn, Spedrmen fght in two ranks
if the enemy charge them while they stand heir
ground. This means that a block of spearmen
meakes a very good defensive formation, but is less
well suited to attack

2. Cavalry armed with a spear receive 3 +1 Strenagth
bonus when they charge. If the wielder's Strength
is 3, for example, his tatal Strength will be 4 when
he charges. Note that this bonus only applies
when the cavalryman charges and it onby applies
for that mirn. Any hits 4t 3 Strength of 4 or more
mTu'lfer the extra modifier on the enemy's saving
rall.

LANCES

Cavalry armed with lanceg are the ultimarte shock troops,
When they crash into the enemy ranks their steel- tipped
lances rip through armour and flesh, smashing banes
and Qinging foes o tie ground. Lances are only effcccve
a8 they charge, thereafter the warrior either drops his
lance and fights on with a sword, or else he continues ta
use the bure of the lance 1o punch ar his foe. It is, very
important that lance-armed cavalry successfully charge
the enemy rather than allowing themselves to be
charged. The charging side always his an advantage, bt
in the case of lancers this is greater than for any other
roops.

1. Cavalry armed with lances receive a +2 Strength
bonus when they charge. If the wiclder's Strengrh
is 3, boe example, his total Strength will be 5 when
he charges. Note that this bonus only applies
when the cavalryman charges and only for thar
turn. Any hits at a Soength of 4 or more confier the
appropriate modifier on the enemy’s saving roll.
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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 o
be complete, Some of these weapons have special
rules.

BOW

Bows are probably the most common of all missike
weapons in the Warhammes Woeld. They are carried by
most races and almaost every army. No partoular special
rules apply o the bow.

Range

Strength

SHORT BOW

Some creatures are too small to carry ful-sized bows so
they carry 4 shont bow, basically a smzll bow with a
reduced range. Some cavaley also carry a shorened bow
which they can shoot more easily from horseback than a
larger bow. Otherwise it is exactly the same as a bow

Weapon Range Strangth
Short Baw 18" 3
LONG BOW

The long bow is a powerful bow favoured by
experieneed archers. It can fire an amrow substantially
further than an ordinary bow. Other than ks longer
range no special rules apply o the long bow.

Strength

Range

Weapon

Lang Bow - a

CROSSBOW

The crossbow is a more complex device than ag
ordinary bow, It is very difficult to draw back the string
of a crossbow once it has been fired: the shoober nmass
either brace the weapon against the ground with his feet
while he heaves the string up, or he must employ some
kind of mechanical devlce such as a windlass or lever,
This means that a crossbow inhibits the movement of i
users compared to a bow, but it i much more powerful
and has a longer range.

Weapon

Range Strength

Crossbow a 4
Troups may not move and fire a crossbow in the same

. The weapon takes a iong time fo reload, so if the
‘mit mepres it may not shoat.

REPEATING CROSSBOW

The repeating crossbow i a much Hghter and less
powerful type of crosshoer that can be easily and quickly
redrawn for Bring. It has a magarine of bolts which
allows a single balt w drop into place ready for firing as
the string is drawn. The repeating crossbow can fire 2
hail of shois in the dme it takes 10 shoot one ordinary
crosshow bolt,

Weapon Range Strength

Repesling Crozsbow 24" 3

You have the option of iing a repeating crsshow
adhar onca or twice durng the shoofing phass. if you
fire once work out hits and damage exacly as normal
i which cage thss weapan is identical to an ordinary
h‘lr.lszl“ﬁ twice then each shot sufier: a -1 1o hit
crossbows may cheose to fira aither ance or twice if
they stand and shoot against a charging enamy.

Skavan anc Chaos Dwarfs Fvesten a unit of Wood Ehes
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SLING

The sling is another uncommon weapon, largely
because it is no more powerful than a bow and has a
shorter range. It is Hule more than a looped strip of
dloth or leather into which a stone is placed. The sling is
whirled about the slinger's head and the sling stone
released towards the target. The one advantape of the
sling s that you can vary the rate of fire by releasing the
sling shot before you have worked up full impetus, This
reduces the range but enables the slinger to shoot far
Easter

Waapon Range Strenglh

Siing il 3

A unit of singers may fire twice in their shooting phase
if they da nol move in their movement phase Thay
" canned shool at over hall range (0°) it thay fire twice, but
5 all such shots count as short range ey avoid the -1
panalty for shoaling at fong range. Mote that slingars
cannat fine teica when thay stand and shoo! aganst &
charging enemy a5 there = ingulliciant lime.

JAVELIN

The javelin is a light spear. It is too fimsy 1o use in hand-
to-hand fighting but is perfecty balanced for throwing at
the enemy It & 6ol & very common weapon in the
Warhammer World because it has a very short range,
There are a few other weapons which are even less
common but which work in a similar way, for example
throwing knives, darts, and throwing axes, Note that
these last are different weapons from the axes used in
hand-to-fand combat, and that ordinary axes canmot be

All of these weapons are thrown by hand and they all
depend upon the skill and =I'.rzngﬂt of the caster for
their effect. For the sake of completeness we have
incloded these other weapons on the chart belona: ALl of
them use the same mlbes as javeling although they have
different ranges.

Weapon Range Strength

Javalin a Aa the thrower

Throwing Axa 4" As the thrower 41

Dart g" As the thrower

Throwing Knife " Az the thrower |

1.  Javslins and other thrown weapons have such g
shart range thera is no need for the usual -1
penalty for ahoobng al cver hall range. Ignore this
Pty

2. Use the Strength of the wamor throwing the
jvelin to wark out damege from his. The javalin
has no Strangth of its own because it
effectiveness depends en how hard it is thrown .

Mote that in the case of throwing axes the
Strength is +1 on that of the thrower to represant
hie oda waight of the weapan .

3. Troops using javeling ard othar thrown weapons
do nat suffer the -1 to hit penalty for shaobing and
rmawing. This is becausea run-up & hepful when
Ehrowang & javeln rather than a hindranca!
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';4, - HAND GLINS

: ! '3“ The hand gun is a simple firearm consisting of a metal
al = barrel mownted onto 2 wooden stock. The gunpowder
.'-|'k "l change is ignited by poking a length of burning cord, or
"'qu " 1 match as it is called, info a small touch hole. Some of the

mare advanced versions have levers and springs which
hold the burning match and triggers which release the
firing mechanism and fire the gun.

Gunpqm'c!r.r h,-:l:hnuhwy is fdl uptd:lhr advinced so
hand guns are not very relisble weapons: the gun
barrels tend o burst @nd the powder often fils o five,
The greatest advantage of the band gun over the bow or
other old fashioned weapons Is that the lead shot can
penerrate the thickest armour.

\Weapon Hamge Strength
Hand Gun " 'l

1. Ahand gun takes a comphete lumn to load so you
may only fire every olher um. For example, il you
fire: in your Brel furn you cannod firs in e second
furn, but you can fire again in your thind turn,

2.  oucanmat move and fire & hand gun in the
SAma T, 50 i YOu Mowe In your mosemant
phase you are unabie 1o fire thal twm.

3.  Hand gunners cen adopt & fommation of e ranks
in ordes to incTeasa thedr fire rate. The first rank
can shoot and then you may efer move the PISTOI
front rank to the rear or you can move the rear b “
rank through to the front. This means thet the
modals in the new front rank will not have tired,

Imipevial Pistovars

A pistol i8 simiply 4 small band gon fired by a spring

and they are krae to shaat in their next turn. This mechanism. Pistols can be fired in hand-to-hand combar

in the only mavemant pasaible whan & unit firag. at point blank range as well as at longer ranges. Becauss

pistals take a long dme to reload e is uswal w carry owo,

4.  Hand guns are even betler at penelrating armour so that one is always ready for firing while the other is
than their Strength value of 4 suggests. Therefors being reloaded.

e Ty msl deduct & furthar -1 from his
armaur save. so the save modifier is
-2 rather than -1 for a Strength 4 hit.

Weapon Range Strength

Pistsl g 4

1. A pisiol takes & complste tum to reload, sa you
mety criy fire every other turm. If you hive two
pisiols then you can fira one avery turn.

2. Apistlcan be used in hand-to-hand fighting as
well as for shooting. A modal with & sword or
other waapan in one hand and a pestal in the
oiher receives an extra Attack. In hand-o-hand
faghting work cut pistol ehots exectly (ke altacks
from & eword or other hand waapon, Successiul
hits are resolved with a Strength of 4 regandiess
of the firar's Strength. You don't have to reload &
Ppistol in hand-to-hand kghting as it is assumed
the pistols ane also used as heavy chubs (many
e waighted bufts for this purpose) but afier
combal is over you cannol shoot with pisiols o
they ware used in hand-o-hand Bghting in the
prEviows bum.

3.  Pistols ars even better at penstrating armaour
than thesr Strength value of 4 suggests. Therelore
the aremy must deduet a further -1 fram his
BNOUr Sgve, 50 e save modifier is
=2 rather than -1 for & Strength 4 hit.




HEROES & WIZARDS

. he Warhammer World would not be
what it s without the presence of potent
individaals, great heroes, wvaliant
champions, mighty wizards and notten
heartec  necrOmancers, Thess
characters add an entirely differen:
spect [ lheglm:ﬁm:ruvajuﬂ:ll: leaders of warriors,
or powerful individuals able 1o fight against vast
mmn{[mcrnmrjh. These models are known as
characters.
There are w0 broad types of character: beroes and
wizarels.

HEROES

Heroes are heroic individuals: people who are tougher,
meaner and more powerful than the average warrior
Perhaps they are fagter than a fypical member of their
race, maybe they are stronger, more skilled with
weapons, or they could be narural leaders with the
power to ingpire others.

In rceality an individual could have almost any
combination of unigue abilites, but on the mbletop we
find it sufficient to divice heroes into three broad oypes:
Champions, Heroes and Lords.

In some cases these are known by different names
appropriate o their nation or mce, Ore characters, for
emample, are known by the 'Orcy” ttles of Bosses, Big
Bossts and Warbinsses.

Of course, these three gpes of valiant individwal cannot
really represent every nuance of distinction betwesn
mighty warriors, but I does enable us to fight with
tomparably powerfol characiers, whether they are
mtyknmhls or the mast rotten-hearted perpetrators

Champions, Heroes and Lords have
supeclor  characreristic  values
compared o ordinary members of

their race as shown on the charn

at the wp of the next column.

Traop Type W3 B3 §
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In the case of Orcs the values are as follows. As you can
see Ores and Goblns have different names for the three
rypes of character: a Champion is called 1 Boss, a Hero
is a Big Boss, and a Lord & Warboss,

Troop Type

From these examples it is clear thar the three types of
chiracter are quite different.

CHAMPIONS are brave fighters, with an cxtra Anack in
combar and superior Weapon Skill, but they are not
especially good leaders. Champions are therefore useful
Individuals when it comes to bolstering the fghring
power of a unit of troops, but they are not great war
leaders,

HERI(}ES are more resilient and even beter fighters;
they will fight on if they suffer 2 wound and provide
extra leadershdp.

LORDS are even bewer fighters and can take even more
damage before they are slain, but their greatest value Is
their inspiradonal leadership and the extra confidenca
they instil in others. Although the Leadership bonus may
seem quibe small in relzdon to the value of a oyplcal
warrinr (9 compared to 7 for a2 human warrior, for
example) this is a BIG difference in game terms, a8 you
will qulckly

discover. v




WIZARDS

Magic is everywhere in the Werhammer World, it
permeates all living creatures and every inanimate thing.
Its porever is there 1o use for good or ill, Magic Is almost
a8 impormant as the fightng abilides of warrors, for it
can make all the diference between victory and defear.
As a consequence, mighty rulers and noble lords empioy
their own wizards to protect them and fight on their
behalf

In the Empire the Emperor himself emcourages the
study of magic so that he may have powerful batile
wizards to help fight his wars, In Ulthuan in the far west,
the High Mages of the Elves practise the most potent of
all sorceries. Even Ores and Goblins, low minded as they
are, have Shamans who can blast the enemy with raw
magic, OF all the intellipent races of the Old Woeld cnly
the Drwarfs have no wizards, Their skills lie in the
manufacture of fabulous magical arificts and enscribing
runes of power.

There are four levels of wizard: Wizard, Wizard
Champion, Master Wizard and Wizard Lord. As with
heroes these four types are not intended o represent
every posaible variation in an individual’s abilities; they
are useful categories that enable us to match
comparable wizards against each other.

Troop Type ]

Man

Wizand

Champlan 4|l a]alalal2|4]1]7
L - -

Wizard ajajel 4 Ejalz?
Wizandlord | 4 | 3| 3 | 4 | 4] 4| & B

An gl Nacromancer with his Skeisfon bodyguan,

Savage Ore Sharme

WIZARDS AND ARMOUR

Wizards wear little or no armour even in the thick of
battle, as large amounis of metal wpset their magic
harmondes and inbibit the use of their powers, Instead
they are likely to be protected by powerful spells and
magic iteme. Mary wizards wear decorative vambraces,
wrist bamds, and smaller pieces of armour, but this &
insufficient to warrant a saving throw or to affect thelr
ability to cat spells.

A wizard mounted as a cavalry model may ride a horse
with barding armour without affecting his own ability to
cast spells. Otherwise a wizard wearing armour may not
cast spells, pot even spells that are bound within a magic
item. This does not stop the wizard using other magic
items however. The exception 1o this rule is Chaos
armour; which is saturated with magic, and does not
therefore prevent a Chaos Sorcerer casting spells (se¢
the separate Warhammer Magic supplement).

The complete rules for wizards, spellcasting, and many
magic items are covered by the separare Warhammer
Magic game We have included 2 selection of magic ilems
in Warhammer to give players a taste of whar it is lke o
use magie. Eefer to the Magic section of the rulebook for
a description of how these work.




MOVING CHARACTERS

4 character model is moved and fghts as an individoal
jece, except that he may also join up with and fght
wmd:uﬂjmucftrmpau deseribed below,

when a character moves he must take inmo account any
fior crossing terrain and obstacles as normal,
put because he i not part of a lager formation e does
not have 1o change direction by murning or wheeling =
ke can change direction freely as he moves, So, a
character can move 2 fraction of his movement distance,
head off in another direction, move a lttle more, changs
dlirection again, and so on.
Mote that a character's freedom to move doesn't mean
he can shoot at or charge an enemy he cannot see. He
must stll be able w see his enemy when charges are
declared. Similarly, he cannot dash round the side of a
unkt o charge ia the rear if he beging his move In frong
of &

COMPULSORY MOVES

Recsnse characters can turn freely as they move they
can be turned to face any direction once they
have moved - in order to see a targer the
character intends to shoot at, for example.

The exception to this rule is if the charcter makes 2
compulsory move, such as a charge, flee or pursuir, in
which case the model must fnish is move facing the
direction of travel. Obviowsly, in this situation the
character is far too precccupled with what is in front of
him to worry ahout looking round fior fresh targets,

MARCHING

Characters moving on their own are allowed o march
just like formations of roops, although in their case this
represents their freedom to move as they will, namral
dynamism and an uncanny abllity to be in the right place
at the right time (in woe heroic Bshion!), Individual
characters can march at double their

normal  Movement
distance,

CHARACTERS AND UNITS

CHAMPIONS

A unit of troops can include a single Champion
character. Champions are ofien exiremely strong, tough
or gstute members of their race, and comrades look up
b them and take pride in their prowess, Although
Champions are characters, they are also members of
their regiment and always fght as part of it, moving,
attacking, fleeing, and pursuing alongside the unit as a
whole. If the unit has any special rules which spply o i,
then these also apply to the Champion, Unlike other
tharacters 3 Champion never moves and fights on his
‘owm, znd can never leave his wnit or join others.

The Champlon ls always armed and equipped In the
Same way 35 the rest of his unit, barring the addition of

4 fingle magic weapon or armour, See the Magic section,

The Champion can also be the units commander,
although wnits can have a separare leader and Champton
mode] if you prefer. Except where noted elsewhere, the

on is always placed towards the centre of the
Evat rank along with the unit's leader, standard and
Musician,

CHARACTERS JUINING UNITS
Apart from Champions, who atways fight as part of their
TSmment as described above, characters can move and

b on their own, [n effect, they are individual units of
S0 model, During the batle 2 chasicter can join a unit
of ordinary troops, in which case he becomes part of
that unit until he leaves i

——

To jodn 2 unit of troops 4 character has only to move so
thiit he is touching it. Once he has jolned the unie the
mode] is automatically placed in its front rank, Note that
4 character will ingvitably use up 2 propontion of his
move w reach the unit he Is jolning. If the unit has not
already moved then is further movement is limired o
that remalning to the character; any movement lost
represents tme wasted waiting for the chamacter,

Although characters are normally placed in the front
rank of a unit they join, if the unit i already engaged in
combar then the character may be placed anywhere in
order to fight an enemy - even ar the sides or rear of the
formaton. However, once combat 18 over the character
l;::mﬂuumtyphudmhungmﬁﬂpmmm:ﬁum

CHARACTERS LEAVING UNITS

Except in the croumstances noted below, a chamcter
who is pant of 2 unit of troops can leave during the
movement phase. A character s able to leave one unit of
roops and join another if you so wish, but note that he
is unable o join and leave the same unit in a single uen.

A character may never leave a unit of troops while it is
subject to some compulsory movement rule. For
example he cannot leave o unit which is feeing, which
has declared a chasge, which has rallied that teen
{(because it cannot move]) or which is engaged in hand-
to-hand combar.
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(Greal Eages snoop down fo atiack an evnbatted Chaos Dwar Lord and his rfinue.

If & unit declares 2 charge any characters included in it
must charge too. Onee hand-wo-hand fighting has begun
a character will not be able to leave a unit he has jolned
until all the fighting is over and any compulsory
movement such as flecing and purswit has been
resolved.

A character cannot leave a unit be is with by dharging
unless obliged to do so by some psychology rue (such
as Freney) or other special rule. As he is part of the unit
when charges are declared he cannot be treaed as 2
separate unit in his owm right.

CHARACTERS MOVING
WITH UINITS

if a character forms part of a
unit of troops then his
mavimum movement will
b dicrzged by the unie a5 a
whole, He simply moves
along Jlike an ordinary

member of the anit. If the charcter moves more slowly
than his wnit then the whole unit will have o slow down
s0 that be can can keep upl

MOVING CIHARACTERS
WITHIN ENGAGED UNITS

If a unlt is engaged in combat and a character is
positioned in the formartion such that be cannot fght,
perhaps because he i8 in the front rank and the
formation has been charged in the rear, or beeause the
enemy undtl & smaller and the character is stranded
beyond the fighting, then the plaper is allowed 1o move
the character into & position where be can Aght in his
next movement phise. Simply swap the character for 2
ooper model that is already fighting, This cin mean the
character loges the chance to fight in the first turn of
vombat.

Note that although the above rule allows a character to
move within 2 wndt in order to fight an enemy, he cannot
move once he i already fighting. For example, he
cannot move from the front o the rear if he is
already Aghtng to the front, he must sty
where he is and fight the enemy he I
touching. Nor can a character move into
a non-fighting rank w avold fighting
unless he is deliberaely refusing a

challenge as described later




SHOOTING AT CHARACTERS

The Shooting rules are written from the polnt of view of
units of troops firing upon other units of troops. A
character moving around on his own is wreated a5 a unit
consdsting of one model. Tn this respect a character is a
yishle carget just like a regiment of infanery.

However, in reality a lone individual would be Hkely to
gscape the notice of enemy on the batlefield, strewmn as
it is with stragglers from destroyed regiments, wounded
making thelr way back to camp, and the ineviable
confusion and debris of conflict. The following rules
represent the fact that characters are harder o shoot at
than larger undts of roops.

PROXIMITY
TO FRIENDLY TROOD'S

& character model more than 5 from a fiendly unit of
live or more models can be shot at withoot restriction.
Characters prone to jumping up and down in front of
the enemy are asking for it, so it serves them rght if they
get shot!

A chargcter model within 5" of a frendly unit of flve or
more models can only be picked out as a targee if he is
the closest possible target. This restricion enables
characters o0 move around behind the baulelines
without attracting an unrealistic and unreasonable
amount of missile fre.

If a character is part of a unit which consists of at least
frve models in total then he cannot be shot ar. Any shots
apainst the unit will hit ordinary roopers and not the
character. IF the unlt drops in size to less than five

mdels, then further hits are randomised In a sudtable
way. For example, in the case of 2 unit consisting af two
ordinary models and a character, there is a 1 in 3 chance
of hitting the character so roll 3 D6 for each bl scored.
In this case any roll of 1, 2, 3 or 4 shows an ordinary
model has been hit a roll of 5 or 6 indicates the
character is hir.

IARGE CHARACTERS

If a characeer is aubstantially larger than the troops he is
with or near to, then he can be picked out as a target
regardless of the roles given above. If a character
rides 4 horse then he will stand out amongst a unit of
infantry, if he rides a Dragon he will be an obviows @rget
amongst 4 unlt of cavaley, and so on.

TO HIT PENALTY

When dellberately shooting at a man-sized characier
model, elther on foot or cavaley, there is a -1 to hit
penalty as described in the Shooting sectlon. This is
because the normal chance of hitting assumes the target
is massed up in ranks. This is not the case when you are
shooting at a single character, especially if there are
other potcniial wrgers o distrace the shooter's
anention.

Note that this -1 does not apply if you are shooting at a
charmacter who is riding a large monster as described in
the Monsters section. In such a case the shooter does
not suffier the -1 penaley and benefits from the +1 to hit
2 large target as well,

HAND-TO-HAND FIGHTING

When o unit closes with its enemies in hand-to-hand
Sghting character models will inevitably find themsebves
eonfronted by enemy troops. As described in the Close
Combat section, models can attack any enemy models
whose base they are touching.

Troopers confronted by character models will usally
have the option of attacking a character or ordinary
eoemies, a5 bases will usually overlap slightly when
models move into combat. Where a plaper has a choice
of attacking characters or ordinary woops, he must
nominate which model’s he is strilking against before
tolling ro hic

DIVIDING ATTACKS

Characters often come face-to-face with enemy
tharacters, and the same choice applies 1o them as 1o
“"hﬂrml)dcla—mqrma,}' attack any enemy whose base
they are towching. If a character has more than 1 Aftack
he can divide his arracks amongst characters and
ordinary troops as described in the Close Combat
*=Cticey, The challenge Is an Importani exception to this
Tule: a3 described below:

——

EXCESS WOUNDS

As with combat between ordinary warriors, casualtles
inflicted by & character can extend beyond the models
the character is touching. If a character has, say, 4 Attacks
and Is facing 2 encmy woopers then his amacks are
worked out against these, However, if the characier
s¢ores sufficient wounds to slay 3 or 4 models then the
enemy unit loses 3 or 4 wroopers, not jusy 2.

Don't be fooled by the fact that models are statlc and the
bantle ines rigid and siraight. Wiat is represented is peal
combat! Heroes are just the type to strike boldly left and
right, stepping foreard oo deliver fresh artacks, cuming
down foes who step forwards 1o block a gap.

If a character aitacks an enemy character, or another
indivicual model such as a monster, then any excess
wounds caused by those attacks are not carcied over
onto ardinary troopers Bghting alongside. The anacker
has chosen to concentrate his attacks on a single special
foe and any wounds left over are wasted and do not
count powards the result of the combat. The exception
tothis rule is during the challenge a3 described below:

T B

e =
B
E.
7
(=]
4
S
.
=)
(731

¥




£
B
L&
&

o

CHALLENGES

In each twn before working owt any hand-to-hand
combat, each side is allowed to issue challenges as
described below, The challenge represents one-on-one
combat between powerful rivals, the Anal showdown
between miphty advessaries in the midst of bantle.

ISSUING A CHALLENGE

One challenge can be issued in each combar that s
being fought Por cach combar start with the player
whose turn it Is. The player can choose one character

model from amongst those already fighting to make a
challenge,

The second player has the option of refusing or meeting
a challenge. 1f he refuses then no challenge takes place,
and the refusing player must retine a character from the
combat as described below The challenger fights
normally in the following combat. If the challenge is
accepred the player selects one of his characters from
those already fighting in the combat o ke up the
challenge.

If the player whose turn it ks does not issue a challenge
then his opponent may issue one himself The other
player may then accept or decline in the same way
Howrever, note that a challenge cannot be issued unless
there i5 a character o fight — ordinary toopers or
monsters cannot take up a challenge.

MNote that in order to participate in a challenge, either o
issue it or o mest it, 3 character must be fighting in
combat already. This means the model must actually be
positioned base-to-base against an eoemy model. A
character who is not already fighting, for example
becawse ke is in the front of 2 formaton which has been
amtacked in the rear, cannor rke part in a8 challenge.

REFUSING A CHALLENGE
{(Boo Hiss!)

If a challenge is refused then the declining player must
retire one character nominated by his opponent. The
retiring character is removed from the engaged rank and
placed ar the back of the formation. The retired
The (so-called) hero has chosen o hide away behind his
fellows rather than face the challenger one-on-one, The
retired character is automsgically returned to a fighting
rank at the end of that hand-to-hand combar phase ready
to fight in the following marn.

FIGHTING A CHALLENGE

Onece a challenge is accepted the two rivals
are moved in the ranks so that they
ure -opposite cach other, If the
models are especially large it
may be more convenient to
remove them ahogether and
place them besde the fighting
unsts, When combat s worked
out these wo will fight
wogether. No other models may

attack them ever if their bases are touching, and pg
other models may shoot at them ar use magic 1o attacly
them. Onee the challenge is undervay no funb,
challenges may ¢ issued in thar combat until ome
character Is slain, The challenpge might therefore kg
over several turns of combat.

If characters are riding monsters or steeds which have
Mmm&dnth:nﬂrﬁeﬁ@,htduﬂlglh:duugm
a5 well as their rider. If the character i3 riding a chari
then no ather crew can fight, bur creatures pulling the
chariot can fight.

Any amacks from 4 charol impact are worked our g
usual, ie bgfore the rest of the combar and before any
challenge. Because any wounds inflicted represent
impact damage they do not count towards the
challenge, although they will count towards the oreral]
combat result as normal.

GREATER DAEMONS
AND CHALLENGES

Although Greater Daemons are not characters in the
normal sense they are powerful individuals with 2 sense
of herolc pride and honour. Greater Daemons can make
challenges and can take up a challenge in the same way
as another character,

Note that this exceptinn applies only o Greater
Dacmons, not t3 other dacmons, and not o lage
monsters such as Dragons or Glants.

SINGLE
CHARACTER CHALLENGES

Sometimes a single character, possibly mounted on 2
huge monsier, will attack 3 unit of toops. If the sngle
character finds himself challenged he cannot refuse as
e has no formation to hide behind,




OVERKILL!

Facess wounds caused when attacking characters are
pormally discounted because all the effiort of these
sttacks goes into fighting the character. As any excess
wounds are not infliceed they are not counted towards
the combat resulet. However, when fighting a challenge
any excess wounds scored do count towards the combat
result, even though they are not actually infliceed, This is
called the Overlkill rule,

The Overkill rule represents the siuation where troops
are watching their hero batiling for his life against his
adversary. All eves are focussed on the mighty clash and
boh sides are yelling encouragement. If

the troops see their
Champlon crushed o
thelr cyca thoy  will
ineviahly get a bit
upset and might decide

1o murn fail and run rather than stick around for a dose
of the same.

In practical terms the Overkill rule mesns shat it is a
positive advantage 0 crush a challenged enemy as
overwhelmingly as possthle. It also means that players
will benedic if they meet 2 challenge with as powerful a
character as possible. Players are advised to avoid mking
on especially dangerous opponents with  Lowly
Champions, although, of course, even the most modest
character will generally do better than an

ordinary rooper,

LEADERSHIP & UNIT PSYCHOLOGY

CIHHARACTER'S LEADERSHIP

If a ureit of roops includes g character it may use the
character's Leadership value for any Leadership-based
fests it takes. Where a unit includes several characters
use the highest Leadership amongst them. This is a very
important rule, as it provides undts of poor troops with
the leadership they need. This is especially true of
Goblins, which are all but useless without a proper
characier to lead them. Leadership is important because
it is used for psychology tests, Rally tests, and also for
Break weats in combat,

The exception to this mule concerns umdis that are
skirmishing. Skirmishing unis do sot benefit from the
lesdership of a character who is with them, thele
formation is too dispersed and it is thesefore impossible
W commundcate the character’s orders from man to man
(#= Skirmishers).

CHARACTERS
AND UNIT PSYCHOLOGY

“ﬂ!:dumc:erhmdl:un[‘:nftm-psh:u
tonsidered to be part of the unit in all respects. This
Means thae if the undt Aees then he must fee with
them ar the same speed, if the unit pursues then he
Must pursue, if the unit declares a charge then he
Must charge as part of it. Some implications of this
ire discussed in the following paragraph.

%3 unit of troops panics, or is forced to flee because
H’Fﬁrwnmhﬂpmnwmmwmh
1= of the: unit must also fee cven if he s immune
I panic, fear or tereoe. IF 2 unit is affected by frenzy
O foreed to pursue because of haored, any character
fust move along with the unit but does not beneft
fom any bonus for these unless he is affected by
Teraytbatred himself In other words, 2 character
%mwmmaﬁcmﬁmhm he is with a

B

unit that can do 30, although he has no choice but w
accompany them when they charge.

If & unit is affected by supidity any characters must
move as the unit moves, although a character can always
fight normally unless he is stupid himself Remember, a
character cannot leave a unlt when it tums stupid and
stamnds still or moves stupidly because such a undt is
bound by a compulsery movement rule, the character
must therefore stay put. We can imagine he is trying o
goad the stupid creatures into activity, or perhaps he is
pinned down or hemmed in by the dribbling brutes and
unable to move of his own voliton.

If a character is liable o a psychological rule which
doesn't apply to the rest of the unit, he must make any
appropriate teses on his own and will react on his own,
This can sometimes cause the character to separate
involuntarily from the unit. For example if he is obliged
tn charge because of frenzy, compelled o pursus
because of hatred, or forced to move or stand immobils
due to stupldity.




STONE THROWERS, CANNON & CHARACTERS

Some shooting weapons such as stone throwers have an
area tempdate that the frer is allvwed to place anywhere
he wishes. This sllows the plaver to deliberately aim his
shot on a character model. Cannons also allow you to
choose exactly where to aim shots, and so can be aimed
directly against characters.

In the case of missile weapons that can be aimed in this
way, there i5 a special rule which allows characters o
either jump out of the way, throw themselves o the
ground, or somehow avold destruction by their amaxing
luck or uncanny reactions. This is intended o prevent
characters becoming targets for these weapons in a
manner which 15 unrealistle, unfalr and definitely
unheraic!

This rule applies to all missile wexpons which work ina
differemt way o ordinary shooting, and which are not
therefore restricted by the rules regarding shooting at
characters described abave.

“LOOK OUT SIR!™

A character model who is part of a larger unit may be
lucky enouph to avodid death from cannon shot, a
boulder from 4 stone thrower, or & comparable missile,
thanks o a warning shouted by a comrade, Possibly one
of his companions shoves him out of the way, or pushes
him to the ground. A trooper spots the fateful missile
heading towards his leader, and shours “Look out, Sirl"
or some such waming, and hopefully alers the
chargeter in time for him to duck or adroitly avoid the
hurtling missile. The missile slips past the character and
hits the man standing beside or behind him,

If 2 character is part of a unit &nd is hit by cannon fire, 8
stone thrower, or other missiks not governed by the
normal target restriction, then ol a D6, On the roll of 6
the character fails to hear the warning and is hit by the
missile. Work out damage as normal. On the roll of 1 w0
4 the character is alerted o the danger and avoids the

missile. The character is not hit aed the missile striley
another model instead, so transier the hit onto g
adjacent model in the unit

Mote that some magic spells work like conventiong]

shooting, in which case the normal rules for shooting g
characters with arrows, etc, will spple In other case
magic works in different ways. ether like cannons o
stone throwers or differently altogether, This is coverpd
in detail in the separie Warhammer Magic supplemeny
together with rules for spellcasting and magic items,

CHARACTERS
RIDING MONSTERS

If a character is riding a creature that cavses fear o
terror, then the entire combined mode]l of dder and
mount is assumed to cause fear o terror. The rider &
only affected by fear and terror in the same way as the
mount e is riding and any tests that are reguired ae
taken using the rider's Leadership. See the

section for a detalled explanation of howr this works, For
example, a Dragon causes terror and so s unaffected by
fear or terror - it is a huge monster and is hardly likely
o be upset by smaller less frightening crestures, &
Diragon rider s also immune o fiear and terror. Perched
on top of 3 huge Dragon his courage is bolstered
beyond the polnt where he bas o worry about such
things.

MOUNTS AND PSYCHOLOGY

If a monster is subject 1o some inhibiting psychological
effect, such as hatred or stupidity, then the appropriate
tests must be made, However, all Leadership tests can be
taken wsing the rider’s Leadership characteristic. This
represents the rider's ability to control the beast and
inypose his owmn will over the creancre’s naniral instincts.

If the monster is affected by frenoy
stupidiry, hatred or wharever, it will cary
its rider along with it, but the rider
himself 5 not affected by the
psychologcal reaction. 5o, if @ monster
goes stupdd and is unable to fight this
does not affect the rider who may fight
on as normal.

The same rule applies 0 mORSErSs
pulling chariots: any peychological tests
are taken using the best Leadership
value of the chariol ecrew.

SHOOTING PENALTIES

Remember that a character ricing a large
meanster does not benefit from the -1 10
hit when being shot at. This penalty only
applics when shooting at roughly man-
sized characters on foot or as cavalry
Also, the rider and monster will sulfet
from the +1 to hit when shot at because
they represent a basge target.




FRENZIED CHARACTERS

The miles for freneled wartors have already been
discussed in the Peychology sectlon and can affect
garacters a5 well a8 ordinary troops. Frenzied
characters often have many attacks, and the stress and
SLrAin pla.c:d upon them is considerable. There is only
5o much that moreal fesh and blood can stand!

To represent this a special test is reguired. Work out a
character™s amacks and afierwards roll Z06. IF the dice
sonre 15 greater than the character’s total number of

attacks, then the individual has survived the insane bout
of mad hacking without suffering any harm. If the dice
score is less than or equal to the oml number of amacks
then the individual reduces his Attacks characteristic
value by -1 for the rest of the game. As 3 Frenzied
character's Amacks are doubled, this will effecuvely
reduce his Artacks by 2.

Omece a character has 1 Artack on his profile no further
tests are necessary. His Attacks characteristic cannot be
reduced to less than 1.

SPECIAL CHARACTERS

we have invented three types of hero and four types of
wizard in order 1o give us a varlety of different
characiers. However, we can easily imagine all kinds of
wild individuals with diferent characreristic values from
those given for Champions, Heroes, Londs and Wizards.
The characters described above are “standard’ types.
Thev are typically representative of their race, and of the
soot of hizpoes and wizards you can expect to find in a
Warhammer army Variant types of character, thoss
differing from the smandard types, are referred o as
special characiers'.

Specisl characters are the Warhammer equivalent of
famous warleaders and mages, individuals renowned
amongst their own kind and abhorred by thelr enemies.
For eaunple there are the mighty leaders of nations such
s the Emperor Karl-Frane of the Empire, Orc and
Goblia Warlords such as Grom the Paunch of Misty

Mounain, Malekith the Witch King of the Dark Elves,
and many more besides, There are also important
military leaders and high ranking nobles, such as
Bretonnian dukes, Blector Counts from the Empire, and
devlous Skaven Seers. All of these special characters are
quite different from the standard types. S5ome are benter
fighters than others, but some are betber leaders, while
many carry specific magical weapons or ride large
MONS0ELs.

Numerous special characters are described in the
Wwarhammer Armics books and other Warhammer
supplements and, of course, players can get wogether
and make up thelr own If they wish, Afier all, who can
reaist the Eemplation oo ceeare 3 mighty leader of armies
in their owm image, to paint and perhaps even mode]
him to suit their herodc vislon, (o name and Invent a past
for their character, and 1o fight him in batile after battle!

Figh B Loy Dramaifel and Chacs Dwarf somerar Zhazak batie o fhe daath on koo of @ mauntain peak
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MONSTERS

he Old World s a vast and untamed
place  where wild and monsorous
creatures roam the dark forests and tall
mountains, There are many creatures
that are roupghly homan in appearance,
- though a linle larger than a man, like
Orcs, Tralls, and Minoturs, but there are also bigger
and more bizamme monsters in abundance: Griffons,
Dragons, Mandcores, and many more besides,

It is with these large monsters that thds section of the
rules is concerned. Large monsters may be ridden wo
battle by mighty heroes and wizards. Many of these
beases must be hand reared by thelr master if they arc
ever to atcept a rider, so the great leaders of the Old
World pay vast sums to advesturers who collect eggs or
harchlings from the nests of Griffons and other winged
mnsters. This is a dangerous profession, and for many
a famal one, but it ensures that the Emperoe’s Zoo in
Altdorf gains fresh creatures to rear on behalf of the
nobles and wizard lords of the Empire.

Large monsters are independent and powerful elements
of the army. Some monsters develop loyalty and
devotion to their masters and will fght for them
willingly, while athers are placed under enchantments
or simply driven forward towards the enemy in the hope
that they will arrack dhe right side,

MONSTER UNITS

Large monsters can fight as if they were a unit conslsting
of one model in the same wiy as heroes and wizards,
Alga like characters, they do not have 1o wrn or wheel 1o
change directon, but can pivor about on the spm
without penalty. See the section on Heroes and Wizards
for more details,

If you have several monsters of the same type then you
can choose to form them into a single unit or “monster
pack’ i you wish, but you do not have w do so. The
advintage of lnmping monsters wogether is that they will
benefit froen making all Leadership tests on the best
Leadership value of the group in exactly the same way as
a unit of troops led by a heroic character. For example,
4 Dragon rider could be accompanied by a pack
including other Dragons, and the whole would benefir
from his Leadership {Ld).

When I.‘lshtlngln:mumm-mm:l:lz-.a-::.‘rl|:1n-d:111|t|.1l;”JIE
ﬁms"dmmme;mcmpﬁmp,w
line or chump. m:h:nummusqmdmnfmm
the monster pack does not have 1o adeopt 3 formation 5,
such and is therefore refesed to as a ‘loose’ unit. Ty,
models are stll moved individually but must remgjy
within their monster pack for the durasien of the gam,.

MONSTER MOUNTS

Large monsters are mos: commonly employed g
maunts for characters. & monster and its rider or ridery
count as a single model in the same way 25 2 cavalry
model] although different rules apply

Horses, wolves, warboan and other similar siged
creatures that only have 1 wound are covered by the
rules already described for cavalry. As you will recall, 3
mounted knight is 2 cavaley model, | the knight is siap
then the complete model is removed including the
horse he is riding. To repeesent the value of the horse |
and to make cavalry appropriately resilient an extra 41
Is added 10 the knight's savng throw, but otherwise ng
account is made of separate casualties for man and rider,

This system is finc for these smaller cremtares, bue
obviously wouldnt work for big monsters such
Diragons which are far larger and much more difficult io
kill than a horse or a wolf

If & mourd has 2 or more wounds then it is classed asa
‘mionster’ and the following rules are used for rders aed
mounts. These rules would therefore apply 10 2 hero
riding a Griffon, a wizard mounted on 3 Wivern, 2
Dragon and its loedly rider, end so on. No additional 41
Is added to the rider’s saving throw, as the advantages of
riding the monster are worked out in other wap
instead.

SHOOTING AT A MONSTER MOUNT

As a single model the monster and its rider are
considered to be a single mrget. Tt is not possible o
shoot specifically at either rider or mount. All shots ans
taken against the whole model and any hits are
randomised berween the rider and monster as described
below.

SHOOTING
AT CHARACTER RIDERS

When you shoot at a charscter rlding 3 monster the

usual restrictions for shooting &t characters apply &

explained the the section on Heroes and
Wizards, However, monsters are so hig that
the chance of being able to find a unit of
comparably sized creatures o shelter inside

or mearby i rather slim, A charactef

riding a big monster is therefore
easy o pick out as a target
Because the monster ls a lange
target the enemy adds +1 10
his o hit score,




—

he normal -1 to it that applies to man-sized characters
on foot or as cavalry does not apply 1o characters who
gre riding monsters, The whole target is simply so
ghviows that there is no doube as to where the character
4! You might wish to resread the rules for shooting ar
characters in the Heroes and Wizards section o clarify

this.

RANDOMISE HITS

| when shooting at a large monster and its rider roll o hit
| the model as normal, adding + 1 becawse the monster is
I 3 largpe target. Omee you have established how many hits
|’ have been scored you must apportion them beteeen the
“pider and the monster, For each hit scored roll g Dé:

D& Score

The monsiar
Aol to wound the manster a8 normal.

The rider
Aol to wound the fder as normal,

! Work oot wounds separately on the rider and bis mount.
7 Take: arry saving throws due o the target as normal, Most
¢ monsters da not have an armour saving throw as they
': have no armour, but some have scaly hide which confers
S separate save, Riders are permitbed saves for their
¢ armour, but remember they do not receive the
+ additional +1 a8 do cavalry riding smaller creatures.

i a monster has two or more dders (3 very unusual
tombination) then randomise hits 1o see which rider is

“hdt and work out any resultant wounds on that
individual If models are glued in place (as is likely) It
will be necessary to make 3 note of any casualies
suffered

EXCESS WOUNDS

IFa rider is alain and suffers more wounds than he has
.00 his profile any cxcess wounds are discounted. They
{4 nat carried through onto the monster, nor onko a
r#econd rider if the monster has two riders, Similarly, any
1 excess womnds inflicted on the monster are discounted,
“they are not carried over onto the rider,

Where monsters are fighting a5 part of 2 monster pack
wounds are never carried over from one morster o
ancther. In this respect ridden monsters and charions
Follow the same mules for cxcess wounds.

HAND-TO-HAND COMBAT

In hand-to-hand combar the enemy is faced with a
deadly monster and, more often than nol, a potest hero
as well. The monster atracks using its own
characteristics, and the rider attacks separately using his
characteristics. As the monster and rider are libely o
have different Initiative values they might strike their
Blows ar different times. These attacks are worksd out
entirely normally, one batch for the rider and one Batch
for the monster.

ENEMY ATTACKS

When it comes to aacking back, the enemy will be
faced with two potential targets, the rider ard the
monster. The enemy can choose o direct his antacks
against either the rider or the monster, and can
distribute attacks bereeen them in any way he likes, The
opposing player must state how many atacks are sgainst
the monster and how many are against the rider before
he rolls any dice, otherwise all attacks are assumed to be
agalnst the rder.

Attacks are worked our exactly as normal, and the score
required o hit will depend upon the relative values of
the monster or the rider’s Weapon Skill, like all hapd-mo-
hand fighting.

SLAIN RIDERS & MONSTERS

Wounds must be recorded scparately for the rider and
his mount. If the mount is slain then the cdes may
continge o fight on foot if you have a separate model 1o
represent him. If the rider s slain the monster will
behave in an ermatic fashion, possibly polng wild and
attacking its own side or running rampant among both
armies. Remember that these big monsters are often
hand-reared by their masters, and so are likely o go
uncontrollably wild if their rider {5 slain. Rell @ DS and
refer o the Monster Reaction Table to determine how
the monster reacts for the rest of the game.




D8 Monster Raaction

i 1 The monster takes fo the alr if it has wings. If
nat. it makes for the nearast table edge as st
B8 It can and fries 1o leave the batlleheld. The

morster will avold any roops or scenary
Blockang its way and will etbermpt fo po round
themn fo find an eecape routo, if ottasied e
reongtar will fight back. but [ will not charge of
it= own valdion unless it e forced to do so by &
peyehology rule. It will not use any breath or
cther mange weapon unless It iz shof at, in which
cmse it may relurn fire. Once il has left e 1able
the monster does not resumn,

The monstar aiecks the neareat tarpet that it

Izl can see, lavouring enamy If there is a choica of
twa equally distant targets. It must charge #f abls
1o do o, and B unable io chirge must move
towards the nearest target as fast as possibe,
Once in hand-to-hand combat & will fight
norrmally. It will use any brasth or other rangs
weapon io afiack the nearest troops if able B do
B2

Can see. It must charge if able 1o do 8o, and i
unable te charge must move towards tha
naarest enemy as fast as possile. Once in
hancHo-hand combal it will fight nommally. The
ronsser will use any breath or othar menge
waapon to attack the nearest enemy troops §
able 1o do so,

E The monster moves andomly in its fury and

The monster attacks the neanest anemy thal |t

confusion, angrily attacking anything in fg paih.
Mave the monster along with other
mevament in tha move phase. Roll a Scatter
dice to determning the direction moved. f thee
are any troops, enemy o frisnds. within chage
feach in the draction shown then the monster
charges tham . in fhis case it will charge aver il #
could nat normally change because it could mot
g8 the target &t the start of its tumn I no tarpsts
arg within cherge reach the monsier moves &3
fast &3 it can fowards tham. It will use any breath
or olher ranga weapan 1o alack the reanest
treops if able 1o 4o 50 Once n hand-to-hand
combet It will fight normally.

The: monsder remains whor it s but will turm o
EI lace the nearast enemy. If any snamy appreach
within charge ranga it will charge hem. If in
finid-to-hand comibsat the mongter will fight
wommaty I the opportunity arises it will use any
nelh weapon to aftack the nearesi snamy

Tha maonatas remans stesdis sy whera | 2,
EI juarding the fallan body of its beloved master,
The monster will not move bul i will face
towards and use any breath or simifar ranged
weapon 1o attack anafmy who approach within
unge. f the manster is in hamd-to-hand combal
il will fightt, But it will Nt pursie fieaing
“he monster will ramain by its masier iotha
and, faithiully pratesting him agairst harm or
caplure.

BOUND MONSTERS RULE

LafneumiddnHInumt:mmbthldlﬂtdinﬂm
armaies as described in the Warhammer Armies books
Such creatures are ferocious and dangerous, and appear
on the batdefield only because they ae bound by
powerful spells or their masters have spent a lifetime
tralning them,

Iri the hurly-burly of bande such creatures do not alwayy
react af their commander might wish, They might break
free of thelr binding spells or be overcome by their
natral instiscts, Creatures affected by this rule are
indicaved in the Warhammer Bestiary section of the
Banle Book.

BOUND MONSTER TEST

Only ynriddes monsters need to take 3 Bound Monsters
test, Fest at the start of the tum for each bound monster,
Roll 206 against the monseer's Leadership valoe as o
would for a psychology test. Always use the monster's
own Leadesship; it cannot benefit from the Leadership
of & chamcter or the general. If the score s more than
the monster's Leadership roll 2 D6 o distover whar it
does that wen

;] Deseris

F It hes wings the manster fies off from the battiefield
end daes nat return, If it does not have wings | wil move
it double-pece towards and off the table edga, taking
the swifiest route. The monstar will leave hand-lo-hand
Tighiting if it & alrendy engaged, and wil nol atiaok o
aempt 10 charge fresh enamy,

25  Struggles

The monster stuggles apenst B8 encharment or
fraining and will neither mava nor attssk this um, It wil
Nt wse any breath or special weapons either,

8  Fighton
I angeged in hand-to-hand fighding the monstar will fight
wilh hall its normal rember ol afacks rounding dawn.
Ciharwise it wil naither move nor fight as desxibed for
‘Etruggies”




AERIAL COMBAT

ome creanires in the Warhammer World
have wings and can fly, soaring quickhy
frem one side of the battlefield fo the
other. This mobility is extremely wseful
as it allows the creature to choose its

= opponents, or to avoid a fghe IF it is
seriously out-mabdved.

Representing creanares that can fy poses a few problems
on the gaming table. It is impractical if not down-right
hazardous o suspend heavy models above the tabletop
as we might ideally wish! The following rules are
intended to capiuse the feel of fast moving aerial combat
in & practical marmer withour worrying unduly abour
the third dimension.

MOVEMENT OF FLYERS

Models that have wings are normally capable of fligh
aml for the sake of convenience are termed fyers'.
Flyers are moved during the player's movement phase
along with other models,

AIR AND GROUND MOVEMENT

Most flyers are also capable of moving along the ground
by walking or running If a flyer has a2 Movement
characteristic value (M) chis represents its ground
movement bn the sime wiy as any other model. When
moving along the ground using ity Movement
duricteristic all the usual movernent rules apply as
described in the Movement section,

& fyer may either Ay or move along the ground, bt
cannot combine bath in the same mum.

AERIAL MOVEMENT

In the Warhammer game, Sight is
represented by a  ‘long
swoop” or 'glide’ of up
24", The fiyer starts off
on the ground, takes
off, flies vo where it
wishes 1o po, and
then lands,

Fiyers therefore begin and end their movement on the
ground. The exception to this is ‘fiying high', as
explained later.

Flyers de not benefit from the extra move distance
conferred on ground moving models by charging or
marching. They cannot march, and they charge at their
normal speed as explained below

FLYING CHARGES

A ftyer may charge an enemy within its 24" flight mave.
The charge must be declared in the normal way, and the
enemy has the uswal response options. The fying move
is not doubled as is a ground charge,

MOVE PENALTIES
AND RESTRICTIONS

Flyers suffer no mowement penalties for changing
direction, overllying scenery, or crossing obstacles,
Flying creawures may overfly other models, including
enemy wroops, without pemalty.

Flyers may aot didve, land ln or ake off from within a
wood or from any terrain feature that both players
consider would not allow it, Fiyers may not land on top
of enemy fosmations ~ if they wish o armack an encmy
they must engage in combart as described below:

If fiyers wish to enter a wood they must land outside it
aredl wealk inside using their ground movement.

UNITS OF FLYERS

Most flyers are large monsters but some units of troops
can fly: Harpies, for example, Where fyers fight in units
the same rales apply, but the unlt must remain whole
just lke any other unit. S0, the entire wnit will churge,
iy kigh, and 5o fordh.

Flying units must keep 1o a formation like other troops,
Howewer, if the models are mounted on fying bases or
have very broad wingspans, it will be impractical to
arrange them base-to-base to manceuvre in the
conventional manner. Instead, they are placed nexr m
each other as closcly as possible and individual models
move frecly in order to change formaton or fice a
different direction.

9
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HAND-TO-HAND COMEAT

A flver is able to use its lengthy flight move o charge
into  hand-to-hand combat. Hepardless of which
direction the flyer comes from, the model is always
placed against the middle of the wrget unit's fronc if
possible, However, If the targer is siready engaged in
hand-io-hand combat o its oot then flyers can be
positicned 1o the sides if the amack comes from the
flank, or to the rear f it comes from behind. This
represents the fyer charging down vpon his foe with a
series of swoops or passes. In reality the fyer is
wheeling shove the unit, making aoacks againet models
within it. However, this is difficult to represent on the
tabletop, and for this reason combas are worked owt
against the tampget's front.

WORKING OUT COMBAT

Hand-to-hand combat berween fiyvers and thelr enemies
is worked out in the sume way as other combat except
that they never suffer the 6" to hit penalty when
attacking roops behind a defended obsiacle. Work ot
casualties for both sides and caleulave the combat results
as normal. The losing side must take a Break test and if
it fails the test must flee just like in avy other combat.

FLEEING FLYERS

The distance fiyers flee is based on their fiying move
rather than their ground move. The normal Aee distance
for fiyers s therefore 304" in common with all models
whose move is more than 6. If Byers must fee along the
pround due to some constraint which prevents them
fiying, then they flee 206" or 306" depending on thelr
Movement characteristie value like other roops. For
example, if they are in the middle of a wood, or if they

are under some magical influence which prevents the
fiying.

Flyers pursue fleeing enemy in exactly the same way g5
ordinary troops. Their normal pursuit ate is therefore
304" and the same comments apply as for feelng.

DRIVEN OFF

This rule is unique o fying creatures and it represensy
the way in which highly mobile flying creatures can be
forced to back away from combat by stubborn
resistance. The rule only applies to fyers that are
capahle of Aying a1 the time — if fghting inside 2 wood
ar il unable o fly for whatever reason, then fiyers are
not driven off,

If Ayers lose a combat, but pass their Break test and so
do not flee, then they are swtomatically driven of
instead. This means they have been beaten away by thedr
fses” stubborn resistance and forced to Ay out of their
immediate reach. The models are immediately moved
3" away from the enemy as if they were flecing
except that they can turn to face whatever direction they
wish at the end of their move.

Driven off models are free to move and fight nocmally
once they have moved. They are aot Heeing and other
than being driven away from combsat suffer no penalties.
Although they have been driven off they have not been
broken and the enemy does not pursue.

DRIVING OFF CHALLENGERS

Characters riding Bying creatures who are engaged in a
challenge: are driven off in the same way as other roops,
thereby bringing the challenge to an end.




FLYING HICH

FLYING HIGH

- A fyer may choose o fly high' during his mm
instead of making a normal fliing move, This
represents a fyer ascending far into the air above
' the bartlekiek All that observers on the ground
can see is a ony black dot amongst the clouds,
These rules represent modeds fying high, diving
|, down onto the battlefield, and engaging in
- combat against each other above the clowds.

By necessity the rules are rather long, but large
E flying creaturnes are rire and special, so it's worth
* the extra efont involved! However, we would
recommend thar players ignore these special reles
- until they have leamed and used the rest of the
* flying mules. Some players prefer to ignore the
: Flying High mules altopether, and If vou and vour
opponent are so minded there i no reason why
vou shouldnt do so = simply assume thar high
winds make i impossible to Ay high.

At the start of his movement phase, when charges are
declared, the player also declares which of his fiying
models will fly up high, These models are removed from
the: tabletop during the movement phase.

Ary maodels which fiy up high are placed on 2 side table,
or spme other convendent spot designated for all models
from either side which are up high. The model is now
said to be "high' or ‘wp high'.

A fiying moxdel that is already up high at the start of its
mrn may cither remaln where it is or dive down onto a
designated podnt on the battdefield (but not into 2
wond?).

RESTRICTIONS ON FLYING HIGH

A model may not iy high unless it is already on the table
at the start of the turn. A model cannot therefore begln
the game fying high. Similarly, 2 model cannot Ay high
Of any murn in which it re-enters the batlefield, for
example if it purssed an encmy off the able,

A mode] may not fiy high if it is subject © some
tompulsory movement rule of 4 rule which prevenis it

fiying. For emample, if engaged in combar at the seart of
the turn, if lesing, when pursulng, or if it is in 2 wood
ind therefore unable 1o iy,

DIVING DOWN
ONTO THE BATTLEFIELD

4 model which is up high at the start of the turn can dive
dowm asywhere onto the baitdefield. The player declares
the muded Is diving at the start of the movement phase
At the same time 38 declaring charges.

To dive down onto the bardefield the player nominates
4 spot and places the model accordingly. The model has
Sompleted its move for that tumn,

| -

DIVING CHARGE

A player can dive directly onto an enemy unit by means
of a diving charge. The charge is declared in the noemal
way at the start of the movement phase.

The model dives onto an enemy unit and is placed at the
unit's front unless the enemy is already frontally
engaged, in which case It may be placed at the side or
rear in the same way as a normal Ayer’s attack,

A High EX Chamgécn mounsd o0 & grifor swoags gown fe altack
LniT of Bassiman.

CHARGE RESPONSES

The normeal charge responses can be made against a
diving charge (stand and shoot, hold or flee), Stand and
shoot responses are made at the maximum range of the
weapon (as I8 normal for charges from beyond a
WEAPONS maximuim nn,gr_j.

If an enemy fiees from a dive then the anacking model is
placed in its Aominated position and may more no
further, The fiving model does not chase the Becing
cnemy and s considered to have cxpended its
entire movement by diving. Troops fleeing from

such an armack will therefore always escape. !
Preferred targets for dive amacks will
therefore be enemy already engaged in
combat, or s@tic @rgets such as war
engines (whose crews may fAee
none-the-less).
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POSITION OF
MODELS UP HIGH

All fying models that are up high, from both sides, are
placed wgether on a side mble or suitable location away
from the game. They are assumed to be wheeling
around each other and aware of each other’s presence
above the batleficld. They may attack each other with
‘glancing blows” as described below, but note thar they
are not affected by psychology in respect to other
models which are high, This is because of the fecting
namre of aerizl warfare, where it is easy 0 wheel out of
danger and avoid cenfrontation.

FIGHTING UP HIGH

Whilst up high 3 model may not shoot weapons at
troops on the wmble, cast spells on to the mhle, or do
anything 10 troops on the tahle, Similarly, 2 model that
is up high cannot be shot at by woops on the table or
have spells cast upon it by wizards on the wble. The

prowess of Aying high puts you above and beyond the
hatthefield.

A model that is up high may attack an enemy maode] that
Is also up high. These attacks represent glancing blows
inflicted while the combatants swoop and climb, ciecking
roand each other and ‘dog Hghting” in the sky. Glancing
blows are worked out differendy from ordinary combat.
All combar fought whilse flying up high is struck in this
way; ordinary combat Is never fought berween maodels
that are up high.

STRIKING GLANCING BLOWS

In the close combat phase the player whose o it is
may strike glancing blows with models which are up
high against enemy models which are also up high. No
charge needs o be declared, the player simply palrs off
his model against his opponent’s model,

The player may choose which of his models will amack
which enemy model/s,
and he may decide o
artack all of his models
against the same cnemy
if he wishes,

Glancing blows  are
fought as follows, The
attacker makes all his
attacks in the normal
way, including any
atiacks from  ridden
maonsters, So, roll o hi,
and roll o wound as
normal. If  fighting
against a monster and
rider, work out which is
hit exactly as you would
for combat on the
ground, Thke any saving
throwrs exactdly as you

normally would

Once: the amacker has
struck his glancing blows

——

the combat ks over. There is no combat result, 1o Bregy,
tests are taken and nelther model will Bee or purg,
The attacker has pounced, struck his blows, and the pyy
models have parted,

Mote that the model which has been amacked does pry
strike plancing blows. Only the pliyer wiose i i
fights. This is very different from normal combat, s,
represents the flecting, momentary fighting ay g
attacker swoops upon and past ks eneomy.

FLYING TROOPS

As well as single large monsters and their rders, some
units of troops can also Ay, such as Harpies for example
In this case the unit acts a8 a body, and the entire upjp
will attack a single target.

Similarly, the entire unit is considered as a targer fir
glencing blows, so it is possible to kill several models 3,
a result of an anack.

CASUALTIES
1f the rider of a monstrous coeanure Is killed whilst fiying

up high. then the monseer will fiy off, away from the
battleficld, and takes no further part in the game,

If a rider's mount is killed then the rider is in trouble,
He will plummet to the ground skghtly avway from the
battlefield arca and is killed by dhe fall. Actually, be is
more killed by the ground, but I'm sure vou get the idea,

OTHER COMBAT

While up high models may not shoot assile weipons,
use breath temiplace weapons, or cast spells against cach
other. Althoupgh we can imagine bow these things might
be possible, it would take many pages of extra rules o
add this level of detall. More property, such detail
helongs 10 a separate game or supplement, and who
knovows, maybe we will deal with asdal combat in a funare

B,




CHARIOTS

E, hariots make ideal transport and fighting
machines for chasacters. They are also
sufficiently powerful wo stand up to large
monsters and even segiments of troopa,
Most charints have ar least two crewr
: % members, one to control the team
pulling the charior and the other 1w Aghe. Chariots can
pe pulled by horses, but many of the races of the
warhammer World employ far more deadly erearures.
For example, Goblins harness wolves 1o their chariots,
while Orcs fovour brutal snorting warboars, and the
chariots of the Undead are pulled by cadaverous
skeleton steeds hung wrth taters of rotting flesh.

THE CHARIOT MODEL

A eharlot, including ks crew and the creatures pulling i,
s considered o be a single model in the same way a5 a
poweriul character riding a large monster. In fact, you
can think of the charor as being another kind of
moaster, albeit one constructed from wood and iron
rather than flesh and blood!

CHARIOT UNITS

Chariots can move and fight individually in the same
way as character models or large monsters, Each charot
Is, In effiecr, a unit of one model. This is how most
players prefer to use thelr charios and it is most
appropriate where there are only a few chariots on each
Hile.

CHARIOT SQUADRONS
I'yon have several chariots then you can choose to form

| them into 2 single loose unit or ‘charior squadron® if you

wish, You do not have w do this, you can field the
sharing a8 single units of one model if you prefer. The
advantage of lumping your chariots together is that they
will benefir from making all Leadership tests on the best
Leadership value of the group in exactly the same way as
A undt of troops led by a heroic character.

When fighting in a squadron in this way each chariot

| st be within 3" of another charor in the same

#uadron forming a rough line or clump, The squadmon
- 0es not have to adopt 4 formation as such and for this

Teon i referred o 25 a ‘loose’ undt. The models are
8tlll moved individually but must remain within their
! *uadron for the duration of the game.

EXCESS WOUNDS

Buess wounds inflicted against chariots are never
| Gmied through onto other chariows, not even whens
1 are Aghting in the same squadoon,

h"hiﬁnqpcﬂrhmemunuemﬂgh:uif
Uty were single models, even when Hghting

1 $uesdrons. However, they still ke Break
l“dpﬂj'dmlmm as one umt, will fee

0 pursue a5 one umnit, and in other

FESPECES ane preated a8 a unit. The reason excess wownds
are igmored is that the models will not necessarily be
touching (they can be up 1 5" apart) and also because
chariots are imporant pars of your army it seems
appropriane deat they should be treated individually.

MOVING CHARIOTS

A chariot moves at the same speed as the creature thar
pulls it. Chariogs can never march, although they double
their move when charging In the same way as other
models. When you move a charot model simply
measure the distance and make your move. There i no
need to turn or wheel, as the chariot is able to wm
freely to face any direction you wish, just like a large
MOnSsier.

OBSTACLES AND TERRAIN

Chariots cannot move over obstacles or difficult terrain,
CHCEpt T0 CPOSS 4 fiver at a bridge or a ford. A charior
compelled to move over terrain it cannot normally cross
is likely to be damaged as its wheels serike rocks, its
body becomes entangled in undergrowth, or it careers
keadlong through a wall. If forced by crcumstance into
difficult rerrain or over an obstacle, the chariot sustains
D Strength 6 hits, These are randomly distributed
among the chariot, crew, and creatres in the same way
4 hits from shooting (see below for o description of
howe 1o do this), Charlots sometimes have
1o croas cbstackes or difficult terrain for
reasons beyond their control, for
cxample if they are forced o
flee from close combar.




FICHTINC CHARIOTS

CHARIOTS WS

Chariots do not have a scparate Weapon 5kill, so when
they fight in hand-to-hand combar the enemy compares
hils Weapon Skill against that of the charlot’s crew. If the
chariot has crewmen with different Weapon Skill levels
then he abways counts the highest. If all crewmen are
slain and you stll wish o swike blows against the
chariot, count its WS as 0 and therefore all anacks hit
antexrnatically,

ALLOCATING HITS

A chariot mode] gomprises three cistinet parts: the crew;
the creatures pulling it, and the chariot body itself
When enemy woops are shooting arrows or other
missiles at the chariot, or when foes artack the chariot in
hand-io-hand combat, any successful hits are randomby
allocated between the crew, creatures and charior body,
This is shown on the chart below:

Roll 2 D& for each hit seored and consult the chart for
shooting or hand-to-hand fighving. The difference
between the two chars reflects the difficulty of hiting
crew with missiles from a distance, compared with the
vulnerability of crew once they get stuck in to hand-mo-
hanad combar and are exposing themselves to attack,

SHOOTING HAND-TO-HAND

Charict Body
23 A Cmashea

46 A Crow Mambar
"1

3

1 A Crew Member 1

23 A Creature
48  Chariot Body

[Emm:apmmhasﬂrcﬂybemd:m:d,dunma
rofl the result untl you hit another. So, if you have killed
all the creatures you will re-roll any further hits onm
creanres

WORK OUT WOUNDS

Diumhumalmwdc::hlnnwm&mtfumh
wonnds exactly as you normally would against
tmopm.lfdmcmhueidcmimjmmmm
it 18 not necessary to establish which is hit, the player
may remove any one crew model as @ casualty or mgky,
an appropriate note where crew models have beeg
glued iato place. Where the crew hawve dlifferen;
characreristics, if one is a hero for example, then
necessary 1o further decide wivich has been hit. This oz,
be done by rolling randomiy using a D6 as approprigre
(for example, if there are two crew 1-3 = the hero, 4.6
= the gther crew member).

Chariots have their own Toughness value, Wounds, ang
other characteristics for the chariot body as indicated oq
their profile. In most cases this is as follows, altheugh iy
some instances a chariot may be especially lurge with
mare wounds or greater Toughness,

SLAIN CREATL/RES

If some of the creamures pulling 4 chariot are slain then
it will move proportionately slower. For example, 1
chariot pulled by two horses noemally rravels 8° but this
is reduced to 4" with only one horse as half the horses
hawe been slain. Obwiously, the more creatures thers are
to pull the chariot the smaller the propordosl
reduction in its movement should they be slain, Should
all the creamres be slain then the charion is brought toa
hals.

SLAIN CREW

A chariot can continue to fight so long as it has ar least
one crewman lefi If all dts coew are slain, and sssuming
it can still mowe, then the chariot will move randomly i
its own movement phase. This is worked out along with
other compulsory movement (see the Movement
section). The chariot rampages 206" up 1o its maximum
spoed in 2 completely random direction. This can be
established using the Scatter dice. If vou roll a double
then the creatures collapse with exhaustion before the
charior moves and the model is removed from the hatte.
Otherwise, the chariot model is moved

the distance indicated. If

the chariot collldes with
troops then
It commes 1o a
halt and a i f
round  of
hand-to-
hand combar
follows just as if
the chariot had

3
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WOUNDS
i ON THE CHARIOT BODY

tﬂﬂmmhqdrsuﬁ'ﬁs:wnmm&mﬁhlsrmdnd.
l' ce the chariot body has suffered ita full complement
of wounds it is descroyed and the entire model is
I from the battle. The creatures pulling the
mg;meirhmhlbdinﬂwwraddaeﬁﬁmmruld
ke oo further part in the conflice. Any surviving crew
mmunmmﬂ@tanfnuﬂdmphyuhumud&hm
| epresent them, otherwise they are considered to be

* plled.

CHARIOT ATTACK

4 chariot has three tppes of attack: attacks from its crew,
gitacks from the creamures if they have them, and impact
fits from the chariot's superstructure, scythes, blades,
eor. Of these the impact hits from the chariot are uswally

the most dangerous, causing considerable damage as
|' the charict thunders into the enemy ranks. Chasiots oaly
inflict imparct hits when they charge because they need
o move forvard, trampling of knocking aside enemy,
. sushing them under their wheels or slicing them with
their scythes.

IMPACT HITS

When a chariot charges it automatically causes D6 hits,
plus 1 for each scythe blade oed to fts wheels or to the
thariot body (this will normally be +2). These hits are
inflicted first, before any aracks from either side in the
mombat. MNote that no roll is made 1o score Impact hits,
the charging charior automatically causes hits. The chart
bedow summarizes this.

IMPACT HITS INFLICTED

CHARGING D6 +1 por scythe
i OTHERWISE More

-~ Allimpact hits from the chariot are worked out using the

Strengih value of the chariot itsell, ic 7 In most cases,
The main danger from a chariot comes dusing its charge,
% it i vitally important for chariots not to allow
themselves 1o be cutmanoeuvred and charged by the
tmemy. Chariots caught out in this way get no Impact
hits and are Hkely to be overwhelmed.

Impasct hits against a unit of woops are worked out
gdinst the roops rather than against any charactess in
the uni, Ifa chariot charges against a single character on
owm, then the impact hits will obviously strike the
. but in other cases it is assumed that the
ris canmy enough to avoid the crushing chariot

Whilst those around him fall beneath its wheels.

CREW ATTACKS

chﬂmcrﬁwmagﬂghugmmmyhmﬂmnﬁmm:
tharine whether to its front, sides or rear. They strike
Blows i normal Initiative order, and atrack first during

, exactly like other warmiors, All crew fghe,

including the driver, Many playerss find it helpful as well
15 convenient to glue thelr chadot onto a card or
wooden base large enough 1o accommodare the moded,
15 this makes it clear which enemy models are fighting,

CREATURE ATTACKS

The creatures pulling 2 chariot may fight if they have
their own artacks. Wolbves, for example, have their osm
sttacks, Due to the restrictions of harness and reins,
creatures can only attack enemy directly in fromt of
them. Work out attacks in Initiative onder, and anack first
during charpes, exactly s normal.

CHARIOT CHALLENGES

A character in a charlot may issue or meet a challenge.
Any creature attacks from the charlot count towards the
challenge, but crew (other than the character) cannot
fight in the combat at all. Any impact hits are worked out
against the ordinary troopers in the wnit rather than the
character; they are nodt eonsidered part of the challenge.

FLEE AND PURSUIT

Chariots flee and pursue exactly like ordinary troops. IF
broken in hand-ao-hand combat and forced o fee they
move 206" or 306" depending on their speed. If caught
by pursuers they are destroyed. Similarly they pursac
flecing enemies ar the same rabe, and will destroy them
if they are caught.

WAR MACHINES AND CHARIOTS

If firing at a chariot with a stone thrower, or other
weapon which has a template, position the template as
noemal. Each part of the chariot is weated separately, s0
the creaturesicrew/charior body are potentially hit if
these actual models are within the template area. Treat
each crew member, creature and the chasior bedy as

separate GIrgets.

SLOWYHD
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WAR MACHINES ‘

f, ar machines are an important part of
maxy armies in the Warhammer World.
Gigantic cannons are amongst the most
spectacular of these engines of war, but
ther manufacture is difficule and the
¥ secets of gun casting and gunpowder
manufacture are carefully puarded. Ores and other less
sophisticated races build gigantic stone throsers which
Iob boulders high into the air o come crashing down
upon enemy formations or behind city walls. Baolt
throwers are powerful giant crossbows that can send a
spearsized bolt clean throuph several ranks of enemy
shewering each in wrn! These ase all relatively common
war machines that ;an be found in several armies,

MODELS

A war machine model comprises the machine itself plus
a crew which is usuilly rwo or three crewmen. The crew
figures are based separately, unlike with a chariot ar a
ridden monster where the crew or riders are likely to be
physically glued w the chariot or mounr. This is
necessary because § war machine's crew can be forced
o flee away trom their machine, either because they are
broken in combat or because they pande.

BATTERIES

Ezch war machine can fight as a single unit of one model
rather like a chariot or a hero riding a large monster.
This is the usuzl way in which war machines are
deploved, especially in small armies which might have
only one or two machines, .
If an army inchsdes several war machines of the
tame type these can be organised into wnis
called batteries. War machines are
auromatically assumed to be formed into a
battery when deployed within 5" of each other
at the start of the game. For purposes of

forming batteries all stone throwers count 2s the sam,

type af machine regardless of their size, and the same i
true of cannons and great canmons,

When fighting in a battery cach war machine g,
remaln within 5" of another machine in the same harteg,
forming a rough line or clump, The banery does ngy
have t0 adopt a formation as such and for this reason
referred to as a Yoose’ unit. The mbdﬂsmﬂilln-w
individually but must remain within their battery for the
dussation af the gime,

CHARACTERS

A character model may join a unit of war machines in the
same way s he might join a unit of woops. Nowe
however, that batteries never include their owp
Champions — only units of troops have Champions. The
undt will benefit from the associated character's
Leadership value in the same way as would a unit of
TOOpRS.

In the case of batteries, the character must be positioned
with a specific machine for purposes of allocating
damage from shooting hits. However, only crew can
operate 3 machine, a charscier cannot operate 3 war
machine.

Charactess do not actually become crew when they join
a machine, and are never bum should the machine
malfunction. They keep sufficient distance betwees
themselves and the dangerous mechanism to be safe

EXCESS WOUNDS

Excest wounds inflicted against war machines are néves
carrled through onto other war machines, not even
where they are fighting in the same battery.

Ini this respect war machines continue to fight as If they
were single models, even when fighting in baeres.
However, they still take Break and paychology tests
as one unit, will Aice and pursue as one
umnit. and in other respects are treated
a8 & umit. Mote that this is consistent
with the rules which apply w
squadrons of chariots, and so
shoubdn't be o hard 1o remember,
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WAR MACHINES IN COMBAT

]
&1

[he crews of the war machines described here all fight
hﬂ.csmemmuﬂl:rdunr:pﬂtn‘umﬂnsmm
pmes over the rules have been collected wogether for
pase of reference. Note that some of the war machines
dm‘jm in the Warhammer Armies books have their

o special rules.

SHOOTING

when shooting at & war machine shots are worked out
aguinst the entire model and any hits scored are
randomised against the crew and machine. This is
essentially the same procedure as for shois ar characiers
riding large monsters and for chariots.

Wwar machines and their crews generally constinite a
Jarge target (more than 10° high or broad in real terms)
and so the shooter benefls from a +1 to hit booos,

Oince hits have been established randomise where they
strike as shown below

The machine - Roll o ‘wound’ the maching.
A crawman « Roll 1o wound & arwman,

1,234
Sorf

Omce all crew are slain, or if they flee, or once the
machine is destroyed, further hits do not need o be
1andomised but will sirilee a crewman or the machine as

appropriate.

HITS FROM TEMPLATES
Any shots from stone throwers, of any weapons which
use a template, are worked out in the same way as
described for chariois. If a crewman les under the
template he is hit; if the machine lies under the template
it 18 hit,

AITS ON CREW/CHARACTERS

Usually a machine's crew are identical, so it is not
necessary to determine which is hit, bur if 3 bamery
includes a character he may be bit by shots directed at
the machine. In this case, randomise any crew hits to
determine whether the character is hit. For example
where there are two crew and a character roll 2 Dé: 1-2
= crewmnan A, 30 = crewman B, 5-6 = character.

CHARGE RESPONSES

I chiarped, & war machine's crew can cither hold or Aee
but cannot stand and shoot as the machines are o
umbersome o allow this. Where machines fight in a
battery the entire battery must declare the same
mesponse, and must either hold or flee from the charge.

HOLD

In hand-to-hand fighting the crew will defend their
machines and models are antomadically repositioned so
that they can fight enemy in contact with the machine.

If seweral machines are organised into a battery all the
crew from all the machines plus any chamcters with the
battery may group together to Bght 50 long as individual
crewmen,characters do not move further than their
normal move dismance to reach an enemy Enemy
models can divide amacks between crew, chamcters or
machines that they are touching. The machine iself

FLEE
If 2 machine's crew Bees from a charge then the chargers
can either contimue 10 charge past the machine in arder

to destroy its crew o, if the player prefers, they can stop
wiren trey reach the muchine amd arsck ie The momochdme

ieself does not fiee as such, but is abandoned by its crew
and any assoclated characrers.

FLEEING CEEW

If crew flee from hand-to-hand fighting their machine s
abandoned. The victors must ignore it in ocder to
pursue unless the player elects o restrain pursuit amd
passes the required Leadership west to do so.

Maote that once separated from their machines crewmen
become Individual models. Consequently, the number
of crewmen feeing is used as the basis for Panic tests on
friendly troops nearby. For purposes of rallying the
original mumber of coewmen is considered to be the
original size of the unit. Thus six crewmen flecing from
a battery of machines would cause a Panic test in friends
nearhy {as there are five or mare) even though they may
hawe abandoned only three machines,

ATTACKING A MACHINE

A machine anscked in hand-to-hand fighting is assumed
w0 have a W5 of 0 and is therefore hit automatically.

An enemy attacking an abandoned war machine is nog
considered to be engaged in combat. No combar results
are worked out and the artackers are free to move away
from the machine as they wish,

ABANDONED MACHINES

An abandoned maching can be re-crewed by orew
members from any other war machine from the same
side if their own machine has been desmroyed or
sbandoned. Crew may deliberately abandon a war
machine in order to crew another. Crew models will not
fight away from a machine and if they are charged whilst
not serving as crew they will always lee.
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STONE THROWERS

Stone throwers are powerful end destructive weapons
that lob large boulders high into the air, sending them
crashing through enemy ranks crushing limbs and
armour alike. Many races of the Werhammer World use
these devices. Nor all are built in the same way by any
mEns: SOMme use @ massive counterweight 1o catapuk
their missile into the alr while others use 1orsion power
like @ giant crossbow. The bigger the engine, the larger
the rock it can throw and the more damage it can do.
The very lurgest stone throwers can hurl 2 projectile big
enough o knock down buildings and even ciry walls)

Work out the results of stone throwing in the shooting
phase. To work out damage you will need the round
miissile template with the hole n the centre. The stone
is not as big as the template of course (thar would
require a very large engine indeed) but shatters on
Impact sending shards of sharp stone over a wide area.

Fivot the stone thrower on the spot so that it s pointing
in the direction you wish 10 shoot. The crew do not
need o be able wo see their anget, but they must be able
tor see that there are enemy in the direction they are
firing. Mow declare how far you wish to fire the rock.
“You must do this without measurding the distance to vour
TArgel, 60 you must guess the rage as accurately as you
can, Onee you have made your guess place the missile
template directly over the spot where you have puessed.

For examyrle: You are firing o stone thrower at a
unit of Bretovinian Knighis in front of you. You
smigtke your guess and declare that you are firing
28" directly towards the centre of the Knighis.
Having made ypour puess you take the remplate
and measure 28" towsrds your targer. If you
bave made a good guess the emplate will He
ouer your fntenaed targel. [not, don't worry -
there's still a charice the stone may veer off
corrse ard Bil sometbing.

To decide whether the missile lands where you have
aimed it roll both the Scater dics and the Arnillery dice.

The Scatter clice 15 the dice marked with arrows on four
sides and the word HIT on two sides. If vou roll 2 HIT
then the missile lands exactly where you have aimed i,
If you roll an arrow then the missile veers in the
direction shown by the arrow:;

The Asillery dice s marked 2, 4, 6, 8, 10 and MISFIRE.
If you roll a misfire then something has gone wrong -
roll a D6 and consult the Misfire Chart below:. A misfire
roll automatically cancels out the whole shor regardless
af the Scatter dice result. If vou roll 2 number on the
Artillery dice then this is the distance in inches the
missile veers off mrget as shown by the armow on the
Scatter dice. Move the template the distance indieated in
the: direction shown by the ammow If you roll a HIT then

the numbers are ignored; 2 number

¥ simply indicaves that the shor
@% has not misfired,
af ot Tmila o
! Ay B, T, -
bV Nl 4 i
) Il :ﬁh ¢ if ! i
3 D K

For example: You guess bang on and the
tempiate Hes divectly in the middly of your
chosen target, You roll botk dice. The Scarter
dice shows @ HITY You bave landed bang on
targel. The Arlillery dice score is 4= the number
indicates that nothing (s amiss aind the shot
lands exactly where you aimed ¢, If the Artillory
dice bad been a misfire then the ubale shor
world bave been messed up as described on the

Misfire Chart.

VISFIRE CHART FOR STONE TITROWERS

D6 Roll  Result

12 DESTROYED!

The engine cannot stand the strain placed opon i
and bregls under the tensbon as it & fired. Bits of
wood and metal fiy all sround, the stone tembles o
the ground splintering the engine and throwing
debris Into tee air. The engine s destroyed and ies
crew slaln or injured. Bemove the engine and i
CIEW.

34 [MSABLED

The normal smooth running of the wachine and is
crew is disrupred by some accidenmt or freak
oocusrence, A rope soaps and lashes about wibdly, 2
creweman sets the machine up wrongly so tha it pulls
imself apart, or maybe 3 careless opeator becomes
entangled in the mechanksm. The engine does not |
shoor this nurn and cannot fire pext m either while |
the damage is repaired. To help you remember it is 2
good idea to turn the machine round to face away
from the enemy. In addition, one of the crew i slain
= ciught by a smapping rope, entingled in the
machinery, or thrown high into the air in place of the
stne!

50 MAY NOT SHOOT
A minor fault prevents the machine shooting this
Turn. A crewman drops the sone as he fts [ nio
position, maybe a wratchet jams or a rope loosens.
The machine |5 unharmed and may shaot a5 nommal
nAET DU,

DAMAGE

Oiwe you have established where the sione lands
damage can be worked out. Any model that lies direcy
under the hole i hit sutomatically - nowe thar only oot
masdel can lie within the hole and if there is any doub i
is the model which is under the smet centre that is hit
Models whose bases le under the rest of the remplate
are hit on a D6 roll of 4+ .

¥ona willl have to use your judgement and common sense
to decide exactly which models lie under the template -
Aometimes it i not casy to judge puedscly As 2 rule of
thumb a model can be considered as 2 potential kit if at
lesast half of its base area lies under the templare, while
midels whose bases ane only tueched or grazed can be
ignored.




| SPLATY The sfone hes landed in the middle of @ unit The modsl
| undar o canlre of the emplais s Rt and 8 othar modals may ba Al
 Eght dke are rolled sooring 4 hete plus the original 1 makang a total

LA 5 - na m bad shat|

Oince you have worked out which models are struck by
yoar missile work out damage in the usual way Roll for
eatch target 1o see whether you cause damage. Stone
threwers have a Strength of 7 of more, so they cause
damage on the roll of a 24+ agains: most human or
similacly sized targets. Refer to the damage chart for
detzils. A damaging hit frome a stone thrower causes
ether D3 or D6 wounds depending on iis size, but as
most creatunes have only 1 wound it s Aot necessary o
take this dice roll. It is, however, useful when artacking
characters and big monsters.

N0 armour saving throw is permitted apainst wounds

- Irom a stone thrower, When a big rock lands on you you

E"‘Gwﬂshudm;gardleuafwhm armour you may be
wring)

PROFILES

Sione dirowers vary in design - some are higger than
- Dihers, some are positively monstrous! Dasically,

0 there are two types: ordinary sized ones and
' 4§ oncs. Details are given below for typical examples.

L mam
Range you
may Giuess

Strength Wounds Armour
Save

Alone Thrower Frs 7 o3
818 Stone Throwsr  g0°

§ Lage, solid devices sione throwers are difficult to
o ov. Howeyer, it's possible for them o become the
et of other engines of war or they may be aacked by
g Tomsters, Stone throwers therefore have a profile
. Creatuee with a Toughness value and a number of
& Mds which they can sustin before they are
7ol A3 with other deeails these might vary In
ot eases, but a rypical engine has the values shown

The move rate is the speed
the stone thrower can move
with its full crew - if any crew
are slain Its speed Is reduced
proportionally. A machine eanmot move and
shoot in the same tuen except to turen o fce
its target. Generally speaking, war machines
have such a long range that it is pointless moving
them about.

LOSS OF CREW

A stone thrower requires a full crew o work It properdy
= o carry stones, wind ropes, push the machine round
to bear on s target, and so on. If one crewman is slain
then the rest can just abour get by without slowing up
the machine nodceably If twn oFf more crewmen are
dﬂndttnrhemmﬂmnumwmh:mublemggpg,
and the stone thrower will have o miss 2 whole wm
before it can shoot again. This is in addition to any
penalty imposed by a misfire result. Obwiously the
engine requires at least one crewman to work, and
should they all be skain the machine & useless,

STONE THROWER SUMMARY

Artliery dice,
If the Artillery dice is MISFIRE refer to
Misfire Chart, otherwise...

If the Scaner dice is a HIT the stone has
struck home.

1f the Scatter dice 15 an arrow the stone has
lanided in the direction shown 2, 4, 6, 8 or
10" away from the aiming point as shown on
the Actillery dice.

‘The single model in the exact centre is hit.
Femaining models under the remplate are
it on the D6 score of a 4+

Wiork out hits as normal Models are allowed
no armour saving throw from 4 stone
thrierer.
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CANNONS

Cannong are dangerous If sometmes unpredicoable
weapons whose manufacture is limited to human and
Drwrarf expents. When tiey work cannons can shatter the
most determined enemry, pouring deadly shot into his
massed formations, levelling his cities and toppling
buge monsters. But cannons often go wrong.
Weaknesses in the casting methods can leave minute
cracks or other defidlencies which cause them to
explode when fired. Gunpowder can fail w ignite or
may cxplode premaurely. Despite the occasional
spectacular accident, cannons are extremely potent
weapons that have been Instrumental in winning more
than one barde on bebalf of their users.

Cannons are fired in the shooting phase along with
other misslle weapons T shoot your cannon first ourn
it on the spot 30 that it points weands your intended
target. Now declare how far you wish to shoot — ep 247,
30°, 32" ewc. The bal travels the distance you have
nominated, plos the score of the Artillery dice. Roll the
Artillery dice, and add the score 1o the distance you have
declared. The ball ravels the total distance towards the
target, and will land short, pass steaight over, or hit
depending on how ascurately you have guessed the
range and wiat effect the dice has. Remember the dice
will abways add at least 2" to your estimare, and can add
up to 10°, so you should aim a few inches shor of your
rrget.

Once you have establithed where the cannonball hits
place a smali eoin or other marker directly over the spot,
The cannonball does not stop where it hits the ground,
but bounces straight forward and cuts a line through any
argets in the way To determine how far the ball
bounces roll the Amillery dice dgmin and mark the spot
where the ball comes 12 land. Any models berween the
points where the ball striles the ground and where it
cvenmally comes 1o land are hit by the fiying cannon-
ball. The diagram below shows how this works,

Any model struck by 3 cannonball takes a Strengrh 10 hix
resobved in the normml manner. If the cannonbail
wounds its target then i cavses not 1 wound bue D8 or
D6 wounds depending on the skze of the cannon. As
most maodels have only 1 wound anyway it will not be
necessary to roll this extra dice, but it is important when
it comes to rolling for heroes, big monsters, and engines
af war which can take several wounds. Wounds caused
by cannon shot cannot be saved by armour.

Mo armour saving throw is permiced for wounds caused
by cannons. If a canmonball hits you no amoumt of
Armolr i going o do you any good,

For exanyivle: You are jiring a cannon at a unit
of Gobling in front of you, You mabe your puess
and declare that you are “giming 127 directly
tonparels the middle of that Gobifn unil.” Having
ade your guess you roll the Artillery dice and
seore 4, wiich equals . This makes a total of
16", Measure 16" towards the Gobling and place
a marker where the ball Bits. If you bave
greessed swell this will be fust in front of them.
The ball now bounces forwend the score of the
Artillery dice. This timee you roll an 8 and the
ball bownces straight frough tbe Goblin wnrit
bitting all the models in the way.

MISFIRES

You roll the Artillery dice rwice when a cannos & fired
s0 you have two chances of rolling o misfire resuly
However, the two results will be different. If vou eoll 5
misfire when you roll the fiest dice the cannon has
literally misfired and may explode. If you roll 8 misfie
on your bounce soll then this merely indicates the balj
has stuck in the ground and does not bounce,

If you roll a misfire as you shoot the cannan then
consult the chart below.

CANNON MISFIRE CHART

D6 Roll  Resalt

12 DESTRUOYED!
“The cannon explodes with a mighty crack. Shards
of metal and wood fly in all directions leaving a
hole in the ground and a clowd of black smoke,
The cannon is destroved and s crew slain or
injured. Remove the casnon and its crew.

S-d MALFURCTION

The powder falls o ignite and the cannon does
not fire. The crew mast remove the ball and
powder bofore the cannon can shool again =
which takes another twml The cannon therefose
cannot fire either this turn or the next wm, IEisa
good idea to tuen e cannon round to indicate
this.

50 MAY NOT SHOOT
A minor fault prevents the cannon firing this murn,
perhaps the fuse is not set properdy or maybe the i
crewmes imdshandle the loading procedore. The
cannon is unharmed and may shoot as normal
NEXT DU,

If you roll 2 misfire an your Bounce roll then the cannon
is unharmed, the misfire result merely indicares that the
cannon ball sticks in the grovnd where it hits, If the shot
lands on top of a model then that parcioular medel is hit
as normal, but there & no further bounce damage.




PROFIIES

Cannons are hand forged by master craftsmen, and
encry canmon i different with livtle standardisation in
the way of calibres or length. Individual cannon can be
exremely large, but most are either large cannons, such
z the Empire's Great Cannon, of smaller canmodns.
Deqails are given below for typical examples. The
difference berween the two sorts (s range and damage.
Bgpger cannons carry a larger charge and so have a
| longer range and cause more damage,

Mawimum
Range you  Strength Wounds Armaur
may Guess Save

Cannon 48"

Grzal Cannan 80"

Cznnons are east from iron or bronee and are built int
slid carrtages, They are very difficult o destroy
ahhoupgh the enemy gy tiy to attack them with other
engines of war, large monsters of magic for example.
They therefore have a peofile like a creatwe with a
Toaghness value and a number of wounds which they
can sustain before they are deswroved. As with other
details these might vary in specific cases, bur a typical
cawnon has a value as shoem here. The move rate is the
speed the cannon can be moved by a full buman crew
asuming ir has wheels. A cannon which does not have
. wheels cannot be moved. If any crew are sliin the
. canon's speed is reduced proportionally,

| Acannon cannot move and shoot in the same tum
txept fo o o fce i oeget. Generally speaking
tnnons have such a long range that it is pointless
mering them about.

Wounds

Touwghness

LOSS OF CREW

A cannon requires 2 full crew 1o work properly - 1o carry
cannonballs, load gunpowder, push the machine round
to bear on its arget, and so on. If one crewman is slain
then the rest can just about get by without reducing the
rate of fire. If two or more crewmen are slain then the
remalning crew will be unable o cope, so when it
shoots the cannon must miss & whole turn before it can
shoot again. This is in addition to any penalty imposed
by a Misfire result,

Obviously the cannon requires at least ong erewman to
wark, and should they all be slain the machine becomes
ustless,

SUMMARY O}

ANNON FIRE

Charr

Mark the point where the cannonball
strikes the groond and roll the Anillery
dice: to establish the bounce distance_ All
models in the path of the bounce are hit,
Tf you roll a misfire for the bounce the
cannohall has stuck in the grownd and
does not bounos

Work out the effect of hits normally Models
have no ermour saving thoow for a cannon
hit.
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BOLT THROWERS

Bolt or dar throwers are large crossbows which shoot a
spearsized missile. They are so lange that they are
mounted on their own stand, often with wheels so they
can be pivoted easily A crew of two or more is required
to-wind back the powerful torsion arms and position the
huge bolt ready for Erng. On the whole these weapons
are nowhere near as large or cumbersome a5 stone
throwers and cannons.

Baolt throwers are fired in the shooting phase along with
other missile weapons, To shoot your bolt thooweer first
turn it on the spot so that it podnis towards your
iotended victim. The bolt wravels seraight forward and
(hopefully) hits the first targes in its path.

To determine whether the bole strikes its target roll a D6
o it using the crew's BS in the same way 28 bow shos,
crogsbows, and other missile weapons. The usual
modifiers apply, exvept no penalty is imposed for
turning the machine, as it is designed to be used in this
way. Sec the Shooting section for details,

If you seore 2 hit work out damage as described below,
If you miss then the bolt hits the ground or salls into the
air and comes down harmlessly somewhere else,

WORKING OUT
DAMAGE FROM HITS

A baolr thrower is a powerful weapon which can hurd its
boit through several ranks of troops, plercing each
warrior in ourn. If you hit then resolve damage against
the target using the bolt thrower’s full Swrength of 5. If
the model is slain then the bolr hits the trooper in the
second rank directly behind: resolve damage on the
second model with a Strength of 4. If the second rank
trooper is slain then 2 model in the third rank is hie
resolve damage with a Strength of 3. Continue to work
out damage as the bolt pierces and slays a mode] in each
rank, deducring -1 from the Strength for each rank
pieroed.

A model damaged by a bolt throeeer sustains not 1 bt
D4 wounds, which means that even larpe monsters can
b hurt or slain by a hir from a bolt thrower. Armour
saves are not allowed for hits from a bolt thrower,

because the missiles are so fst and deadly that any —

armour is pierced along with its wearer, Because saves
are not taken 4 target with onky 1 wound will be slain if
it takes damage, there is therefore no need to roll the Dd
1o decide the number of wounds.

PROFILES

The bolt thrower hurds 3 sharp dpped apear wikich
causes considerable damage. The chart below shows g
details.

Armour Save

Sirength

Range Damage

A bolt thrower is made from solid wood and inon. They
have a profile like a creapare with 2 Toughness value s
2 number of wounds which they can sustain before they
are destroved,

The move rate is the speed the bolt thrower can be
moved by its full crew assuming it has wheels. An engine
which does mot have wheels cannot be moved. If crey
are glin the bolt thrower's speed is reduced
proportionally, A bolt threwer cannot move and shoot iy
the same turn except to fum to face its rarget.

Wounds

Touwghness

LOSS OF CREW

Some bolt throwers have a crew of two and if one
crewnmn is slain then the remaining crevaman can
just about ger by without slowing up the
machine noticeably. Should a bok
thrower require a larger crew then the
loss of a second crewman will reduce

its rate of fire to every second tam in
the same way as for stone

Align bolr thrower on tirget and roll to
hir.

Resoilve damagr at Soength 5. No armour
save is allowed for 2 bolr thrower, :

If the: target is slain roll damage aganst
the second mank at Strength 4.

‘Comtinue rolling for damage ontil you fil f
o slay the target or ron out of ranks.
Deduct -1 from the Strenprh for each
rank already pierced.




OTHER WAR MACHINES

Gone trowers, bolt throwers and cannons are common
0 .'lu:‘\'t!'-ﬂ armies, but in addition there are MUATTY SIFAnge
war machines which are available only o specific
arpnies. These are described in the Warhammer Armics
books wegether with the special rales that apply to them.
peamples include Flame cannnne which spout o sheet af
fame, devastating multiple-barrelled cannons, and the
deadly ikaven warpfire thrower.

some of these unique war mechines are so different thag
they have entirely new rules, but others are simila- to
the machines described above in that they conslst of a
weapor, and crew. In general, when shooting at such
machin=s, all hits are randomised berween the mackine
and orew in the same way as hits on stone throwers,
cannons and bolt throwers. Also generally speaking,
when Bghting hand-to-hand against such machines
the same rules apply as to the crews of stone
throweess, cannons and bolt throwers. Exceptions o
these procedures are described together with the
spectal rules for the weapons In the appropriate
Warhammer Armdes books.

Owan’ FIsme caivaon
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LEADERS, STANDARDS

o far we have described wnits of troops
a5 consisting of identical rank-and-file
troopers. However, more often than not,
warriors march to war under the
- leadership of a captain or some such
. ¥ afficer, to the sccompaniment of a daum
or horn, and beneath the fluttering standards of their
cities and milers. The regiments of the Empire march
under flags bearing the arms of their Electors and their
Emperor. Bretonnians go to aar before the glintering
heraldic banners of their Lomds and King. Orcs wave
banners covered in glyphs procliming the might and
poerer of their chiefiains.

Standards and drums also have a practical walue: they
are wsed to signal mw the toops, direct their unit's
movement, and provide a highly visible point around
which formation changes and manceuvres can be made,
The rules described below represent the boost that
standards and musicians give o a unit’s fightng

Prowess,

POSITION WITHIN THE LINI]
As already described eardier, the leader model must e
placed in the middle of the front rank of the unit. The
unit’s standard bearer, muosican, Champion and any
charaeters that have joined the unit, must also be placed
in the front rank. When the unit turns round o fce the
side or rear dis leader, wpether with standsed, musician

and any characters. are awtomatically resrranged ino
the front rank

Except as discussed clsewhere, these special models,
including any characters which have joined the unit, are
alwrays positioned in the front rank, with the leader in
the middie,

LEADERS

A unit must always inchide a lesder model to represent
its captaln or senior officer, chiefiain, or other worthy.
He does not fight better than his men and his profile is
exactly the same. His inclusion is intended 1o provide a
visual fiocus for the unit to make it look more splendid!
The leader is always placed in the centre of the front
rank of the unit. If there is no obrious leader model in
the unit then the individual in the centre of the front
rank is automatically assumed o be its leader.

The unit's leader has the same weapons and armour as
his men, and if the model itself actualty lacks a shield or
substinates a swerd for a trooper's spear, then these
differences are ignored during the game itsclf. The
Ieader fights exacty lke other ordinary members of his

k.

Leader models are not normallr removed as Sasualtes,
an ordinary trooper may be removed instead. This
iepresents the second in command taking over, or the
most spirited trooper assuring command in his
commanders place. When removing casualies most
plavers leave ther leader model until the very last,
although this 15 entirely 2 matter of choice.

Y Y : *

CHAMPIONS

A unit of troops can include 3 Champion chamcter
madel as already described in the Heroes and Wizards
section. The Champion can also be the unie’s leader if
you wish, or alternatively you can have a separaic
Champion and leader. It makes no difference whether
your leader and Champion are one and the same or two
different models, cxcept that it enables you w add 2
further interesting model to the unit.

STANDARDS

A unit of troops may carry a standard which might take
the form of a flag, banner, totemic Idol or similar device
The standard is carried by a standard bearer. The
standzrd bearer is assumed to be armed and armoured
like the other models in the unit and fights in exactly the
same way Although the model might actoally lack 2
shicld or substitute a spear for a sword, such things are
ignored as making no difference © the unit's overall
fighting ability. The standard bearer also has to carry
banner as well as fght, but he s chosen from the
meanest and most determined individuals in the wot,
and this more than makes up for any disadvantage
suffered because of the weight and inconvenience of his
standard or difference In his armour or weaponry,

The enemy cannot specifically attack standard bearess of
musicians a3 he can character models, Standard bearers
are nol normally removed as casualties, ag it is assumed
that if the standard bearer were killed another mooper
would pick up the banner and take his place. Therefone,
the player can always remove an ordinary troaper 0
preference to a standard bearer, even if the ordinary
trooper i not in base contact with the encmy.

: |
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COMBAT
RESULT BONUS

1f a unit includes a standard bearer then it will be more
determined than ever to fight hard and beat the foe, A
unit which has a standard bearer may therefore add +1
to its combat reslt when deciding which side has won
tand-to-hand combar. See the Close Combat section for
a complete description of how to work out which side
has won the combar.

CAPTURING STANDARDS

If a unit is defeated in hand-to-hand combat and
subscquently breaks and fees, then the enemy
automatically captures its standaed if they pursue. The
standard is caprured regardless of whether the pursaers
catch and destroy the flecing troops.

I victors do not pursee then the standard is |ost in the
tide of battle bui it is not caprured. In either case the
standird bearer model is removed from the undr, and, in
the ease of 2 unil which is not destroyed, it is replaced
With an ordinary trooper model.

Mote that standaids are only lost if the wnit is defeated
and broken in hand-to-hand combat, not if the undt flees
slter it has paniched or because of a failed Fear test,

Capured standards may be placed behind the unit
which capured them and carried abour as rophies for
the rest of the gume. Trophies have no fighting value,
they are merely used to indicated that the unic has
Gptured s adversaries’ flag. The player's swandard
Bearer model is surrendered for the duration of the
Bame and his jubiant enemy places it behind his unde
Froclaim hds victory

Trophies may be recapmred
along with the defeated
unit's own standard if it

breaks and flees from combart.
Captured rophies iy
therefore be recaptured by
beating the unit thar has them,
thereby avenging their initial Inss
and restoring them to a proper place
of honour,

Once the game is over a player can elsim extra “victory
points” for standards he has caprured as described in the
Barte book.

MUSICIANS

An army marches under its banners but it does so 1o the
beat of drums and the call of blaring horns. & unit of
troops may include a musician model, either 2 horn
blower or a doammer, 10 woompany it into battle, Like
standard bearers, musicians fight just like an ordinary
member of their unit, even if the model iself has slight
variances in ammour o weaponry. Also like standard
bearers, the player does not have to remove musicians
but can substitute an ordinary model instead, Unlike
standard bearers, however, musicians are not removed
automatically when a unit breaks and flees from combar,
Their instruments are somewhar lighter and less
cumbersorme than a weighty standard. Musicians cannot
be captured as wrophies.

A musician model is placed In the Front rank of is wnit,
His effect on the fighting ability of the wnit is fot as great
as & standard bearer but is useful none-the-less,

DRAWN COMBATS

Ifa unit of troops has a musician fightng in its front rank
then &n insplring homn blast or rousing drum beat c2n
turn a drawm combat result into a win,

If a hand-to-hand combat is drawn then each side rolls 2
D6 for each musician model fighting in the combat, The
side which rolls the highest individual score wins the
combat by 1 point. If the highest scores are equal then
nelther sdde wins and the combat is drawm, If one side
has a musician and the other doesn't, then the side with
the musiclan auromatically wins by 1 point,

?gmus
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. very army has a hercic charscter to
command it. We refer to this character as
the peneral, although this s only to
distinguish him from other heroes. He
might be an Ore chieftain, a Bretonnian
duke, an Elector Count of the Empire, or

whau&anr Many armies are commanded by the ruler of
their entire nation. For example, the Emperor of the
Empire and King of Bretonnia are mighty warriors who
are ever ready to rde ot at the head of their forces.

The general of your arny is alwars the character with the
highest Leadership vahue. If several characters have the
e value then chouvsse one w e dhe HEI'I.I,‘.I?J. e Is in
comemand of the whoble army and, more than any other
mslel, e represents you personally The general is an
important character because be can inspire others w
fight on where othersise they might tum and fee.

GENERAT'S LTEADERSHIP

Any unit within 12" of the general model may use the
general's Leadership value inseead of its own when
making a Leadership-based test. This means that a wndt
near the general can use his superior Leadership when
testing for Break ieses in handio-hand combat, when
attermpring to rally, or for peychology tests such as fear
and panic.

GENERALS G6BATTLE STANDARD’S

THE BATTLE STANDARD

A peneral can be accompanied by 1 special standany
bearer carrying either his personal binner or the har,
standard of the army itself. This battle standard does ngg
have to move along with the general but it is most useg;))
when he is close by, An army's bartle standard is usuaky
carried by a character model who has appropriace
heroic characterisnics. Unlike ordinary smandards the
battle seandard cannct be passed on i its bearer is sl
Should the bearer be slain then the battle standard o
be captured in the same way as a unit banner. See the
rules conceming standards for detadls.

COMBAT BONUS

A banle standard bearer can join a unit of troops in the
same way as any other character. If he is with a undt thay
is fighuing in hand-to-hand combat then the unit receives
an extra +1 combat bonus when working out combay
results. This is in addidon to the uswal + 1 bonus for the
unit’s own standard. This is the only crcumstance when
an extra banner confers a further bonus. Normalby
troops Aghting alongside their banners only receive +1
no marer how many banners are involved,

RE-ROLL BREAK TESTN

Any unit within 12" of the barle standard may retake 2
failed Break test, The unit is only allowed o retake this
test once. If the general is within 12" of the unit as well
then it will also bencfie from being able to use hs
Leadership value. These two factors combined, the
feneral's Leadership and the opporumnity o re-take a
falled throw, mean that units near to the general and the
banle searwdard will tend o hold thelr ground come
what may.

MNote that a battle standard allows a wndt to retake a
failed Break test — and only 4 Break test A bamtle
standard does not entitle a unit to retake any other
Leadership test, such as 2 pevchology test or a test ©
rally.

SKIRMISHERS

Sklrmishing units are unusual in that their formation &
dizpersed and individual models fipht without the
benefits of sorecrored ranks and files. Each
warrior must think for himself, and is not

necessarily aware of what s happenirg at
the other end of the unit. Consequenthy
skirmishers do not benefit from using the
general's Leadership 4f he is within 12°
nor do they re-roll Giled Break tests
because of the batle standard {sec
Skirmishers).
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DAEMONS

aemons inhabit the magically saturaged
other-dimension which the soroerers of
the Warhammer World call the Bealm of
Chaos, Fortunarely for men and other
L material creatures, it is difficult fr
- daemons 1 manifest themselves In the
ordinary world, for they need to be surrounded by the
magic of Chaos to sustain them. To a dasmon the wodd
of mortal creamures is like a barren desert, devoid of
sustenance, bearable for short periods, but ultimately
destructtve in the long term. For a dasmon oo find foself
in the ordinary universe Is rather ke man wying o
breathe underwater, or a fish deprived of water, and the
dacmon will eventually dissalve into nothingness,
O pocasions daemons can be sustained by potent and
evil sorcery, f]‘bquh uswilly for a shor dme l:ll!'lhl'. The
most powerful magic of all is created, often unwittingly,
by the followers of Chaos in the Warhammer Workl.
Every drop of bload they shed, and every victory they
achieve, draws fresh magical power into the world.
Given sufficient bloodshed and destruction dasmons
can draw succour in the Warhammer World, enabliag
them o march o the annihiladon of mankind and i
maortal creatures. As the power of Chaos grows stronger
by the day so the threat wo the people of the Warharmmers
World grows cver grearer, until the whole world is
swallowed amidst the bellowing laughter of the Chaos
gods.

SPECIAL DAEMON RULF

Several armies can include dacmons of which the mpg,
commaon by far are the armies of Chaos. Rules for

dacmons are covered in complete detail in the Realy o
Chaos Warhammer Armies book, However, becau,
daemons are quite interestng monsters that aither
warriors may have 1o fight, the rules are 2loo given hers

Most daemons fight in units of several models in i,
same way as Men, Elves and other moral tronp,
Greater Daemons are the largest and most powerfy
daemons just as mighty characters are the mog
powerful members of their race. Greater Daemons gre
considered o be characters, and the rules applying 1
character models also apply to Greater Daemons. For
example they can fight on thelr own 28 unis of nne
mcdel, and they can issue and meet challenges.

DAEMON SAVING THROYY

Dacmons are not fshioned Fom physical matter by
from the raw swff of magic. The blood that fows
through their veins is not monal Bood but the boiling
ichor of sorcery, Gery with preternatural vigous,
corrosive as acid, and deadly as the most potent poison.
Their Besh too is unnanral, though it might sometimes
appear deceptively ondinary, Many daemons have inon
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hard skin or Aesh that is tough s steel or solid as rock

Oiivers have wansmaterial bodies: their form is nelther DAEMON ANIMOSITY TABLE
phiysical nor ethereal but somewhere inberween so that

Ik ghows with magic encrgF D6 Roll  Result

AMthough their bodies are tough, dacmons are seill 1.2 R i

vulneeable o mormal weapors. The magic energy

fowing through their veins acts like armaour, protecting and are overcome with Tage.

daemons from blows which would otherwise slay them, " Immediately move the dacmonamnit

shsocbing the impact or deflecting sharp edges. This W"‘-‘lfdﬁltﬂm:f‘s;ﬂllﬂlild‘lmand
all daemons a saving theow in the . engages them andl-to-hand

R e : e combat. Move the unitidacmon

armour. The saving throw varies from daemon two
daemon but s usually 4+ on a D6, or 3+ in the case of regardless of whether it would

daemon cavaley (+1 for cavalry as normal), This save otherwise be able to cover the

akes inio account the daemon’s magical intangibilisy or ehistince to ity rivals - their mutual
‘duemonic aura’ as this effect is called. This saving throw magical antithesis deaws the rivals
is reduced by high Strength hig in the same way as together.

physical armour, The rival daemons will fight each

Dacmons are valnerable to magic weapons because other in hand-to-hand combat that

their own bodies are fashioned from magic energy. Their turn and continue to fight cach other
normal daemon saving throw caanot save them against in following mrns, Fighting will only
wounds inflicted by magic wespons in hand-io-hand stop if the Chaos F'ﬂ‘_" rolls a 5 or 6
¢oimbar. The excepton is the Greater Daemon of at the start af one of by subsequent

Khome which has Chaos armour that s protected turns. Daemons will not fiee from a
combat when flghting against rivals in

agalnst magic weapons by powedul enchantments. ey s oAl ek s e
Omnce they cease fighting the rivals are

DAEMON ANIMOSITY moved apart but may not move

further that turn and so may not

Tast as the Warharmmer World is rhoen with intermal strife charge an enemy thar naen either. IF

50 the Bealm of Chaos is paritioned berween rival rival daetmons are charged by enemy

powess, Daemons of different kisds vie with cach other while fighting cach other they will

I supremacy and for the favours of the great powers of ignore their amackers aliogether

: Chans — the Chans gods themselves. The different kinds unless they are also daemons in which

“of daemon are strongly aligned 1o one of these gods, case they may tight as noroal

v Khorne the Blood God and masier of battles, Teeenich

Bihe Loed of Sorcerers, Nusple the Plagne Locd, and 3¢  The dacmons arc unscitced by the

proximity of their rivals, shouting and

i Stzanesh the Prince of Chaos.
| seregming in dn outrageous manner.

;l!aﬁummnyinc]udcsdammmnfmnmmnrtﬂhm The sk ke E T

igods thén you must take into account the rivalry I-h:ﬂ'lf‘l'hdﬂx else this mmh“tum;u

i berween them. This can mean that your troops will they are unaffected and will fight back
smetimes attack each other rather than the enemy, This 1F attacked o hand-woeband soniBats

-8 called Dacmon Animosity.

(I you have daemons of different Chacs gods within 12" 5-6 e :hnmmun_muml_ m] “cn"w“ﬁe

feat the start of your turn, and they are not already Ffﬂfﬂﬂﬂ'“ ith oo B i l!lli“
Sgaged in combat, you must make a Daemon Animosity ¥

IEtest 1o see what they do. Roll @ D6 for each unit of
:'dl!mﬂns or each individual Greater Dasmon model.

I Note thar daemon steeds, familiars and such like do not

suffer from Dacmon Anlmosity a8 described. Only
Greater Daemons and dagmonic units are obliged to
test. Also, bear in mind that diemons engaged in
hand-to-hand combat do not need o test, although
they may still be attacked by rivals who do.
Daemons already fighting each other due w

the effects of Daemon Andmosity do aot

have to test further as they ore already




1 magic comes
from the alternaie
dimension that
SOTCETETS call
Chaos. [ts naral
inhabitants are
daemons - creatures made of pune
magic — and its greatest powers ane
the mighty gods of Chaos. These
are immeasurably potent entities
given life and form by the
nighimares, subconscious terrors
and insane ambitions of moral
creahires,

In places where the fabric of the
unir:rm:l.lw‘zakmwmagjﬂitakn
imto the Warhammer World. Some
montals seek to bind and contral
this force, believing that they can
use magic to gain wealth, power
and prestipe. Such individuals are
either very wise or utier fools,
eamest scholars or dabblers in
things that are better left
untouched.

MAGIC IN THE
WARHAMMER GAME

A Warhammer battle is as much

about magic as the clash of arms in deadly combat, Of
course, you do not have to include magic in your games
if you prefer not to, although you will be depriving
yourself of a large measure of enjoyment.

The complete rules for magic and spelleasting are not
included in this game because there are 0 many spells
and magic items that there sn't enough space. The
complete magie rules, wgether with spell cirds for all
the different sorts of magic (High Magic, Dark Magic,
Orc Waaagh Magic, Skaven Magle etc) and many magic
items, are included in the separate Warhammer Magic
supplement.

We have included a selection of cards representing
magic tems in Warhammeer so that you can get a taste of
what magic is abour

The rules below do not constnue the entire rules for
magic by any means, but they will be sufficiert to enable
YOou o use the items included in the game, We suggest
that you take the Magic llem cards so that you can look
at them while you are reading the following nales,

MAGIC ITEMS

Magic items arc things like enchanted swords, magically
fonged armour, and magical devices such as cowns and
rings which confer strange abilities upon their wearers,
Only characters can carry these magic itens and the
murmber they can have is limited depending on the type
of character as shown on the chart belowr

Crearacter

CHAMPION

HERQ 2
LORD 3

WIZARD

WIZARD CHAMPION
| WMASTER WIZARD

WIZARD LORD

B L B e

There is a further kind of magic item which takes the
form of a magic standard, This is a flag, banner or potes
which can be carried by a regiment’s standaed bearer.
Regiments entitled to carry magic standards ame
indicated in the Warhammer Armies book for their race

Every meagic item is represented by its own card and,
with a few exceptions, an army may inchide only 2 singe
cxample of each item. The card includes the roles faf
the item as well as its podnts value.

Every item has a points value appropriate o jts effect
the more powerful it is the more “points' it costs, Points
values are discussed later on, and points vales fof
different charscters, war machines and troops ane givel
in the Warhammer Armies books for each army

e ———



MAGIC SWORDS

we've incloded four magic swords in the ‘Warhammer
game by way of example: the Blade of Leaping Bronre,
the Ogre Blade, the Blade of Ensorcelled fron and the
Eiting Blade.

Any characrer can carry 8 magic sword and use it in
combat in preference 1o an ordinary weapon. However,
a character can only use one magical weapon and
cannod use another weapon at the same time. For
example, @ character cannit Carry & magic sword in one
hand and an ordinary sword in the other. Magic items
require skill and concentration w wse and demand all of
f warrior's attention!

If you take a look at the four swords you will see thar
they confer different abilities on their wielders, but all
help to make them better fighters as you might expect.

If a character bas the Blade of Leaping Bromze he has 2
extra Artacks in combat, 50 a Bretoaniin Champion with

| 2 Artacks would have 4 Attacks for example. Similadly, 2

characer carrving the Ogre Bfade adds 42 v his
Strength, so a Saurus Champion with Stength 5 has a
Strengeh of 7 when using this weapon. The Blade of
- Ensorcelled Iron enables the bearer to add an extea +1
t his dice when rolling to hit. The Biting Blade reduces
the enemy's saving throw by a further -1 on top of any
of the usual modifiers for Swength, so if kit by a

. Bretonnian Champion with a Strength of 4 the enemy

suffers a -2 save modifier racher than the usual -1.

MAGIC AKMOUR

Weve included two cards representing magic armour:
Wizards cannot wear armour because it interferes with
ther magical senses and makes it impossible for them to
Cast spells. Other characters can wear magic armour and

henefit from its protection. Magic armour either
feplaces ordinary anmour entirely or supplements It as
¥ will see from the two examples. A character cannor
®rar ordinary armour and the eguivalent magical
AMmour on top!

DREAD BANNER

| This magic banner may be carried by a
standard bearer,

The Dread Bonmer is most horrible to
behold, ingpiring fear in all those who
Faze upon il

A unit bearing this banner causes fear as
described in the ‘Warhammer rulshook.
A the unit canses feor it is, of eourse, not

dffected by fear itself.

CALUSES FEAR

The Armour of Meteoric fron comprises an entlre suit of
armour including a shield and plves is wearer an
armour save of 2+, This is better than normal heavy
armour and shield which would give a save of only 4+.
If thie wearer were riding a horse his save would improve
to 1+, but it can never be better than 14, 1+ is the
best save you can get! The Encharted Shield can be
carried in conjunction with ondinary armour inseesd of
an ardinary shield and ghes a saving theow of 5+ rather
than 6+ like an ordinasy shield, If combined with heavy
armour it therefore gives a save of 3+ rather than 34

MAGIC STANDARDS

Two cards for magic standards are included in
Warhammer namely the Dread Banner and the War
Banner. A unit’s standard bearer can carry a magic
standard if his Warhammer Armies book indicates that
he can. Generally speaking, only the best units are
allowed o carry these powerful dtems, as befitting their
stams.

The Dread Banner inspires fear in all those who
encounter it, and the unit which carries it cherefore
causes fear as described in the Psychology section of this
rulebook. The War Banner endows its bearers with
steely determination and courage, adding +1 to their
combat results score in any combat.

ENCHANTED ITEMS

There are, of course, many other stmange and exotic
kinds of magic items from magic rings o protective
amulets and potons. We'wve included the Polion of
Strerggth by way of an example. This heacy brew conders
4 one men bonus, boosting the drinker's Strenprh value
by & massive +3




MAGIC SPELLS

Wizards can cast magic spells 1o aid their side’s forces or
to thwart the efforts of the enemy There are many
different kinds of wizard and many spells, and you will
find complete rules for eprelloasting and spells in the
Warhammer Magic supplement.

However, if you are new to Warhammer you might Hke
oty out a few spells immediztely. To give you an idea
of how interesting and effective magic can be we've
included the rules for casting three different spells:
Fireball, Telgport and Curse. These rules are only a brief
version of the full rules for casting magle spells, bue they
will serve our immediate purpose,

CASTING SPELLS

A wirzard can cast spells in the magic phase of his own
mrn. In the Warhammer Magic game the nmumber of
mes & wizard can cast spells is determined by a
separate deck of cards, but for now we'll let the wizard
cast any one of the three spells described. So, in your
magic phase choose 2 spell and cast iv at a suitable target
or, in the case of Telgpors, move your wizand to a new

position,

DISPELLING SPELLS

In the Warhammer Magic game the same cards that are
used to determine whether 3 wizard can cast spells are
also used to counter the enemy’s magic. However, for
oow we'll allow ane antempt to dispel each spell as it is
cast. If your enemy casts a spell then noll a D6 — if you
rodl a 5 or 6 the spell is dispelled immediately and is not

CESL

In your ¢ram turm you can also attempt 1o dispel 2 cupg,
that the enemy has cast upon you. Roll a D6 and if v,
roll a 5 or 6 the curse is dispelled. If you have 2 wizgpg
you may forgo casting 2 spell and instead dispel @ ougp
ona roll of 3, 4, 5 or 6.

FIREBALL

With a sorcerous gesoure the wizard throws 2 ball
of magical lame in a direction chosen by the
player, The fireball travels up to 24" and strikes
the first model in its path. The target suffers 3
single Strength 4 hir. No armour saving throw (s
permitted against 4 wound caused by a fireball

TELEPORT

The wizard can use this spell to instantly transpor
himself to amywhere he lkes on the bardefield. He
can be moved directly into hasd-to-hand combat
if you wish and counts as charging in the first -
round of combat.

CURSE
The wizard zan cast this spell on any enemy unit
within 24" Once it i cursed the encmy unit
remains cursed until the spell is dispelled, or umil
the caster decides to curse another unit. Only one
enemy unit can be cursed at any one ome A
cursed unit suffers @ -1 penalty on all rolls o hin
when shooting and when attacking in hand-to-
hand combag.

R e




SKIRMISHERS

¥, skirmish is an encounter berween small
groups fighting in a loose or dispersed
formation rather than formal ranks and
files. Such an encounter might take
§ place over a broad arca of woodland or
g ¥ a group of bulldings, where skirmishers
msprta.dﬂulmhtﬁlmmnmmdurmp}'hmmnp,

In 2 battle only specified woops are allowed to skirmish
as indicared in the Warhammer Armies book army lises.
However, any units can adopt a skirmish formacion in
peder 1o enter buildings as described in the Buildings
SECTiod.

FORMATION

A unit which can skirmish s no obliged to fight in a
ngid frmation of ranks and files, Instead, it can fight as
1 loose group or rough line. This enables skirmishers to
move more quickly and to ke advantage of minor folds
in the ground, scrub, and other small features to shelier
from shooting,

3" APART
. skirmishers can be deployed on the bardefield either in
a standard formation of ranks and files or in a skirmish
formation consisting of a loose group or rough line,
Models in a skirmishing unit are positoned up o 2°
apart 50 that they are not touching each other.

SDOPTING SEIRMISH FORMATTON

A unit may adopt a skirmishing formasicn during the
\ assuming it is free to move normally. Simply move
the models apart to form a rough clump or line with
I;hmud:lmmlnnuplultsumals]ﬂrmhhm
- Ushance,

Skirmishing troops can readopt a conventional
formation if the unit includes 3 musician. The drummer
ur horn player sounds the ¢all 1o reform and the unit
TERroups imbo ranks and files about the musician model,
et the Movement section for the Reforming rule.

MOVING

Tm-nminaldmﬁhhnmﬂunm'emaimmp
with models up to 2° apart. Should the group be split as
@ result of casualties, or should individuals become
divided from it for some reason, the player must rectify
this in his next movement phase.

MANUEUYRES

Skirmishing models are moved in the same way as
individual charscter models. The unit does not marn or
wheel and Iinstead each model is moved in any direction
without penalty. Once movement is complete the entire
unit must form a loose group or line with models no
maore than 2° apart.

GBSTACLES AND DIFFICULT TERRAIN
Skirmushers move around obstacles or over rough
ground more easily than troops in formation. They
suffer no movement penalties elther for crossing
obstacles or for moving ever difficult or very difficub
Eround.

DOUBLE PACE

Because they are nof restrained by g close formation
skirmishers can move up 1o double pace. 5o, a
skirmishing unit with a Movement charseteristic of 4
moves Up o 8° rather than 4%,

Skirmishers do not double their ‘doubled” move o
charge or march. They simply move up to dooble their
meve rate all the time. Their standard move value is sl
used to work out pursuit and flecing distances,

SHOOTING AND MOVING
Skirmishers moving fster than  thelr sindard
Movement characteristic value are assumed to be
concentrating on moving and are unable m shoot thar
turn. They are running too fBst, and do not have dme 1o
stop and shoot at thelr enemy.

g
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SHOOTING

An enemy shooting at a skirmishing target suffers a -1 to
hit penalty in the same way as if they were shooting at a
man-sized character model. See the Shooting section for
o hit modifiers.

If a character is fighting as pant of a skirmishing undt of
troops the -1 to hit penslty is applied only once and not
rwice.

HAND-TO-HAND COMBAT

A unit of skirmishers may charge an enemy that is visible
to ar least one model when charges are declared. All
muodels within charge reach are moved individually
towards their foe and aranged o 2 Bghting line,

Any models unable to reach the
enemy are  placed loosely
behind or beside those fighting
%0 that the unii remains ln a
clump or line with models up w
2" apar.

FORMATION 1IN COMBAT
Skirmishers have no formation
of ranks and files and so lose
some of the normal bonuses
that apply w such umnits,

Skirmishers receive no combag
bomus for additional rinks in
their formation,

Skirmishing units have no flanks
or rear in combat, Thi: means
the enemy cannot receive a
bonus for fighting to ther flanks
or rear. Simdlarly the unil cannot
be charged in the flank or rear
whulst engaged in comba, 30 no
Panic test is required for this,

ENGALED SKIRMISHERS

When skirmishing units are engaged in hamd-og.
hand combat, it is possible thar some meodels will
be fighting whilst others are left out of the comba
In this case any model not fighting the enemy are
allowed to move in thelr movement phase and
shoot at suitable targess in their shooting phase.

Maodels not already fighting must move into the
combat in !ummh.n'mﬂthuy:an Pﬂ-lﬂ'-b"rd.u
0. Models are moved as part of ord
movement, no charge is declared, and they do nog
count as charging,.

SHOOTING AT

SKIEMISHERS IN COMBAT

Just as individial skirmishers who are not fighting
are able o move and shoot, so dhey can also be
shot at by the enemy. The enemy does not kave o
randomly allocare hits between friend and foe agis
normal when shooting into a hand-to-hand

efgagpement.

CHARACTERS
AND LEADERSHIP RONIISES

A character can join a skirmishing unit and Aght with i,
muoving 2¢ 3 skirmisher while he does so.

Because the unit is spread out it does not benefit from
the character’s Leadership value. The wnit makes all
tests against the troops' own Leadership and the
character is bound by the result.,

Similarly, skinmishers cannot test on the general's
Leadership if he is within 12°, and cannot re-roll Break
tests because there is a Battle Banner within 12"

In both of these cases the unit Is judged o be so
dispersed that the chances of all of ity men seeing o
hearing the commands of 4 character are nonexisient.




BUILDINGS

“F uildings provide interesting features on
the bartleficld. Not oaly are they
attractive hutdmycanahabelm;mm
from a woucal point of view Towers
might overlook the battlefield providing
] ¢ an excellent vamtge point for archers,
wizards or war machines. Troops deploved into
bml:ﬂn:pwﬂlbehardtawin!drautmdmauem
defend their position ageinst 3 much MROCE MLIErOms
emmy.ﬂmodgemhmgmmithmﬂm
m—oﬁlﬂ:khuﬂcupyhﬁldingsmh:cmgﬂwym
there, s it i3 easy to waste vital rme taking a village that
the enemy then ignores or circumvents, Players must
weigh the merical considerations for themselves, and
decide whether or not a particular building has any
wctical value,

MOVING INTO
AND AROUND BUILDINGS

It Is not poasible for wnits of troops to enter bulldings,
courtpards, or small walled fordfications in a
conventional formation. In onder to do so they must
beeak into a skirmish formation as described 1o the
Skirmishers rules section. Although onoly specified types
of troops can skirmish on the batlefield, any troops can
akirmish in and arownd buildings.

FNTERING A BUTLDING
Models may enter a building in their movement phase
by moving through an unguarded door or window
Ih:hisjudgcdmbchrgeenwghmmnmmodm
them, A undt of troops may be divided between several
| buildings, ar 2 building and the surrounding area,
Models can leave 2 building through an uaguarded daor
ar window in the same way, bur are not allowed o enter
and leave the same building in 2 single furn,

INSIDE A BUILDING
The number of models j is possible o

place inside a building will depend upen its size. If your
model buildings have roofs and fioars that can be
removed the models can be placed physically inside
which simplifies matters considerably. However, most
buildings do not offer this Bacility, 50 players must decide
before the game how many models the Building can
contzin. Obvicusty, models thar are oo large 1o Bt into
the building cannot do so - 2 Dragon or Troll is simply
toy large oy fit inko 4 cottage!

Unless your buildings have removable roofs and floors
you will need to keep a separate reeond where models
ocoupy @ bullding. This can be dane in any suitabile
manner, for example by writing down how many models
are inside on a scrap of paper and placing the piece of
paper under or Beside the building. Point out to vour
opponent where troops are mowing into buildings o
avoid confusion later on

Except where buildings are really huge you will noe
need to move troops about inside Moddels inside the
building are assumed 1o be wherever you wish, and can
shoot from any windows, doors or other OpeEnings as
opportunity permits. However, if a building is very large,
roughly speaking more than & along any side, then this
can lead to unreasonable situations. If g building were
24" long for example, it would be ridiculoes o allewr a
model to romp from onc end o the other in & single
turn. Should you wish to employ such grandiose
buildings then you muse be prepared to either
make them in such 2 way that models can be
placed Inside, or record movement within them
by means of graph paper charts or maps, noting
down where models are each urn,

SHOOTING

Models inside buildings can shoot from AITOW-
shits, windows, doors or other opcnings, Up o
twor models may shoot from a singe opening
Models on flat roofs, parapets, balconies or sach-
like can also shoor. Troops ocoupying a building
do not all have 1 shoot at the same target, bue
shoot as individuals choosing permissible Ergets
a8 you wish,

Models which have shot from windows or other
openings in thelr own turn ean be seen and shot
at by the encmy in their murm. Models inside
buildings benefit from the advantage of being
behind hard cover (-2 to hit) as well as being in
skirmish formation (a further -1 to ).




FIGHTING INSIDE BUILDINGS

A unit thar wishes 1o atack an enemy-held building must
adopt a skirmish formation in order to move through
deors or windows, This is automatically accomplished as
soon as the charge s declsred. Amsckers can mowe
straight through any unguarded doors or ground floor
windows but must stop if there is a defender guarding
the entrance.

Up to two models per side can fight across 2 window or
doorway. The defenders benefit from the rule for
fighting across defended obstacles, so the artackers will
need &'s to hit regardless of their Weapon Skill
characteristic (W5) until they win a round of combat.

When both sides have troops inside a building, and
assuming models cannot physically be placed inside the
builcing model iself, then it will be necessary to resort
to 4 map or ground plan. Quickly draw oot 2 rough
ground plan of the building noting the position of
windows and doors, Place the ground plan as near to
the games table as cdose as possible. The defender places
his models onwo the ground plan and attackers are
wransferred over as they move into the building. Purnther
movement and combat can then be resobved on the
plan, and models transferred back to the gaming table as
they leave the building.

DESTRUCTION

Buildings are very tough but not so tough thar they
cannot be destroved by large machines or mondters, To
represent this buildings are given 3 Toughncss value and
i number of wounds in the same way as other
constructions such as war machines and chariots, As it is
nat strictly appropriste o talk about ‘wounds’ in this
context we refer to them as damage polnts instead -
remember that damage points and wounds are eomctly
the same thing.

LARGE BUILDINGS

If a building is very karge it would be inappropriate o
destroy it all at once, You might prefer to divide up g
large building into several portions and 1o consider esch
separately. For example, a lord's manor house coylg
have a main hall and two wings, This woulg
converdently civide into three pans for purposes of

recording damage.

DAMAGE ON BUILDINGS

The chart below lists types of buildings and suggess
Toughness vahes and damage points for them. AS most
gamers make their own bulldings vou may prefer
wailor each budding's values to its appearance. This 5
lelt entirely up to players to declde for themselves.

Type of
Euikching

Damage
Painis

Toughness

Mud or straw huts, fight
wooden ghadks or ouliouses. T 2
Tember or brick house or
| log built catin, 8 [
Stone housa ] L}
Stane towed or lerihcabion 10 10
A haavily renorced and
bamred door ] 1
| A secured foriress gate B 5

if a building sustalns its full quot of damage points it
collapses. Models inside a collypsing building must
make their basic armour saving roll or they are rapped
and slain. Modzls which pass their armour save may be
moved cutside the building

We have incheded values for 2 variety of building types as
well as heavy doors and fortress gates, as you may wish
1o experiment with games where defenders shut the
doors of their iower or castle whilst defenders attempt
o bater down the defences. Ordinary domestic doors
are not consldered o offer any significant defence.

ANI} FINALLY...

This section indudes many suggestions and ideas rather
than reams of kasd and fast rules. This is simply because
it is impossible for us o Imzgine what kind of scenery
you have available or might wish to construct. Ambitioas
players might want to construct 3 whole wwnscape of
temples and palaces, sorcerer's wwers, public squares
and who knows whart!

¥ you're makng your own buildings you will
undoubeedly wunt to incorporate interesting feamrcs
such as spiral smirways, terraces, sweeping bridges and
acrial walloways, gatehouses, drawbridges, and so o
For example, 2 winding stalrcase could take half a tum
to climb or a tam If it is very long, 2 narmow corridor
could allow passage to only four models per e, and
0 om, Such matters are left to plryers to determine a5
they feel appropriate.
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POINTS VALUES

oints values are a useful means of
working out evenly marched armies. By
allocating a fived points value o each
kind of warrior, monster and war
machine it is possible to field armies to a
mutually agreed rotal. A game with, say,
1,000 points on cach side will, theoretically at least, be
an equal contest of skill and generalship.

In order to assemble armies 10 g fived points value you
will need access o the ‘army list" for your chosen force.
Each army has is own list defining the costs of each
troop type and character, and how many of esch an army
is normally permitted to use, Each Warhammer Armics
book contiins the army Hst for that army as well as
exhaustive background, special rules, 'Eavy Metal
painting guides and other useful information,

Although we don't have space to provide all the army
lists or points valies in the Warhammer game itself, we
can take 2 look at how the points value system worlks
and provide some examples.

POINTS

Each type of creaure is judged o be worth a fieed
mumber of points, in the case of a man this is 5 points,
an Elf is 8, a Dwarf 8, 2 Goblin 2 15 and 3o on. Cavalry
models are worth more points because they are faster
and more deadly, especially If the mount can fight as
well. The chart above on the right gives Rarther
examples.

Heroes and wizards of each race are also given a poine
value, This is greater thin an ordinary member of their
race & you might imagne. A Human Champdion is 30
points for example, whikt 2 Hero is 65 and a Lord 100,
Purther examples are included on the chars.

Each warrior's value muost also take account of his
weapons and armour, & well a8 any maghc liems he
carries, and so on. Every warrnior's points cost includes 3
sword or other suitable hand weapon for free, but other
weapons must be paid for. For example a spear costs 1
point, a shield 1 point, and 3 bow 2 points. Further
examples are Included on the charis. Some very weak
warriors, such as Gohlins, can buy their weapons more
cheaply because they are relatively less effective.’

COMMON RACES
OF THE WARHAMMER WORLD

EH ]
Dhwar R
Baurus Lizardman 14
Elonk, Lizarcman 412

_Wieapon Points_
A gingle sword, axe or ofer kand waapon Froe
An mera hand weapon 1
Spoar 1
A lznee for 8 mounted warriar 2
A double handed axe, svond or olher weapan 3
Eow 2
Short bow 1
Long bow k]
Crossbow H
Armour Points
Shisld 1
Light armouwr 2
Heavy armour 3
Anmoured barding
for & horse or ather stead 4




MOUNTED TROWPS

The value of ordinary cavalry is double the value of
the rder including his equipment, plus a varable
bonus for his mount. Characters don't double in
cost but pay only the fixed bonus for their mounts
Imsread.

Mount Palnts
Horsa Rider x 2
Warharse Fiderx 2 + 3
Gilant Wolf Ridar « 2 + 4
Ehvan Staed Fidarw 3 + 3
Warbcar Rider w2 + 8

Wizard ~ Master Wizard
Aace Wizard _Ch Wizard  Lord
Man 55 118 190 287
Ovc Shaman &7 118 11 =
Goliolin Shaman 28 B3 188 253
Elf L] 121 218 a2

HEROES

_Race Champion Hera Lord
Mian a0 65 100
O = FiS 110
Gobiin 15 <] 52
= A% 104 140
Crward 48 104 18
S aZ2 e na
Elkink; 20 a2 n'e

Mals dhal Sauruses and Skinka den't have Lord chavaciers.

FINDING POINTS VALUES

Points wilues are based on thess values, but are often
modified slightly to ke into account special abilities o
vulnerabilinies, You will find che full points values for
each army in fs own anmy hist in the appropriace
Warhammer Armies book. You will also Gnd some
mamples on the sample file cards provided with
Warhammer,

By way of example, consider the Bretonnian Bownan.
He is an ordinary man (5) poins and in addition o his
sword he carrles a longbow (+3 points). His points
value is therefore 8,

The Saurus Warrior is far more expensive as befits his
huge muscular fame and relentless atack. His basic
vahue is 14 and in addition to his club or mace he carrles
3 shield (+1). His points value is therefore 15.

The remaining models in the Warhammer box are both
exceptions to the basic sysiem. In the case of the Knights
their points have been slightly modified to ke into
sccount their special Knightly abilities. Skinks are also
an exception. Because their poings vahie is so cheap they
are allowed to buy extra equipment at half cost, paying
iz point for thels shom bow rather than 1. Creatures
with a basic value of less than 5, such as Goblins and
Skaven, are able o buy extra equipment at half cost to
reflect their poor fighting qualities.







Appendix : COMMENTARY ON THE RULES

‘This appendix offers some observations on the
game rules, These notes have been placed here at
the back so that the rules themselves could be

have found o be occasionally wseful Strictly
speaking, these are not part of the game rules
proper, so we refer w them as ‘conventions’ to
distinguish them.

CONVENTIONS

A convention s 2 rule which has been mutually agreed
uwpon by the players, and which alms o cover a
particular clreumstance or sitwation. All players adopt
conventions during play, sometimes without realising
they are doing so. The object is to enable the game to
fAow smoothly and realistically where a strict
interpresation  of the rules would produce an
unsatisfactory result for whatever reason.

CHANGING FORMATIONS (Page 16)

Units car. ade of reduce the depth of thelr formation by
a single rank at a penalty of half a move, or by two ranks
if they remain stationary. A rear rank still counts as 3
rank even If it has only one model in it although no
hand-to-hand combat benefit 15 conferred unless it
contains at least four models,

Below, here is a unit of 15 models in 3 ranks, and the
same unit redeployed into 2 and 4 ranks, In both casey
the centre front model remains in place (the bdeal
position for the unit's leader) whilst the length of the
line is rediced or expanded as evenly as possible about
this centre polnt. Often, as in this case, you will have to
decide 1o move models from the left or dght hand side
because the oumber af models in the line shifts from
odd t even, but vou must stll endeavour to keep the
cenire front rank model as close w the centre as
prossihle.

4 5
o 10 14

13 15

‘The casiest way to reduce a rank Is to remove an entine
rank from the formation, and then rearrange the models
cvenly to the sides. .

When adding a rank remove a file from one end of the
formarion and line it up at the back, then, if there i
sufficient room, remove the file from the other side of
the formation and line it up - and so on until there is no
rodaen left 1o rearrange a whaole Ale.

When sdding or reducing ranks you must be careful ©
ensure there is room for the models to fit in thelr new
formation, If space is blocked by other models or
impassable terrain or bulldings, if the edges of a line
should creep into difficult terrain the wnit does not
already occupy, of f models must move over an
ohstacle, then the formarion change is not permitted.
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FAST CAVALRY FORMATIONS
(Page 23)

Fast cavalry are capable of incredible fears of speed and
manceuvre, being able to make any oumber of mrns
without penalty and capable of changing their formation
by any number of ranks withowt penalty once as they
move. This enables 4 unit in 2 column o deploy o is
left and right into a single line like this.

The first thing to node is that the unit has deployed as
equally as possible about the front model. k would
deploy about the middle model in the fron if the unig
were formed o a wider column, Units changing their
frontage rapidly in this fashion always do so about the
centre front model (the leader). This applies equally to
units forming colurmn from line, or otherwise adding or
reducing ranks to lengthen or shorten a line.

The second thing to note is that the models at the rear
of the column have acmually moved a long way! The
lomger the column the funher they move. This is not a
problem in itself = fast cavalry are supposed to be fast
ﬂlﬂmﬂmmbltlﬂttﬂﬂ—bu!imml
problem if the column is very long indeed, say twenty
maodels for example. .

For this reason, when deploying from a column into a
line, models must be within a move of the pasition they
wish 1o ocoupy in the front rank. If they cannot reach the
front rank they are auromatically placed in 2 second or
fear rank. Modcls may actaally mwove funiber than their

gy

mowe in arder o reach a rear rank, but if they do 5o the
frontage of the unit will be reduced as a result.

The third podnt i that models moving irom the rear of
the column might find their most direct path blocked by
difficult terrain, obstacles or other woops. In this case
models must be able 1w trace a clear path 1o their new
position without crossing the  difficul

rerrain/obstacle/troops, and they may not travel further
than a move 0 do so as already discossed. The next
dizgram shows how this happens when a column Tides
past and behind an enemy unit and then deploys into 3
Line.

As a general rule, if models at the rear of a formaton
cannot trace a path to thelr intended position without
mowing into difficul weerain, crossing an obstacle, or
mowing through other oroops then the undp cannot
redeploy as intended.

CHARGE! (Page 20)

Players are not permitted to measure to their intended
target when they declare a charge. A player must use his
judgement when declaring a charge, because if the
target is too far sway he will only be permited o make
a normal move and also loses any opportunity he mighe
otherwise have to shoot with missile weapons, On the
whole, a failed charge is bad news for the would be
charper; act only might he suffer unnecessary ‘seand and
shoot” hits but he will be vulnerable 1o an enemy charge
in the next oo

When he declares a charge a plaver fiust be reasonably
sure that his wndt will resch his target. A player cannot
attempt to gain an advanrage by declaring a charge if it
is immediately obvious his unit cannot reach lts target.
In most cases this will be disadvantageows, but ir is
possible that an advantage might be gained in some
situations. Where it 13 blindingly obvious a wnit would
be unable to reach its target a player is not permited o
declare a charge.




AWKWARD CHARGES

Moving chargers is perfealy straightforward in most
cases, However, a battle being what it s, fooght ower
infinitely variable teerain and subject to the strangest of
¢ircumstances, charging can sometmes degenerate into
a mangle of units scamered all over the countryside. If

bear in mind the following principles they
should be able o sort cut even the most complex
simations.

Firstly, make charges one unir at 2 dme. The position of
a charging undt may affect the ability of another to reach
its target. The charging player may dedde in which
arder he will move his unis.

A charging unit must be able to see its enemy. That is to
sary, the rnemy unit st le within the 907 are of vision
of at lesst one model in the unit.

A charging unit that is already facing its enemy can
advance direcly forward in a straight line until it hits the
enemy @Erget.

Aliernatively, a charging unit can wheel at the st of lts
move in order to Goe its enemy, It must do this if i
would not ctherwise hit the enemy unit or if it woubd
not hit the ememy's frontside or wherever the charge Ls
aimed. A wheel must result in more models encering the
combat than would do so by charging directly forward.
& wheel that reduces the nomber of models that would
otherwise Aght is not allowed.

Apart From this initial wheel no other manoeuvres are
allowed in & charge. Units cannot wheel again, nor may
they mrn, nor can they change their formation.

Onee the charging unit has strock its opponent the
combar {s committed and it only remains to align the
antagonists where the charge has been made at an angle.
Bear in mind what is really happening. The teo units
bave clashed and some warmion in advance of the rest
have struck the enenyy first, but the rest will pile in
beside them and gradually both sides come ogether
into a pulsating wave that ebbs and flows as the troops
fight. For purposes of the game we simply move the
tombatants againar each other so that a battleline is
formed, and For the sake of convenlence bt Is casier to
mowe the charpers. Therefore, the charging unlt is
aligned to its target as show in the next diagram.

This extra ‘wheel in" happens sutonatically and can
result in some models moving further than theie normal
charge diszance. On the whole this sn’t wonth worying
about, however, in extreme circumsiances this can
appear odd. For example, if a very long line of troops is
invalved in an ablique charge over a long distance.

In this situation it is suggested that individoual models in
the front rank of the charge are permitted to move Do
Further in toeal than 3 times their normal move (in other
words their change move + an extra normal mows). Aoy
models in the front rank which must move further than
thils to reach their arget are automatically repositoned
o a rear pank and the unit's formation is altered
accordingly.
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APPENDIX 1

A player who charges in such an extreme manner is
really asking too much of his troops. There {8 the further
considesation thar a player might wse this rube to his
advantage or might inadvertently gain advantage from it
causing embarrassment all round. Therefore, @ player
who is forced 1o reduce his unit's front rank in this sy
loses the normal sdvantage of sriking frst during the
charge - the troops sirike in Inititive order instead. In
addition, any charging bonuses for weapons are
ignored. Purthermore, the charger loses all benefits
from rank bomuses that would rocmally apply o his
combat result for that o, These penalties represent
the general exhaustion of the chargers and the smte of
confusion amongst their rapidly earranged ranks.

ALIGNING AND CHARGING
OVER HINDRANCES (Page 21)

Sometimes it i impossible or mpractical to align a
charging unit because of imerpesing terrain, obstacles
or friendly models. Troops are rot permitted to move
over obstacles or into new area: of difficult termain or
over another model in order to align. For example, in
the diagram below a unit cannce align all of jits frone

rank because there is @ wood at the end of its fank, This
might equally well have been a friendly unit, &n obstacle
or anything that would halt or slow down movement,

The same problem can also ocour during the charge
itself. The charging unit finds that it clips a friendly unit
or impassahle obstacle on its extreme flank before §
meeets the enemyy. In both situations the recommended
solutlon ks the same.

The formation finds fiself confronted by something i
would sooner avoid. In reality troops will fall out of ling
tor mibss such things. The warrior at the end doesn’twant
to end up in the wall or wood, and so drops behing
instead

Where an obatacle, friendly unit or new terrain impedes
2 charge or alignment the unit's from rank musi be
reduced in length o allow the line through. It i only
neceiary 10 redoce the ne on the blocked fank. The
whole formation is then redressed into an appropriate
number of ranks.

Where a unit is forced to reduce its ling like this the
same penalty is imposed 1o that for overlong charges. Tt
is necessary 1o oo this 1o discourage players from taking
a cavalier attitude towards squeering through gaps, and
to prevent any advantage being gained by creating a
deeper formation. So, a unit forced to reduce its line
during a charge loses the automaric right to strike frst
(strike in Initatve order instead), loses any weipomns
bonuses due bo charging, and loses its entire rank bonus
for combat results in the first nern of fghting,

GENEROSITY

Hawing laid down some very harsh guidelines about
overlong charges and impeded charges it Is onlly proper
to point out that winning because your opponent has
misjudged a charge by a fraction of an inch is mo Woory
at alll




Players are encouraged to play in a spiric of cooperation,
and should be prepared to allow some  slight

" repusitioning of units rather than spoil 3 good game. IF
in-doubt be generous... or roll a dice to decide where
things are very close.

CONFUSED TARGETS

Often it is imposible w charge one enemy without
charging another at the same time. Sometmes this can
happen because the edge of a formation elips an enemy
unit and engages it ‘accidentally’. For example, consi
the diagram below

In this situation asume the charge has been redirected
onto the new target which can make 4 normal charge
response (le, it can flee, stand and fre or hold). If the
charger has already suffered stand and fire shooting
from fts original target then tough! The commander has
misjudged and must pay the price.

MULTIPLE TARGETS

It ofien happens that two or more units are lined ap

wogether, so that a charge agalnst one will result in
others becoming involved. Consider the sinsation below,

Here o charge against the left hand und will inevitably
bring the other unit into combat. In a case like this the
charging player should declare his charge against
whichever unit he intends to bring most models o bear
against. However, because it s inevitable other units will
be browght into the combat they are also allowed
make 3 normal chasge response = ie, 2 unit can fee,
stand and fire or hold even if it is not the meet of the
chrge, if it is inevitable it will become engaged in the
combat,

Of course, units will never line wp exactly: It s inevitable
that a charge will hit one unit before the ather if only by
a fraction of an inch. S0, where do you draw the line? IF
4 unit i a fraction of an inch behind one o its side, does
it avoid combat or is it drasm into the fighting?

The best way to deal with this is 10 swop the charge as
soon as you hit any unit. Then align the charge to te
unit a8 normal. If the process of alipnment carries you
into further enemy units then those units become drawn
into the combat and the whole lot are aligned into a
battleline in order to bring as many models into combat
as possible. Tn these cases it is oficn necessary 1 move
all the units, chargers and targets, in order o form a
convincing battleline. Units hit during realignment have
the usual options for charged roops. they can flee, hold
or stand and fire.
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It can happen that & unit finds lself just out of combat
because it is fractionally further sway than one lned
NEXT 1o L, or at a shght angle compared to the chargers.

In reality the chargers would not simply stop and form a
near line whilst their enemy are 20 cose, Therefore, the
chargers are automarically moved into contact if they are
within 1" af the second eremy unit and assuming the
chargers have enough move lefi to reach them, Either
move the enemy unit into position, as this is usually
easiest, or shuffle all the wrds wogether until a battdeline

MULTIPLE CHARGES

Sometimes a player will declare several charges at once,
often aimed a1 the same or adjacent enerny units. In
such a casc the chargers most be specific about their
target, it is not enough 1o say, “I'll charge those two units
over there”™,

Where there bs potential confusion in a series of charges
then if is sensible to complete one charpe .t a time,
though the player can decide which order to make his
charges in. If an initial charge Gils because the enemy
fiees, because the chargers are forced to flee by missile
fire, or for whatever reason, then it is possible the first
chargers will end their move short of their amget,
potentally blocking the path of the second charging
.

OVERKILL RULE (Page 65)

‘The Owverkill mule 5 not intended oo make powerful
characters invincible. It is designed o ovemcome the
unrealistic sltuatlon where a Champion challenges a
powerful character simply because the player knows the
Champion has only 1 wound to lose, therefore making
it impassible for the superior character to win a combar,

Obviously, it is still bewer 1o male a challenge with g
Champion rather than allow a powerful character to slay
ordinary troopers. In almost all cases, the Champion has
more chance of reducing the number of wounds
suffered. The rule is inended o discourage players
making challenges with weaker characters where they
have better characters who might more appropriately
make or meet a challenge.

The Owverkill rule enables a powerful character riding a
huge monster to use s fighting ability to cause a grear
many wounds in combat. However, it seems whally
ingppropriate that characters should take double
ddvaniage of this by oopeippdig deesnsclves wiiln e
weapons that cause multiple wounds (see Warhammer
Magic), This could enable a character to bulld up 2
ridiculous number of overkill wounds, simply becawse
each wound inflicted multplies up to D3, or even D
To allow for this, don't multiply up wounds beyond the
podnt the enemy character is dead.

For example, if the enemy has 3 wounds and vou indict
3 wounds then don't multiply up the score ar all = 3
wounds are inflicked. If you inflice 2 wounds on the
character then multiply up the first wound and if this is
sufficient o kill the character then stop; if not, multiply
up the second wound as you would expect. The result is
to keep the Owerkill mule bonoes within reasonable
bonenids.

CHARIOT STRIKES (Page 76)

When a chariot charges into an enemy unit 1 variahle
number of wounds i inflicted as a result, ususlly DN or
D42 if the chariot has scythed wheels. Normally, these
hits are worked out against the troops comprising the
ugit, but sometimes this can be inappropriae — If the
rank struck contains only characters for example!

A charging chaniot often ends up base-to-base with a mix
of characters and ordinary roops in the same vnit, If the
chariod is wuching at least one ordinary trooper then all
the hits can be worked out against the waie if the
antacking player prefers.

On the other hand the player might sooner spread the
hits amorngst characters and ordinary troops. If the
chariot is touching a mix of characters, or 3 mix af
characters and ordinary troops, then hits can be
allocared evenly amongst them. The player can decide
where odd hits go, but must distribute them as evenly as
possible.

For cxample — a chariot smashes into a unit of Gobling
and ends up touching 2 Goblin Spearmen, a Champion
and a Shaman. The Charlot rolls 2 total of 6 his
Allocating these as evenly as possible equals 2 hits on
the Spearmen, 1 on the Champion and 1 on the Shaman
= with 2 left over which the plaver sensible allocates 1
each to the Champion and Shaman,

=



Bear in mind that this allocation of hits only applies
because the chariot i5 an indiscriminate machine,

- Attacks from the crew are worked out as normal, the
player can decide which of the models in base contact
e will artack,

POSITIONING CHARACTERS
WITH UNITS (Page 62)

The rules dictate thar when a character jolns a unit the
model i automatically placed in the unit's front rank,
displacing a model dhat is already there

The exception is if the unik is already engaged in hand-
to-hand combat, in which case the character can be
placed in any fighting rank (so if the unit is fighting to is
side the character can be placed to the side, for
example).

This rule works fine when a character model is on the
same size base as the unit. However, if the character is

M“

on a larger base it is often impractical to swap the
character moded for a trooper model, as there simply
lan't room to do so. This s pamiculardy obvious with
characters mounted on large monsters or in chariots,
but it is also a4 common problem with characters
mounted on horses, warboars, ewe,

The most convenient solution is to place the character at
the edge of the unit so that he & twouching, bur not
actually included in its formation, a5 shown belomr

Character

The character has jolned the undt and is part of it, but is
positioned at the end of the first rank rather than inslde
the formation itsell This does not spoil the unit's rank
bonus, the unit recetves the same bonuws it would if the
chasacter were not there

To avoid confusion the player must declare thar the
character has joined the unit, and the model must be
pusll:tun:d 50 that it & I:uud:i'ng the unlt base-toe-base It
b impaorant o disinguish between models which are
part of units, and models which are merely close by, For
this reason models which are not part of a2 unit should
be kept a visible distance away — at least 12",




SKIRMISHERS IN COMBAT

Models moving into an  established combat in
subsequent tums must be moved against the front of the
unit if positioned 1t the front at the start of the wen. If
attacking from the side they are moved against the side,
and if antacking from the rear they can be moved against
the rear. They cannot dash round the Ranks of the
enemy and attack in the rear if they begin the tum 1o the
enemy's frone.

DIRECTION OF FACING

As skirmishing models are moved individually, models
can be aranged w face any direction once they have
moved. Thus a skirmishing group might be armnged
with models facing outwards in every direction. This is
wscful, because theunit can then “see’ all round and will
be able to charge an enenvy in any direction assuming he
is within reach.

If the unit is making a compulsary move, such as a
pursuit or flee, then it seems ridiculous that models
should remain fFee fo face any direction. Such models
must always end their move facing the direction in
which they have moved.

CASUALTIES

Although their formation is dispersed, excess wounds
inflicted on a unit in hand-to-hand combat can sl
follow through onm models which are not themselves
fighting. Casualties ire removed from models as the rear
af the group in the same way a5 normal formations.

It is sometimes newssary 1o shuffle 2 skirmishing unit
slightly because caualiies result in the odd model
becoming isolated om the main body. This s not a
problem o long as no advantage is sought, and will help
o keep the bardefield neat and smooth the game along.

TURNING MODELS
TO FACE ATTACKERS

When 4 unit i charged in the flank or rear it is
usual to turn any mdividual models that are
fighting to their side or rear so they are facing
their artackers, This doesn't mean the unit is
turned or that it i ficing a different direction,
just the models which are acnually touching an
encmy. The combar bonuses for attacking in the
Hank or rear still apphy.

It can happen that if 3 unit is small, and is
deployed in one rank, all of its modeds are
turned (o face an atack from the rear because
all of its models are touching their attackers,
The unit is charged in the rear, the chargers are
moved In against ther hacks, and the individual
models are murned o face. In this case the
chargers do recelve the combat bomus far
attacking in the rear but only in the fisst turn of
fighting. This is because it becomes rather
confising to do otherwise, while the unit is
obviousty sufficiently small to cffeet a tum
without undue disorder in the ranks. A one men
penalty i therefore both an appropriate and
effective solation,

FLANK ATTACKS AND COMBAT
BONUS (Page 22)

If 2 unit is charged In the Aank o rear by an enemy unic
of 5 models or more then it loses its rank bonus in
combat. This represents the unit belng thrown into
confusion as a result of the astack, preventing troops
from lending their weight o the fighting ranks.

Note that the penalty applies for the rest of the combear
and continues 10 apply even if the unit charging to the
flank or rear is subsequently broken and flees. The point
Is that the unit has become disordered, and won't get o
chance to reorgandse itself until the combat is over,

wdeudedumimm:ummd:dmmnumgu
fyers or character models gainirg an uniir advantage
byﬂpp&ngramujontaanmy‘sﬂmHuwmnym
could make 3 case where especially large monsters
count. In the end we found it mpossible o frame a
general rule w this effect, but suggest that lage
monsters with 5 or more wounds on thelr profile count
a8 5 madels for this purpose

FLYERS AND DEFENDED
OBSTACLES (Page 72)

Flyers do not suffer the to hit panalty when armacking
troops behind walls, hedges or other defended
obstacles. This is because fiyers fight by overfiying or
FwoOping onio their enemy, and are not held up by
walla or suchlike. Although fyers are usually
positioned to the front of the unil they are fighting, it is
absurd to imagine they come screeching o a halt in mid-
air! In fact they continue to swoop over and around the
eneny, but for convenience we plsce the models against
the front.

If scenery is designed in such 3 way that Byers woukd
obviously find it difficult to atack their target then
ﬂa}tﬂmagmeanappmpdmwdtymmm
for themselves.




Appendix 2
NOTES ON SCALE AND MEASUREMENT

METRIC MEASUREMENTS

Warhammer utilises traditional Imperial measurements
af feet and inches, but it is perfectdy possible, If less
convenient, to play the game in centmetres should
players prefer to do so.

Rather than attempt 1o trnslate distances into theie
metric equivalents, we recommend that players simply
double all distances and measure in centimetres, So 12"
becomes 24cm, 4" becomes Bem and so on. This has the
effect of slightly reducing the move distances and ranges
compared 1o a game played in Inches, but this is
tnlerahle and can even be regarded as advantageous in
that it allows a game to be played in a slightly smaller
area. Randomly generated distances can also be
accommodated easily wsing this method, simply by
doubling the scores rolled.

SCALE

In Warhammer cach model represents a single wartion,
monster, machine or whatever, whilst an inch on the
ubletop s equivalent o aboaut five feet in real life — the
same a5 the scale helght of the models themselves,

PMayers might correctly podnt out that in the real world a
borwman can shoot an arrow well over 200 yards rather
than the paltry 40 yards or so represented by the
weapon's madmum Warhammer range of 24°. The
reason is that we have reduced all measured distances 1o
produce a playable tabletop game. The game's designers
reduced distances roughly in the propontion of 17 equals
10 yards, so @ bow with a range of 247 i judged o have
an effective range of 240 yards. The alternative & w0
allow the bow a range of 144" and fight all batiles in 4
car park!

A similar observaion
could be made about
the number of models
comprising 4 regiment
of woops, It would be
impractical though not
actually impossible o
field regiments
eompraing hundreds of
modlels, so bartles are
represented using
fewer troops than a
liveralist might demand.
The ten or twenty
models in a game unit
seangd for 2 regiment of
several hundred troops,
and for this reason
regiments MARGCUVIE
and react & if they were
larper formations. As
both sides fiesldd
regiments reduced In
size, the relative values

are preserved and the results amaunt o the same thing,
T put it another way, if 10 Elves can beat 10 Goblins
then 104 Elves can beat 100 Goblins just as

convincingly!

TIME

Players sometimes ask how long a ime §s represented by
4 single turn of play. Does a turn lase for hours or does
It represent a few minutes? Warhammer has been
designed as a game, 30 events which might realistically
last for hours have been compacted into 2 shorber time
though wath the same overall remals

A real barde might last for most of a day, whilst a
Warhammer game will typically last for 5 or 6 mrns on
each side, We presume that these 5 ot & urns represent
the passage of about the same number of hours or
perhaps slightly langer.

Of course, in reality a warrior can shoot more than 5 or
& times in that many hours, he can move much further,
and so forth. However, we compact events together and
cut out all the tme spent in inactvity In a real banle
troops stand idle for much of the time, only moving into
action when required, and then expending much of
their energy all at once,

If you like, think of 3 Warhammer turn &8 a short penod
of scuvity wogether with longer penods of idleness,
wanting for arders, resting, and so forth. Similarly, just as
one model stands for many, 50 an arrow of crosshow
balt might be thought of as representing a whole shower
of missiles fired by shooters who have Umited supplies
of mpsibes, and who would soon become tred by

repeared Hring




Appendix 3:
ON HOUSE RULES

Most gamers like o make up
their own  rules, to  invent
characters, and perhaps even
design  their own  scenarios.
Traditionally, when players re-
interpret or modfy the gumc
rules, or sdd new rules of their
own, these are meferred o as
‘bouse rules’ — literally the rules
plaved when gaming at that
person's house. When you go
round to a fellow enthusiast's
home it is only s o play o his
house rales. After all, he is
supplying the tea and blocies.

Warhammer lends deself w0
adaprion very wel and players
should feel free to change,
remove, ar add tw the rules if
they wish. For example, why not
stage an attack on a Dwarf
miners” mule train — pou'd have
1o make up robes e mules and
wagons, possibly alowing time
for loading up the train with pold, and decide how the
loss of thelr gold affects the miners. As is well known
‘gold fever” can have very profpund effects on Dwarfs
and turn them into unstoppable manizcs! Obwiously it's
possible to imagine many ways of representing such a
sCEnArio, of any silation, from a radd into underground
caracombs 0 seges, sireet riots, bank robberles and bar
room brawils,

I knovw of experierced and very confident players who
go even further, changing some of the basic rules
themselves to suit their own style of play. And why not
indeed! Warhammer is supposed to be a broad ser of
game rules that hardened veterans can adapt, change or
add to as they please. The only disadvantage of making
up vour own house rules is that vou will have 1o revert
to the normal rules when playing other gamers, or if
you're taking part in a formal competition where a
common standard is required.

AND FINALLY...

Weell, I've been plaping and writing about Warhammer
now for more years than any sane man would admic
Fourteen years in fuct. A more enjoyable way 10 eam a
living would be hard to imagine. I'd like 1o thank each
and every Warhammer player for their continuing
enthusinsm and support for the game. Tt's only Eir to
say that this kxest version i3 28 much a product of my
fellow Warhammer players as it is of either myself or the
other designers and developers ar Games Workshop.

Before moﬂ'l‘d]ﬁzwmakraplﬂ:bquucﬂﬁ,
questions and 'officaldom” in the Warhammer hobby: 1
have always wken the wiew that Warhammer is
Inherently adaprable, that the roles and ideas in the
game are a spnnghoard to better and greater things. 1

mh..;

would openly encourage plavers who wish to develop
the game to suit themselves to invent and change rules
o their own taste, and o explose their own ideas about
rules, modelling, scenery and background.

If you are a new or inexperienced player, perhaps
collecting your firse army and leaming the game, then
you will be reassured to learn that Games Wiorkshop will
happily answer any queries dbout the Warhammer rules
that you mdght have. Questions posted o us will be
answered as quickly as possible cither by our special
customer service team of by our designers and
developess. Answers o commonly asked or especially
interesting questions are published in White Dwarf
magarine.

Those who play Warhammer regularly will soon acquire
the experience that enables players to sort our rules
querics to their own satsfacton. Most gaming groups
evolve their own way of deing things, resclving
unforeseen circumstances in an agreeable manner, and
inventing new roles to suit themselves. This is what
makes gaming such an absorbing and fascinating hobly,
Indeed, Warhammer would be all the poorer were it not
for the influx of ideas and innovation from its many

Q_:.S?-Q -




HAND-TO-HAND COMBAT

ight. A modei may make as many aftacks as shown on its
wofite. If the model camies & weapon in each hand, it may make
-1 axtra altack.

Arghor 0F ARtk Modala which charged tat tam fight fret Cihanwise modeds aftack
v arder of descanding Inifative

loli 2 HiL Determing the DG score nequired by hit using iha To Hit Chart below. Rl
D for each afiack Fick oul the dice which have sconsd hits.

|olf b Wiomsedi, Dietarmming the D6 scom requined 1o wound using the Weund Chart.
jal & D for sach hit scored. Pick out tha dice which hawe soomd wounds,

toll #0 B, ¥ the opposing oops have & s&ing Frow Hhen thess ans aken balora
wodels 2ee removed. Acll & D6 for each wound suerad. Tha score neguired for a
upceagiul 5ave ia shown on the Saving Throw Chart,

lesniye Combal, Once all troops invaived hive Iought delermics which siis has
won. See Combal Resulls below.

TO HIT CHART

COMBAT RESULTS
Ench site agds up the numbsr of wounds ! has caused and adds any of the o
awing modibess that apply The side wilh the highast score has wan.

+1 Rank bonus Add +1 far sach rank behind the hrst o a maximum of +3
+1 Stapdard K any units have stendards

+1 Battle Standard If the army's standard & lighting

+1 High Ground Hyou ane uphil of your anamy

+1 Flsnk ttack i aftacking an enemy in the flank

+% fear Aliack M aRacking an anemy in the rear

Brpak Test. The loser must take & Break fest for each unlt Involved in the combat.
Thes et |8 1aken on the uni's Leadeshio minus the difference in the combat resubs
score Aoll 206, ¥ tha nesult iz equal o of legs than ha number required e unit has
passed. I the scare is moee than that requined $e unk has filed and is Beoken
[Broken units umn tail and fee dimdly asay from thaic snemy once all combats heve
Baan msahmd, Friendly uniis within 12° of & unit which breake mus! take & Pania best
f delaremies ¥ thisy Nae & well These tests are taken once all combats have been
raaoked, but befors amy broken units es,

BREAK ANDFLEE

A Trooges wha braak and flsa move 205" sway from their enemy if they have a move-
Compars e afiackers W with ihe defanders WS t2 nd 16 | meet rale ol " orless, or 306" f hay have a movermant ate o mora tan B'. Feakg
- : urits are desiroved (f caught by pursuem as described baiow.
DEFEMDERS WEAPON SKILL Fisming troogs continue ¥ mova 206 or 306° in far own movement phass iowania
1 * 32 4 &5 6 T 8B 9 19 the feanist table edge. Flesing troops can da nothing ek, I they leave the fable they
= N T ara removed, B charged Mey mugt liss and ane deatroyed if caughl,
= 2 A esing unit may adsmpt fo rally in e movensert phese. Roll 208, I e scoee
w23 4 4 4 5 5 &5 5 B 5 wqual 10 or bass fhan the uril's Leadsrsip | has rallod, oiherwiss it cortinues to flea,
g il 3 a3 4 &4 4 & § 5 B & A rallied usit may reform but may do nathing slss that fuen. A urit must heve &t least
By 3 & @ & & 4 & B B 25% of s crigiral numbar of modsts to rally.
W TRSTITT
=5l 3 3 3 3 &4 & 4 174 & _PURSUIT PR
wal s 3 3 a 3 4 4 &+ a & Troops which win & combat must normaly pursua thisr foes F they flee. Once foaing
e rocps have bean moved the pureuers roll o sea how dar Shair pursul 18kee tham.
w7l 3 3 E 3 3 3 4 4 4 4 Troope with & movement of 8 or lese roll 206°, troops with & movernent of more than
g 8 3 3 1 a 1 §" mova 306", If the purswens mowe furthar than the laeing troops than Shey hinoe run
= 2 3 = 3 32 down i snarmios and the Rasing $aps are desiroyed. Pursuses ars maved for-
E %l a3 a &2 3 3 3 3 3 a & ward e full distance indcated.
< m 3 3 ] 3 ] 3 q 3 ] Fl upummmmmwmmmmsmmmm
ing twrn as nermal ~ $0 pursuses counl &8 changing. Troops may awsid pureull by
If the enemy is bahind a defended obstacle you nesd 2 6 io hil. fnsfing agains! telr Leadaership. If the player rolis equal o or lass than the units
Leadarship & doss nat have to pursue.
= —— e ——

The player whose turn i is shools with Foops which have missils
wenpons. The player nemisates and shoots with one weil at & tme.

WEAPDON RANGE STR NOTES

Ehart Bow 16" 3 =

Crosshow i 4 May nat move and shoot
Long Baow o 3 =

Janvalin -3 5 Sirength as model throwing &
Bow 24" 4 -

Hand Gun 240 4 May not move and shoot

May not shoat two furms in a row
Deduct -2 from anamy’s save
May shoot fwice af -1 o hit

B 1 2 3 4 & & T & & 10

A Bhootng &1 & changing enemy

=1 Shaoting at lang range (ovar half ranga)

-1 Shaotng whils mowng

-1 Shooting at a single character mogel or skirmishers

-1 Tanget is behind S0l cover — such 88 a hedge of woad
-2 Targat is bahind hand covar - such as a wall or building
+1 Shooking at a lange tanget

TO WOUND CHART

TARGET'S TOUGHNESS
1 2 3 4 6 & 7 B 10
TE T e
=
Ezla 4 8 8 8 - - - - =
% sl e 8 di§ @ maErooays
g4l 2 2 3 4 5 8 6 - - -
&N 5 2 2 2 3 &4 -] B ] - -
f6f2 2 2 z 3 &4 5 & & -
g Tl 2 &2 3 &2 92" 3 "% FonTE
28l 2 2 2 2 2 2 3 &4 5 &8
E 9l 2 2 2 2 2 2 2 ® a =
10 2 2 2 2 2 2 2 2 3 4
SAVING THROW CHART
ARMOER  WITHOUT T BOUNTED MOUNTRD
TYPE  SMELD  GHIELD  NOSHIELD  WITH SIGLD
Noine Nona B [ Sord
Light B Sor Sorg 4,500 6
Hoawvy Gor#@ 4,50r6 4,50r6 3,4,50r8
SAVING THEOW NMLULIFIERS
STRENGTH 4 6 € 7 & & 10
MODIFER -1 2 4 4 & & 7

—




WARHAMMER PLAYSHEET _

3 swoomn e S
1 START OF TURN 4 CLOSE COMBAT |

Gt Excapl for hatred and franzy, where no fast @8 Necessary, issts for
| 2 MOVEMENT 5 MAGIT psychaingy ane taken against Leadsmbip. Aol 206 — I yau scare

aqual ko or iees than e froops” Leadarship you have passed, if you
e rodl mone than the troops’ Leadarship you have fafas
PANIC

il A unit which fafls & Panic test will fas in the same way as a unil broken
i. in hand-to-hand combat or 8 usk which flass when charged,

1 - Test ai the starl of your lumn il thers are fleeing inends wikin 4°.

The playsr whose lurn it i§ moves i inpaps in the ialiowing oroler,

* g CHAREER 1 [} 2 = Tt i a Eondly unit wihin '2° s broken in kand-io-hand comibat.

2 RALLY FLEEING TROOPS J'! 3 - Toal H you are chaeged in the flank or mar whilst engaged i combaL.
.3 COMPULSORY MOVES | 4 = Tt if fleeing Irends ane destroved by charging anemy within £°,

& MOVE CHARGERS 1 & = Tast il general s alaln.

5 REMAINING MOVES h 8 - Teat If you suffer 5% casuatins from shoaing in 4 sngle shooling phase,

FEAR

| A unt deteated in hand-io-hand combat by an enemy Tl f foars &5
|| aufomatically broken withou! 8 Break fest ¥ it is cuthumbered
|
iT|

___ CHARGE AND REACTIONS
Charpel = A unit may chare &l double &3 narmal move aite. Measuring s not
peemitiid Bafare the chame iz decianed. ¥ unable 1 redeh its target the unit
moves 8 normal move in the intended direction. Once & chasge has been
declared the anamy dedares bs macton. A chasging unit may not manoeuwe
excepl b make an inlal wheel 1o brrg @ ino e with is tanget

Stand snd Shoet - You may stand end shoot I the dhasgan come fram mens
thar hat their chasge move swary, Wark ouf casuelfiss immediataly

Hiid - The unit siands end takes the charge, This is the usual reaction for troops
not armad with missile weapons

Flesd - The unit turees i and runs. Tha unit is immediately moved s standard
iz disiance (2 or 306°) away from the chargess. Flesing froogs may ot shoot,

MANOEUVRES

¥ikaei - A unit may whoel a2 many imes 88 you wish sxeepd in & charga, whane
thee it may wheal onoe o line itself up 1o the anamy. The dstance moved is the
longest distance covered by the model on the ouler edge of he wheal

1 - Test to overcome lear ¥ chasged by an snemy el causes fear. Maks his
st onoe the enemy declarss his chame. F the iester fals o oveecoms
| fear than he must Bee § crinumbened by the afackers. I nol outnum-
'F' baned, then & unil which fais i Fear est ma fight on, bt Fequines & 6 bo
| i during the first tum af combat.
Il 2 - Test f you wish to charge a bared enamy. If you fai the (st then you may
::i nol charge and mus! remain staticnary for the um,
: TERROR
1I1I Onfy o Tarmor lest & ever laken by & unll during the games - once i has

I8l berary bakan no further Temor fesis are requined. Troops which &l thelr
i: Teror tast will fige imrnediately exactly e froaps braked &1 combat or

i| fieeing from a change.
i 1 = Tat o owarcome terror i charged by o wishing to charge an enamy thet
Calses lamar

Turn - 4 unkt can o during ite mavermant. AR the medels remin in place but 2 - Tast i there is & berrcr-causing enamy within 8° &l tha stan of yeur um,
hurn wittar 0 dogress to their left or right, or 160 dagreas b lace tha Far, A uit ¥ )
must surerder & gusner of il movemant to Jum, STUPIDITY

Changs Formanian - A unil may aifd or feducs tha fsmber of ranks in which It
I deployed by 1 by sumendering heif its movement. A unit may add or reducs tha
ramiber X ranks by 2 by surrendering all of its movement.

Radoern - A unk can reform dirdng Bs movamant by adopting & new foemalion

facirg whatever clrection you wish. Relorming roops cannot move further or
shoot that fum.

I Test at the start of each wum. ¥ troops fail ther tast
!ii 1 = If in hand-n-hand coemiz! hull the creatarss stop fighting.
Il 2+ v ot i hand-io-and com rot 8 0,

;I -3 Meve farward at half spaed in shamilic mannar
||| 4 5tand inactve of lie down for & bi

FRENZY
Troops affacted by frensy must Bekave os filows
1 = Franzied trocps must charge anemy within chasge resch.
2 - Franaied froops fight with decble their number of attacke.
3 = Frenzed froops ahweys pursus
4 - Frenzied ¥mops in change range of enemy an immune fo sther peychology
E-im?ﬂ In cambat troops are mo langer rerzied for the mmainder ol

TERRAIN AND OBSTACLES

Troops. coes dificult gound af half rabe. This Includes woods and mast scanary
rcluding steap hila. Ordinary hills are not considersd % ba difficult ground ard
may bé noved aver at normal rabe.

Troops move across: vy dificut ground =t = quarter of thei pomal s, Vary
dificull ground such Az ehedr slapes or very thick woods B unusual in games. |
Obatacies - This inciudes fances, wals, hedges and other linear Teafures,
Troogps must surender half'of their movement o pass cver an cbstacle,

MARCHING

Marching troope move & doutie pace with their waapons shouldared. A unt may
not mards f here are enemy wilhin & & the sert of Be um. A maching unit
may not tum, change s formation, o relomm, But & may whesl nomrdlly A
mﬂlmuﬂmrﬂﬂﬁhmhmmw-mﬁm charols and
dlhar mechrras may not manch.

FLEEING TROOPS

Treps fieing duting ther movement phase move towends e noares: fakie
wdge, awadng anemy and obstruche temain whem possidle. Troops wih a
movemet rale of 5 or less mowe 2D6”. Troops with & mevere s of more than
B° mowm 306 Flamgmdnmtmashtibrmarm—mmumad
1o & rengh mass of madels and moved as a single conlused and Engled body,

HATRED
Trogps who hats their advevsaries ke any Greak lesis agains! &n
whmedifed Leadershiy valie of 10. During the first ium of hand-to-hand
combar Mdy may re-ol any missss whan they aftack. Troops must pue-
5us hated enamias who fee - they canncd fesd fo avols porsuil

_ ’ B D E STANDARD

Gnaral Any unit within 12* of tha Ganaral may tesl using his Lesdarship
Bartle Stamdard Any unk wifin 12 of the batihe standard min/ re-roll a failsd
|| Break best. Note this appies only 1o Broak teets, not psychology tesls,




